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JUNGLE FIGHTERS
OF CATACHAN

i

- Ministures designed by Michasi Perry

The Death World of Catachan is one of the most dangerous
places in the entire galaxy. Ilts steaming tropical forests are
a living hell filled with inummerable dangers. It is from this
terrifying planet that the Jungle Fighters regiment has been
recruited into the Imperial Guard. The Jungle Fighters are
armed with lasguns and a melta gun, and the squad also
includes a missile launcher with two crew.

This boxed set contains 10 Jungle Fighters and a sheet
of Citadel Waterslide Transfers.

IMPERIAL GUARD
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THIS MONTH'S ISSUE

Welcome to the Japuary "95 issue of
White Dwarf, As you’ll hind out, this
issoe contains an absolute monscer of
a hattle report. Over the last yvear or
o0, our regular game reports have
become by Far the most popular
featre in the magazine and so for this
one we just decided o get out all of
our models have a great big game.
Despite the outcome, it was an awlol
lot of fun to play, so et us know what
you think of it

Alsn in this issue, we have the latest
addition to the Imperial Guand in the
[orm of the Rough Riders of Attila.
[.ast month, | raved about the Jungle
Fighters of Catachan. but from what
I"vi seen, these are only the first inan
absolutely sunning new scrics of
miniatures from the talented hands of
Alan and Michae! Perry. The Imperial
Guard project should really kick into
gear mext year, and I for one can't walt.

DES HANLEY

Aowarm welcome (o new Games
Workshop ilustrator Des Hanley.

Dies used o work as a part-time scaff

member at the Leicester store unti] his
work was spolled by John Blanche.
Since joining the Studio team, Des has
been put straight to work illustraling
the new range of Imperial Guard
regiments. Some of you will have
spotted Des’s Catachan Jungle Fighter
picture in Jast month’s issue, and this
mionth he illustrated the Rough Riders
of Atala. More spiendid work from
Dés will be sure o appear soon so
waich this space!

Games Day "94 price winners James
Lipton, Stoart Shaw and Mark
Harris were recently given the VIP
[reatment on a lour of the Eastwood
Factory and a visit to the Nottingham
Smdio. Over at Eastwood, the three
winners were all given an empiy box
aricl then let lonse on the miniatores
racks. They cach staggered away with
about seven kilograms of models,
which makes a fair sized army.

O arrival at the Seudio, they spent an
hour or so chatting to the games
designers, modeliers and miniature
painters before getting involved in a
frantic gume of Warhammer Quest.

Well done all three
of you and to
everyone clse, best
wishes and a Happy
New Year,




SCYLA -~ CHAOS SPAWN

One of the most erifying and deadly
horrors o stalk the battleficlds of the
old world is Seyla — Chaos Spawn.
This fantastic new character model has
been designed by Aly Mortison and
elsewhere in this 1ssue, Rick Priestley
has written a special background and
full rules for this monstrously mutated
Chaos beast,
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THIS MONTH'S WARHAMMER
40,000 RELEASES

Rough Riders of Attila £9.99
(Boxed set of [our models)

Rough Riders £2.99
(Dne model per blister)

Workd Eaters Chaos Space Marines £9.99
(Boxed set of len miniatures)

Space Urk Army L1000
(1000 point boxad army)
Space Marine Terminators £14.99

(Boxed set of [ve minjamres)

Catachan Jungle Fighiers £4.50
{Four miniatures per hiister)

[tz also going o be another preat
maonth for  Imperial players in
Warhammer 40,000

Following last month's release of the
brand new Jungle Fighters of
Catachan, this month it's the mwm of
the Rough Riders of Attila.

ROUGH RIDERS OF ATTILA

These madels have been designead by
Alan Perry and Form the second refease
in the all-new Imperial Guard project.
These new models are again featured
on the "Eavy Metal pages in this issuc
and Rick has provided the rules and
background 1o these savage warriors of
the Forey-first millennium.

The Reugh Riders of Aila are being
released hoth as a boxed set of four
models and also individually in bliseer

FLAMERS OF TZEENTCH

Also unleashed on an unsuspecting
Warhammer world this month are the
dramatic Flamers of Tzeentch, These
weird daemons are an absolutely
essential addition wany Chaos army as
all good Chaos Generals will attest,

ORC & GOBLIN ARMY

Finally... We've added an Ore and
Goblin army to our range of "army in a
box sets”. When we first released them,
we weren't sure how successful these
would be, but it seems that for lots of
people they provide the perfect entry
the hobby or a great way o start

THIS MONTH'S WARHAMMER

RELEASES
Flamers of Tzeenich £2.50
{One miniafure per bhisier)
Scylkar Chaos Spawn £4.99

(One mindature per blisier)

Ore and Goblin Army
(2000 point boxed anmy)

£1140.060

collecting a brand new army. In
addition to the miniatures, cach boxed
set comes with a basic points list so
that you can paint up vour models and
aet paming straight away,

packs so that you can guickly build up
and enlarge the size of your Rough
Riclers squads.

CATACHAN JUNGLE FIGHTERS

Also released this month in blister
packs are the Catachan Jungle Fighter.
These models are the same as in the
hoxed set released last month and are
available from all Games Workshop
stores and stockists.

WORLD EATERS CHAOS
SPACE MARINES

Om the front cover ol last month’s issue
of White Dwarf we gave away free
World Eaters Chaos Space Marine.
Fou can now build up a full sguad of
these warriors with the World Eaters
hoxed set. The pack includes ten plastic
World Eaters maodels and a set of
Citadel waterslide transfers,

SPACE MARINE
TERMINATORS

les Goodwin has been hard al work for
the last few months, re-designing and
developing a brand new range of Space
Marine Terminators The first of these
miniatures are released this month and
you can see painted examples of the
new models on one of the "Eavy Metal
pages in this issue. We've also
pravided a  brief history  and
background o Space  Marine
Terminators together with part of the
iconographical system lor the [irst
company of the Ultramarines.

SPACE ORK ARMY

Like the Orc Army sel for
Warhammer, the Ork Army box is
the perfect way o start collecting a new
force for Warhammer 40,000, The
army includes an Ore Dreadnought, o
Shokk Attack Gun and a Splata
Kannon and is led by Ork Warboss
Ghazghkull Thraka. The boxed sct also
contains self-adhesive banner sheets
and comes with a ready-written force
list Tor all the medels in the box,




THIS MONTH’S
EPIC RELEASES
Imperator Titan £14.99
{Ome midel per box)
Knight Castellans £4.50
(Three miniatuees per blister)
Knight Palading £4.50
(Three miniatures per hlister)
Knight Lancers £4.50
{Threc miniamres per blister)
Imperial Razorhacks £4.50
{Three miniatures per blister)
Imperial Predators £4.50
{‘Three mimatures per blister)
Stormblade £4.50
(0ne mimtature per blister)
Imperial Termites £4.50
{Three mimatuces per blister)
Ork Bonecrunchas £4.500
(Three miniatuees per blister)
Ork CGutrippas £4.50
{Three miniatres per blister)
Ork Scorchers £3.50
{Three miniatures per hlister)
Magnus the Red £2.50
{{Ine miniature per hlister)
Laord of Change £2.50
{{Ine miniature per blister)
Firelord £4.50
{One miniature per blisyer)
Silver Tower £4.50
{Two miniatuges per Blister)
Doomwing £4.50
(Theée miniatuees per hiister)

LOOK OUT ORKS!

The most important release this month
for the Epic Game System is, without
doubt, the Imperator hoxed set. As
anyone with the Titan Legions game
will know, this s the ultimate in battle-

MIKE MCVEY

As we mentioned last month, Mike
MeVey is now putting the finishing
touches to his amazing model of the
final confrontation between the
Emperor and Warmaster Horus.

Wike hased his diorama on the black
and white illustration by Adrian Smith
and has already completed all of the
modetling and conversion work, As 1
write, he is adding the Onal details Lo
his specially converted miniatures of
Herus and the Emperor himself,

Everyone who's seen the diorama has
been absolutely amazed with the level
al detail and the intricacy of the
modelling, We plan to bring vou a
special feature on Mike's work and in
particular this special project in the
next issue of White Diwarf,

winning destructive power — (he single
most deadly war machine ever to stalk
the vast and bloody battleficlds of the
forty-Tirst millennivm,

Mow you can have as many of these
monstrous Titans as you want! BEach
boxed sel contains an Imperator
Datacard and all the connters you need
touse the lmperator in your Epic games
as well as the model fself

FORGE WORLDS

The loval forces of the Forge Worlds
are also reinforced with the arrival of
Enight Castellans, Palladins and
Lancers — all from by the talented
hands of designer Dave Andrews,
These new Knights add to the variety of
the forces supporting the main attacks
by the Titan Legions, enabling the
Imperial commander to enpage the
enemy with firepower from any range.

IMPERIAL TANKS

Last, but not least for the Imperial
forces, we have vet more tanks. These
range Tromm the massive Stormblade o
the smaller Predator, but all are
wielcome additions 10 the armoured
might of the Imperial army.

ORKS AND CHAOS

(ther armies have not been entirely
neglected in the rush of lmperial
reinforcements. The Orks have
Bonecrunchas, Gutrippas and
Scorchers o smash their foes, whilst
the mighty forces of Chaos have also
been reinforced,

MASTER!

Both The Dacmon Primarch Magnus
the Red and the Daemon Lord of
Change arc release to dely the Toval
forces of the Emperor. Abave them fly
the Doomwings and Firelords of
Tzeenteh and in front their advance is
privected by the Silver Towers. Truly
aparmy to be reckoned with!

ATTENTION!

Will Paul xvkes {or his Tutor Mr
Livingstone)} please send us his
address,

Jes Goodwin received the
guestionnaire and would Tike to
reply, but has no way of writing
back te you if he doesn’t know
where vou are!
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| THE IMPERIAL GUARD

As 1 mentioned last month, owr Imperial Guard project
continues to gather speed with both Alan and Michael Perry
producing a steady stream of excellent new maodels, The
Catachan Jungle Fighlers regiment has proved very popular
and even as 1 write the "Eavy Metal weami is painting another
three new regiments which will be out in the noxt few months,
This month's release are the Kough Riders of Attila. Like all of
the other regiments we have in the pipeline, these warriors are
dressed in the distinctive style of their homeworld,

ROUGH RIDERS OF ATTILA

By Rick Priestley

Like the cavalry of old, the Rough Riders strike fear into the hearts of their foe as
they charge across the battlefield, deadly hunting lances at the ready. Even those
who survive this explosive charge cannot escape the cleansing sweep of the
Rough Riders’ chainswords.

The world of Atila is somewhat smaller than Barth and has a
single continent which covers almost half its surface. The
centre of this massive Tand mass is prone to such extremes of
temperature that it remains uninhabited, a buking desert in the
summer which becomes a sub-zero sea of sand and snow over
winter. Between the Death Lands of the continental centre and
the coasts is a belt of rich savannab thousands of miles deep
and punctuated with mountain chains, mighty inland lakes, and
vast rivers, Only lowards the coastal edges does the grassland

wor



ROUGH RIDERS OF ATTILA

give way 1o verdant forests, encireling the entire continent with
a thin arboreal band,

Humans colonised Attila many thousands of years ago and
must have adopted the nomadic life almost immediately, The
eriginal fanding site of Khanasan has grown into the anly city
on the whole planet, The bustling metropolis is a gathering
place for the tribes of Attila and the centre of ils governmient,
As lor the bulk of the population, they are nomads who subsist
from their herds of Ovigors, These are gigantic shagey and
savage animals native to the world of Atila, Their nch Qesh
and dark blocd form the basic subsistence diet of the tribes.
When the summer comes, the Atlilans drive their herds
twards the heart of the continent, following the spring thaw
and new grown pasture. In winter, they retreat towards the
outer grasslands abutting the coasts, and here their animals
find enough grazing to keep them alive uncil the vear's turn.

ATTILAN ROUGH RIDERS

The Imperom recruils some of the most ferocious mounted
warriors from this barbaric world. Anilan regiments of
Imperial Guard Rough Riders have fought alb over the galaxy
in many different theatres of war. On worlds thousand of light
years from Atrila the image of the scarred tribesman
resplendent in his crude furs and bedecked with beads and
rings is as familiar as 1 is fmghtening,

The Attilans" warrior prowess is founded upon o tradition of
fighting amongst themselves, for the tribes of Attila respect
anly power and a King musl be prepared to demonstrate his
might to doubting rivals. When a lord of the Attilans deléals an
enerny he cuts off the beaten man's head and his artificers ten
the skull into a drinking cup as a permanent symbol of his
viclory, A tribal chieftain may have many such skulls, bound
with ormately carved gold or inlaid with silver, embellished
with rubies and sapphires of immense worth, The King of
Khanasun and Lord of Attila is the most mighty of all,
ackneswledied as the King of a Thousand Skulls!

The Auilans are said to be born in the saddle, for they are
amongst the greatest horsemen in the galaxy. The horses they
prefer are thick-set beasts, ill-tempered and likely 10 bite or
kick anyone unwise cnough to give them the chance o do so.
The riders depend upon their horses a great deal, and value
them more highly than gold. In adversity a warrior will draw
ol some of the animals blood and drink it to sustain himself.
In this way Attilans can live without food or water for many
days, enabling them to operate deep behind enemy lines
without supplies.

Characteristic features of an Atlilan warrior sre the scars that
he bears upon his cheeks, long knile cuts of white Gssue which
stand out against his weather beaten skin. These marks are cul
into his cheeks as a young man, and ashes from the camp fire
are rebbed into the wounds so that they Teave deep and
prominenl scars,

Antilans tend e wear their hair in long, unkempt braids, or long
and matted. They do not wash themselves or clean cheir
clothes. belicving that to do so would aftront the spirits of
water with which they superstiiously people their land. This
tradition has proven hard o break, despite considerable effort
on the part of the Adeptus Ministorum preachers in the barely
tolerated mission in Khanasan, Indeed, it is sometimes said
that the stench of the Attilan is as powerful a weapon as his
hunting lance!




ROUGH RIDERS OF ATTILA

An Tmperial Guard army may include up to three squads of
Rough Riders for every Command Section or Rough Rider
Command Section it has,

ROUGH RIDER COMMAND SECTION ..... 115 points

The Command Section consists of 1 Licutenant, 1 Sergeant
and 3 Rough Riders, all armed with hunting lance, chainsword,
laspisiol, frag greénades and carapace armour {3+ save,
including cavalry honus) and all riding horses. The Licutenant
is-a veteran warrior and may have up to one Wargear card, and
any combination of additional wargear from the list below or
the Imperial Cuard wargear 135t in Warhammer 40,000, Any
number of models may take additional assaull weapons, and up
1o lwo Rough Riders may be equipped with a special weapon
from the list below. One of the Rough Riders may be a
standard bearer,

PROFILE M WSBS S T W | A Ld
Lieutenant & 4 o 3 30 " R S -
OtherModels 4. 2 3 3 3 1 R |
Horse g % B 3 3 2 @A 85

ROUGH RIDER SQUAD ..

The squad consists of 5 Rough Riders including a Sergeant,
armed with hunting lance, laspistel, chainsword, [rag
srenades, Mak armour (54 save, including cavalry bonus). and
riding a horse. One model may take a special weapon chosen
from the Imperial Guard wargear list below. Mote that the
cost of a Rough Rider sguad is now 80 peints, not 100 as
stated in the Codex Army Lists from Warbammer 40,004,

wene B pOinILE

PROFILE MWSBS 5§ T W | A Ld
Hough Rider i T - R J s MER ST e SR
Horse el S O T o R (R

HETMAN (VETERAN SERGEANT) e, Special

Any Rough Rider squead or Command Section may uperade its
Sergeant to a Hetman for +10 points. These veteran warmiors
may have up to one Wargear card, and any combination of
addional warzear from the list below or the Imperial Guard
wargear list in Warhammer 40,000,

PROFILE MWSEBES &S T W | A Ld
Hetman - N R T A S | 1
Horse B &4 &3 8 1 1
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THINGS THAT GO BUMP...

By Gavin Thorpe

The Undead are one of the most fearsome teams in Blood Bowl. Merciless and
implacable, they grind their foes to grave-dust. In this article, Gavin Thorpe -
Head Coach of the formidable Washington Deadskins, takes us through the ins
and outs of their tactics.

DEAD GOOD

The Undead are one of the most
rewarding tecams to coach in
Blood Bowl and 1 hope that the
following hints and tips will
enoourage you o iry them out,
They do require a good sense of
tactics, but when used properly
they can be almest unstoppable,
burying their opponents under the
weight of their attack.

RAISING THEIR SPIRITS
Undead teams consist of & strange variety of players, ranging
from the fairly dire but plentiful and cheap Zomhbies and
Skeletons, to the awesome Vampire Counts of Sylvania. To

The Undead make their wey ap e pitch as the Orcs tey in vain e break through to the ball carrier,

et the heat from this wide range of players, remember the
saying “a place for everything, and everything in its place”
and try e ensure that you use gach player o do things they're
good at. Forget passing the ball to a Mummy, for example, as
they've only got an Agility of 1.

Zombies and Skeletons are the Linemen of the Undead Blood
Bowl team. They should be used to get in the way of your
opponent, exert fackle sones and assist vour blocks. Their low
Movement means they can be out-flanked and out-outpaced
by almost every other team, but don’t worry aboul this — the
following tactics assume that the other side will run circles
round these guys,

As mentioned above, Mummies have abysmal Agility, but
they make up for this by being the strongest plavers you can
buy withour purchasing a Star Plaver. Their Sirengih of 5
makes them a cormerstone of any offensive or defensive lineg,

WaTy



* THINGS THAT GO BUMP...

Cour Lrthor and two Mummics fTatten the Ores’ front line

where they can smash their way through the enemy and
provide holes for your speedier players to exploit. With a
Movement of only three, Mummies find it hard (o compensale
if they are not sct up carcfully so you must be aware of this
when you begin cach play, However, any opposing player
whis is clumsy or stupid enough to get in range can be quile
certain of getting a good whack round the head!

Gheouls and Wights are vour equivalents of Catchers and
Blitzers, Ghouls only have an Agility of 3. and don’t have the
Caich skill, but their Movement of 7 gives vou the ability to
respond guickly il something goes horribly wreong, Their
Strength of 3 is better than most other Catcher-types, making
them useful for throwing blocks, at a pinch, Wights come with
the Block skill and o slightly higher Armour valoe, allowing
them teo stay in the thick of the fighting and sl emerge
reasonably intact,

i
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DEATH WARMED UP

Vampires arc great play makers, In my opinion, their high
Strength and Agility, plus the Block and Dodge skalls, makes
them the most versatile Star Plaver vou can get — for any 1eam!
Although when I started oul with the Washington Deadskins [
didn't have a Vampire, [ soon found out that it was difficult 1o
win without one. 1 lost five of my first seven games simply
becanse T didn't have enough skilled players, but [ learned! A
Vampire Star Plaver gives a rookie Undesd team a sort of safety
net which keeps vou in the garme while the rest of the ather
plavers gel some: skills,

With your Vampire in reserve, ready o save the day if things go
wrome, Iy o score with vour Wights or Ghouls (allowing them o
zet the Star Payer Points they need). Vampires have the Hypnotic
Guaee skill, which means they are great for uming small holes in
your apponent’s defence into large gaps for you 1o exploit. They
can even Hypnotize one player and block another in the same
turm, creating # hole wide enough oo mn your Ghouls or Wights
through without having to dodge,

Taking everything 've said into account, my prefered siaring
team would now be something like this:

1 Vampire Star Player 150,000
2 Mummies 2001000
2 Wights [EIRENN]
2 Ghouls 140, (4N
3 Skeletons Qg1 000
3 Fombics Orr 000
1 Be-roll F0EO00
Fun Factor 5 S0L000

TOTAL 1,000,000

As the Undead have two types of player who only cost 30000
each I've found thal it"s guite easy to have two or even threc
reserves inoyour stating team. This makes a battle of aurition a
very favourable game plan for most Undead Coaches. If vou are
payving in a League, wou can cut down on the Zombies in your
starting line up as your Necromanceer will be ahle 1o use his
Raise the Dead spell 1o wrn the casualties you inflict on your
opposiion imo more Zombie recruits for your team!

Stand firm and fight back! Your
— Wampira and Mummies can hit
them harder than they can hil you, 50
dan’t pull your punches!

1 S The best  defence
againgt & FiRning
Play is to siend fivm
and give ay good ax
vou get! The Undead
are very resilient to
damage and  with
both Mummies o
the Vampire on the
fine of scrimmage
they are able fo
s rumble with the best
it A of them,

o
E As the blood flows freabky in the
centra, you showld rup round the

back of their safe pocket and attack
from all sides.

Woiz



When you're facing a
reai which @5 good af
poassing  your ling
needs to he much
mare flexible, Keep
vour faster plavers
out of contact so thar
ifey  can move
guicklv ta intercept
any  Carchers  that
make o break for
your end zone.

'c' Onee you've covared his
Catchers, break through
the enemy ling with yaur
Mampire if you can, and sack the |
Thrower carrying the ball. This is
mare likely to fail and cause a
Turnower, so ramamber to make
wour Salaly moves Tirgl,

STOPPING THE ROT

Undead are not one of the best defensive teams, Being dead,
thesy gre rather clumsy and o avoid serious prohlems vou muost
miake sure that your team is set up correctly. If vou fail to do
this you will find that your team 5 oo slow o respond 1o your
opponent’s underhand and speaky plays.

Two classic defensive setups are shown in the examples. Both
are very similar, the main difference lies in the way the
plavers react 1o your opponent’s plays, Basically, vou have a
strong central block on the line of serimmage with the
Mummies ready o pound anvone who comes within reach —
reinember that your apponent has oo put someons on the line
of scrimmage. If you think that there'll be 4 big ruck in the
centre than vou can throw your Vampire's weight in their Lo,
otherwise vou might want o leave him free to plug any gaps.
Bchind this block are the faster Wights and Ghouls and to
cither side are Skeletons and Zombies. The Skeletons are
fielded nearer the flanks where their extra point of Movement
helps them to keep up with the Ghouls (sort o), and the
Zombies are placed more centrally becanse their armour will
keep them going longer in a fight.

The first diagram shows the defence against hard-hitting
ey like Dwarls that prefer to run with the ball. This is just
the sort of game that the Undead are good at and vouo shouldn't
have too much trouble in the ensuing scrap.

GRAVE TROUBLE

You'll probably have most problems [acing Gast, amle weams
like High Elves. These teams can potentiallv run through and
arcund your defence and pass the ball over the heads of the
Mummies and Vampire, dodging your most dangerous
players and leaving you with little to do but chase forlornly
after them. To counter this you should try the set up shown in
the diagram above,

With this formation you are more adapted to deal with passing
plays, that usnally send players up the flanks. ¥ou do not have
o waste vour valuable movement crossing from the centne of

THINGS THAT GO BUMP... #

immediate |
counter should be 1o
drop back your Ghouls
and Wights to cover any -
break through, blitzing
the mast threaiening
Catcher as vou do 50.

B Your

the pitch to the sides. Insead your players can drop back with
the opposing Catchers, using their whole movement,

Wampires are so Texible they can be useful almost anyiwhere.
Seting them ap wwards the middle of your line of serimmage
brings their Swength of 5 inte play, but 17 you set them ap in a
wide zone their Hypnotic Gaze allows you to storm your
opponent’s line. Either way, Yampires are vour best all-round
players and should cavse your opponent some nasty moments
hwever you use them.
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# THINGS THAT GO BUMP...

THE FUNERAL MARCH

The best Undead offensive play is the straight run up the
centre. There are variations on this theme which T wiall explain
later but the basic idea is very simple, Using your Mummies
and Yampire vou break a hole in the defensive line of the
other team. The ball can be carried through this gap by a
Ghoul or Wight {preferably a Ghoul as their Dadge skill can
get them out of unforeseen scrapes). Before you do this you
must set up a corridor 50 that the ball carrier is protected,
Using your other Ghouls and Wights vouo set up a short “safe
zone' three squares long. In your next turm vou can run the ball
carrier into this area without unneceesary Dodges. From then

&

1
1 7 3
1
{

on, your team steadily works its way up the Oeld, hitting
anyhody foolish enough to stand between the ball carrier and
the end zone. After two or three turns of this slow advance
your ball carrier can sprint into the end zone, T call this play
the Funeral March, as the two lings of players slowly make
their way towards the end zone.

YWartations on this play can be introduced o keep vour
opponent from knowing exactly what you are trying to do. For
cxample, sending 4 Ghoul down one ank may convince your
opponent that you are going to pass the ball, making him pull
back from your line and making it casier w form the comidor,
If wou are using the Special Play cards from Death Zone, you
may he lucky and draw a
Magic Ttem that will make
a passing play possible.
Even if you don’t, the
Ghoul can sGll either return
o form another part of the
corridor or wait for a hand
off which will start him
running for the end zone a
turn carlier than cxpected.

A ‘Hawing securad the ball,
i your frent ling abliterales
@t the opposing  line  of
J sorimmags and stars to form
up for the procesaion down

If vou've plenty of time to
scare, or it's the first half
and you want 1o grind the
other leam down a hit, you
can use your Mummies as
lzad blockers, making sure

You move your ball fE
: cartier inte the centre of §

4 the box and close the fid on
the coffin with the Skelstons

the path is completely clear

Your firse job is to secure the
bl amed swrround i with the
largest. stronges:
and mast
pravekapathic
plavers in vour
teqm, Thiv dene,
venst mreove eff
downfield,

SO R o

E Whan ;.-uu‘m far enough
i downfieid, use . the

Vampire's  Strangth -and
Hypnatic ability to smash a
1 hole in 1he1r Ime and 5end

E With everyaone in place
you-set off towards the

| and zons af a sedate pace,
| breaking the opposing
p | players' bones as you go,

P m-.a-llr-: I R

A5
(L=

el i

Once ingide the box the
herrelest thing fodo s keep up
the momentum. You may
have to do some prefry faney
manoerveing noorder o
keep the pace of the Funergl
March sready if mot fast, yo
think carefully about the
arder in which vou move
wour playvers,

Alzp, be sure to keep an éve
an the number of downs you
herve lefi to play and be ready
Jor thar final sprive!

WD15



THINGS THAT GO BUMP... %

of opposing players, This does limit the whole team (o the
Mummies’ movement of 2 which is why vou shouldn’t
atternpt this play when vou only have two s left to score!

With a WVampire on your team you can try the odd passing play
to ke the other coach on his toes, One of the best uses of this
tactic is a fake Funeral March play. After a turn of advancing
up the [eld the ball carmier hands the ball off (o the Vampire,
the Gihouls a2t the front of the procession make a break for it,
and the pass is thrown over the heads of the defenders. The
beauty ol this play is its Oexibility, If the opportonity o use
this play presents itself you can perform the pass, iF it doesn’
then you can simply forget about trving fancy manoceuvres
and carry on with the Funeral March,

SPECIAL PLAY CARDS

The Special Play cards in Death Zone add an entirely new
element to the game, and it used properly can stop or score o
Touchdown when all else has failed. The most useful cards for
Undead are those that involve moving about, such as the
Sewer Map, and the Magic [tems Speed of Light, Bakarth's
Bounding Leap, Time Warp, The Secrer Way and Mapic Pills.
I you can get vour hands one one of thase cards you can
spring an unexpected trick on your opponent. Imagine his
syrprise 10 find that one of your Ghouls or Wights can move
an extra four sguares this turn! Imagine his complete
confusion when an extra Mummy turns up right next to his
ball carrier!

The other cards have no more specific uses with an Undead
team than they do with any other race, but here are a few
pointers on some of the more proficable uses.

Enuit’s Spell of Awesome Strengrh 1s o great card for Ghouls,
allowing them to add the roll of a D6 o their already average
strength of 3, Combined with their speed and Dodge skill they
can make excellent pockel-breaking runs or Touchdown
blitzes with this card.

Scund s Delupge of Despair halves the Movement of the other
team, bringing them down to your own sluggish pace. It's
especially demoralising [or vour opponent il you play il when
he thinks he’s broken through your line, your end zone is in
sight and he has that “nothing can stop me now™ feeling.

Magic Hand of Jarik Longarm allows vou to automatically
complete a pass successiully, Since the low Agility of an
LUndead team makes passing plavs unlikely, the use ol this
card can throw vour opponent’s defence competely off

balamce, especially if used in conjunction with a card that
allows you o move a player further down the Gield 1o receive
the pass. If vou get this card, you can often tempt the other
side into a large brawl in the centre, seting them up for the
sudden pass over their heads.

Magic Helme! permanently increases ong of vour plavers
Armour value by one and is best used on Ghouls, whose
Armour Value of 7 means they can spend quite a bit of ime
staring at the pitch. Alternatively, you can give the Magic
Helmer to a Wight, giving them enough protection to
participate in a full scale rock with the opposition and you
don't have to worry too much about the Wight being too badly
hurt, Combined with the Regencrate skill, a Magic Helmet can
make players almost impossible 0 injure. .,

THE LONG HAUL

Undead teams are definitely at their best in o League. Their
ability to Regenerate allows them to continue o pick up Star
Player points long after mortal playvers would have retired.
Having said this, you can have all the Gme in the world, but
vou can't rely on Most Yaluable Plaver awards only, vou have
to score Teuchdowns and mflict casoalties if you are going oo
et anywherg in this game,

* % * Did you know...

Blood Bowl pitchas often take several years 1o build
as there are dozens of ‘rules for each one to
comply 1o, One of the mos! recant of these states
that pitches must not be built over old graveyards,
battlefields ar tombs. This was introduced to avoid
a repetition of the infamous game between the
Athelorn Avengers and the Erengrad Undertakers
which ground to a halt after thousands of the
Undertakers' fans rose from their graves in the end
zona and invaded the pitch!

Wiy



# THINGS THAT GO BUMP...

Two Wighes bear off @ lone Ove Blitzer as their Ghoul leam-
mete rushes for the end mone.

The following are my suggestions on what types of skills are
best to acquire for different players, OF course, Surength
inereases are welcome on any player, but be a bit wary about
inereasing the Movement of Zombics and Skeletons, as this
seemis o me to be throwing away a good opportunity to get
Block, Tackle or a more useful skitl, Of course vou will only
have the choice if you roll a double, but iUs always worth
braring in mind.

A Mummy with & Movement of 4, on the other hand, can be a
herrible surprise for your opponent, as this allows them o
make a Blitz action on the same wim they stand up (their wsoal
movement of 3 is taken up by the process of standing up). In
fact, the meare thought of & Mummy with a high Movement is
enough to give some Head Coaches nightmares.

MUMMIES

The majority of Star Player Points for a Mummy will come
from casualiics, so hil the opposition whenever you can. The
mosk essential skill o get for a Mummy is Block and when
they have this skill the Mummy is almos! without equal on the
fromt line, with the exception of a few very expensive Star
Players. Tackle is also useful for making sure the opposition
zo down when you hit them, and at the sgime time the Tackle
skill stops Tast leams like Wood Elves slipping past these
lumbering players.

If you are fortunate cnough to rell a double, then T would
reeommed the Jump Up skill, as there is no sight more
horrifying for your opponent than to sec s Strength 5 player
leap nimbly to his feet and be allowed 10 Block the guy whe
just downed him!

GHOULS

Ghouls benefit greatly from skills such as Caich, while Sure
Hands and Sure Feet increase their ability as ball caders, To
miake full use of skills like Leap (which require an Agilicy roll)
a toll of cleven and a bonus Agility point is preferable. Block
is @ handy skill too, allowing the Ghoul to ignore cerlain

Block dice results when the other team inevitably gets close
enough oo land a few blows. Pass Block is another annoying
skill for vour opponent, which can be used very effectively not
only 1o inlercept a pass, but also to move you Ghoul nearer the
hall and the the opposing end zone. One Ghoul can be given
Dirty Player and be turned into g Kind of hit man. He can then
use his speed o run inoand make sure you remove downed
plasers for as long as possible,

WIGHTS

Wights with skills can be divided into two categories: those
whao are great at blocking, and those who are great at Blitzing.
Blocking Wights vughi o get Mighty Blow, Tackle,
Dauntless and Steip Ball, while Blitzing Wights will find
Shadowing, Frenzy, Strip Ball and Tuckle more useful.
Depending on your choices, your Wights will then start
gaining more Star Player Points from Touwchdowns or
casualtics, so capitalise on this during (he game.

THEM DRY BONES

Finally, vou have the cheapest of all vour players — Skeletons
and Zombics, These players should be given all the usual
Lineman-type skills, such as Tackle, Block and Dauntless. I
wou can get one or two players with the Guard skill by rolling
doubles, you can keep them nest o your Mummies and make
them even more potent Blockers. For a bit of surprise value
and variety, why not try a Zombie or Skeleton with Kick, as
these plavers can be set up off the line of scrimmage without
damaging vour game plan.

LAST RITES

Well there you have it - the distilled wisdom of an old
Mecromancer. Evervihing T know about leading an Undead
leanm Lo the top of the League. At least, everything I'm going
to g2l you — 1 still need some secrets, you never know when
our teams might meet, ..

# * * Did you know...

The Deadbeats were the first majer league team o
lose a thousand games in a row. This all-Zombie
team was so hiladously bad that it attracted a huge
following who would travel miles to watch their
favourite team fall apant - literally! Their Head
Coach and Mecromancer Galbash the Black said
that their game would improve as soon as he'd
worked out how to get the Raize the Dead spell to
last a whole match...
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COME ALONG AND JOIN IN OUR MASSIVE
BATTLE AT THE TITAN LEGIONS ROADSHOW

On the ancient Ork planet of Retallus IV, a massive Waa-Ork! is gathering pace. From a dozen neighbouring
systems, thousands of Orks are travelling to the planet in preparation for the crusade. Hundreds of Mekboyz
have directed the labour of thousands of human slaves in order to raise the towering titanic forms of a score
-of Mega-Gargants over Retallus’ now desolate plains. e :

But the Imperium is determined to strike back. Before the devastating green horde begins to spread, the Orks
must be defeated and their totemic effigies destroyed. o S ; o
By direct order of the Emperor, twelve Emperor Class Titans of the Legio Sinister have been dispatched to
Retallus with orders to smash the Waa! before its tide of bloody destruction spreads across the galaxy. The
stage is set for a titanic clash... R e ' i -

o

All YOU have to do is turn up and play on’

the superbly made scenery. And, at every
event you'll have the chance of winning a
LIMITED EDITION TITAN LEGIONS BADGE!

:':'/(-c :::;i':;.‘\.;:lt:.‘\f:=' Ig 'I.",t \ .: é (7 : J.J i

FINAL DATES OF THE ROADSHOW DUHIﬂG JANUARY 1995

Tth Harrow 21st Sheffield
14th Newcastle 28th Dudliey
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IWGRKSHORY
UK STORES _

ABEMDEEN: UNIT | 3040 KIRECATE,
TEL: H1224 21261
BATH: ¥ UPPER BOROUGH WALLS, DAl IRC
TEL: 1225 314414
AECKRMNITAM: 3902-204 HIGH 57,

FL: (15 &5 8102
RELFART: A CASTLE OOURT, TEL: 0123
HERAINGEAM: |16 CORPORATION STREET.
TEL: (121 236 TRE0
HI. J.l: hPi](PI & BIELEY STREET.
TEL
BT TRIT 25, FIRST FLOOR GALLERY,
SHIPGATES CENTRE TEL. BIER 32131

JEVOUTH: 24 POST OFFICE ROAL

{0z

BRIGITORN: 3 NILE #AVILIONS, NILE 8T,
TEL: H2TE 200333

RRISTOL: 15 BROAD WEIR. TEL: 01 17 023
HRCEVIE R - & JROMLEY MALL TEL; U187 466 067
CAMBRIDGE: 4 QLAY SIDE, (OFF BRITDGE 3T1.
'TEL: DY3X3 213350

CARIHFE: 28-30 HIGH STREET
CHELMSFORD: UNIT K3, THE
THE MEATHIWS CENTRE TEL:0:245 4500
CHELTEMHAM: 16 PITVILLE STREET,
TEE: 01242 2258415

UHESNTER: 112 BOREGATE STREET,

TEL; 11244 21105}

UOLCHESTER: 2 5HORT WYRE STREET,
TEL: 01206 76327%

COVENTRY: 14 CITY ARCADE TEL: 07203 227511
CRAWLEY: [ BROADWAY. TEE: 01283 352072
CROYDON: URIT 3%, DRLEMMOND CENTRE,
KEBELEY RI. TEL: Q181 6&] 4600

IERHY: 42 SADLER GATE, T=L, 335 a7 1687
DUDLEY: KIDSK 10 IPPER LEVEL, MERRY HILL
CENTREL. DUDLEY. TEL: 01384 451518

FALING: 5200 5T SANICHIRS MALL, EALTNG
HEOADWAY CENTRE TEL: D151 R400171

SUNDAY OPENING

The following stores are now
open every Sunday:

Edinburgh, Manchester,
Dudley, Thurrock,
Metrocentre and Meadowhall.

These stores will also be opening
on Sundays from this winter:

Birmingham, Blackpool, Brighton,
Hull, Leicester, Watford, Croydon,
Glasgow, Guildford, Kingston,
MNottingham, Peterborough

EIHNRURGH: 136 HIGH ST, TEL: 0151 220 6340
EXETER: 17 PRINCESS HAY. TEE: 01353 420305
GLASGONW: 66 QUELN 5T. TEL: 0141 226 3762
CUTLRFONREY: |3 TINSGATE TER: DE4R5 433795
HAMVIMERSMITI: 1 [DALLING BOATY.

IEL: B1R1 740 1445

RLARRCW, 2o STATION RD: TEL: D151 BR1 235
FHGH WY COMEE: URIT 28, THE BALCONY,
THE QCTAGON CENTRE. TEL: (014454 551454
HLUTL: 5l PARAGON STREET. TEL: 452 SHESTS
1S WHCTHE 16D FLOGE, DESENHAMS,
WESTGATE STREET, TEL: (0373 210601
RINGSDON O THAMES: 33, FIFE RO

TEL: BLE] 545 3224

LERTS: 12- 16 CENTRAL ROAT. TEL: [l 13 24206546
LEICESTER: P& SILVER 8T, TEL 116 2530540
LIYERPLIH. 47 LORS STRERT, TEL 0551 238 1404
CENTRAL LOMNDUN: UNIT FI, THE PLAZA,
T16-128 CRXFORTY STREET, TEL: DETL 236 0853
LLUTON; |12 PARK STREET. TEL: DLES2 41747=
MAIDSTONE: UKTT 4, 18 PUDDING LANE.

TEL: 01621 677433
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MATFEMIEAD: 2 HLANDY TISE 375 KING ST
TEL: 1638 714

MANCHFSTE R: 50770 MARSTADS CORIRT,
ARNDALE CENTRE TEL: 0151 14 5871
MEATOWHALL CENTRE SHEFFIELI:

918, HIEHH 57, UPPER MALL. TEL: 01143680836
METRECENTHRE MEWCASTLE: UNIT Bid,
FIRST FLOOR, TEL: U191 461 0930
MINDEFSBROVGH: W TTKDAS 5T.

TEL: 01542 252001

MEWCASTLE: 63 CLAY TON STREET.

TEL: 0191 132 2415

NORWICH: 12.14 EXCHANGE STREET

102 4100 TATES6

ROTTINGHAM: 330 FRIAR 1.ANE.

TEL: U115 5240051

CIXFORE: |4 NEW NN HALL 5T

[T 14845 242183

PETERBOROUGH: 3 WENTWORTH STREET.
YFL; DIT33 B90052

PLYMOUTH: 3 CORNWALL STREET.

FEL; 01752 254121

PR TSMOHITE: 33 ARINDEL STREET

TEL: 01704 576G

PRESTON: 15 MILLER ARCADE. TEL: D772 §21855
READING: UNIT 3, CHEAPSITE TEL: (1734 308600
ROMFORRTE: 12 CHIATRANT ARCADE.

I=L PR Ta2 a0

SHEFFIELD: 16 FITAWILLIAM GATLE

TEL: BET4- 20508

SHREWSBURY: UNIT 1, BRITSGE 5T

TEL: BET43 363007

SO II.I.\-II' PN 23 EANT STREET.

il K RS L

tMD: L2 SCHITHCAURCE BD,

TR A 251

ST AINES: GLMSLENFH CENTRE. TEL: 017234460675
STOCHPORT: 33 MERSEY SOUARE

TEL: 0161 4721427

STOKE ON TRENT: 27 STAFFORID 5T, HANLEY.
el (W TR 205
HUTTON 0% TIHAMES: LINIT 26, TPTER MALL,
TIMES SOUARE SHOPFING CEMTRE.

TEL IR Taradid

SWINDON: (7 FLEET STREET. Tk

(R T L5000

THURKOH K LAKESITE: UNTT 415,

LEVEL FF000 DOLRT. THERROCK LAKESIDE,
TEL: (708 857135,

POROUAY 12 MARKET ST, TEL: DLSU3 200056,
WATECKRD: LINIT QLA

HARLEGURY CENTRE, QLIEENS ROATS
TEL:01923 345384

WORCESTER: 4 CHARLES STREET.

TEL: 015 D657

VORK: 26 GOGURAMGATE. TEL: DISEK L2357

OPENING TIMES

Most Stares are cpen late at least one
night a week. Please phone your loca
store Tor times of opening,

#
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Presents

THE BATTLE FOR BUGMAN'S BREWERY

Come along and join in our massive battle at the

EMPIRE IN FLAMES ROADSHOW

The Brewery of Josef Bugman is under siege. Will the Imperial army defeat the
Chaos horde or will the forces of darkness smash the walls asunder and drink
the legendary Bugman’s Brew?

At each Empire in Flames Roadshow everything is
provided. There’s no need to bring miniatures, dice or
rulebooks — you just turn up and play!

And, at every event, there will be special prizes of a
special limited edition Bugman’s Mug so see you there!

JANUARY 1995 FEBRUARY 1995
7th Middlesborough 18th Norwich
14th Bromley 25th Staines
21st Luton With loads more dates

28th Hull to come...




IMPERATOR

By Gavin Thorpe

The Imperator class Titans of the Titan Legions are the most destructive machines ever to
tread a planet’s surface. With a miniature sun providing its power, an Imperator strides
into battle dealing death to whole armies at a time.

THE WALKING ARSENAL
The Imperator Emperor class Titan is the mast powerful model
in the whele of the Bpic Game system. Armed with o huge
array of weapons, it can deal with almost any eventualicy by
using simple brute force. Iis twelve banks of void shiclds soak
up tremendous amounts of enemy fire, and even when they are
gone its thick armour is enough o wrn aside almost any blow,

Despite all this, an Imperator Tilan requires good tactics to
realise its full potential, Its Tack of manoeuvrability means that
other troops can keep out of sight, while well-placed infantry

ai the head of an Imperial assaulr.

can somotimes gel close enough to destroy it by boarding. To
make sure that vour Imperator Titan performs 10 105 uImoest
wou must use all your skill and cunning, and ensure that you
know how to gel the best out of the Imperalor’s seven
dilferent weapon svstems.

PLASMA ANNIHILATOR

The Plasma Annihilator is the most awesomme wWeapon ever o
be used in g land battle. With a potential for twelve attack dice
with an awesome profile, it’s the ultimate tank and Titan-

w2z



IMPERATOR

huster, OF course having enough plasma o do this could be
tricky, but it is such an breathtaking demonstration of sheer
firepower that you should try it at lenst once. Volleys from the
Plasma Annihilater can destroy Sguat Land Trains, and other
super heavy vehicles. It can set a Mega-Gargant blaring Irom
Tracks to Weirdboy Tower. Entire Daemon Engine
detachments can be wiped out in a single pass, I's basically
the mnst destructive weapon you've ever seen and should be
savod for the most worthwhile targets.

HELLSTORM CANNON

Like other barrage weapons, the Hellstorm cannon is most
effective when fired at closely grouped targets and you should
choose your victims accordingly, You can fire up to four shots
each turn (if you still have the ammo) and a single deadly
barrage like this is usually enough to break an Ork clan in one
go, especially i other weapons like the Plasma Annihilator
pick off the more heavily armoured targets.

MAIN BATTERY

The main battery is a harrage weapon like the Hellstorm
cannon with only a single template but a higher save modifier.
Its massive range means you can start pounding the encmy
before they get the chance 10 spread oo far cot rom their
deployment position. Unfortunately, it's random strength
makes it oo unreliable 10 be a battle winner every tme it is
used, but its potential of nine barrage points it can be
devastating. It's also guite good at knocking down buildings,
gapecially the weaker Ork ones,

SECONDARY WEAPONS

Sheer volume of fire i5 the main strength of the secondary
werpons, With eight attack dice dand an unimpeded fire arc,

they are great for fending off avacks by marauding infaniry,
With u -1 saving throw modifier, the secondary weapons can
alser b used (o deplete enemy void shields and power ficlds,
setting up well protected opponents For a killing blow from the
Defence laser or Plasma Annihilaor.

GUN TOWERS
The gun towers ane the Imperator’s most uselul weapon for
attacking heavy battle tanks, such as Daemon Engines or Ok
battle fortresses, They have a fairly wide coverage with their
arcs of fire, and can pick off individual models with a 50%
chance of hitting. They pack guite a punch too, reducing the
saving throws of such vehicles to 5 or more, or even a roll of 6
omly, giving them a very elfective kil mate,

DEFENCE LASER

The Defence laser is the archetvpical Titan-killer. When it hits,
il really dogs damage. The biggest advantage the Defence laser
has over the Plasma Annihilator is not its bonus to the damage
roll, but its ability to snap fire, Titans which fail to repair their
shields on the previous end phase will usually try o scutile for
cover at the earliest opportunity but the Defence laser can
crack @ shot off before they get a chance to hide themsclves
behind a building or other interfering terrain,

BOLTERS

The bolters are used to stop enemy infantry assault on the
Bastions. As they van always [irst fire this is the biggest
deterrent to attacking infantey, whatever you bave stationed in
your Bastions or do with vour secondary weapons. They can
be wsed offensively oo, by siriding into the middle of enemy
light vehicle detachments, you can cul them o shreds hefore
they can attack., The same can be done against infantry that
have already moved that turn,

IMPERATOR. TITAN WEAPONS SUMMARY

Weapon Range Attack To Hit Target's Motes
= Dvice Raoll Save Mod.
Baoliers [5cm 1 each ] First fire, Total of 16 Attack dice.

e 22
SR
T s

Secondary Weapons  Slem

D643 Barrage points
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IMPERATOR

TITAN MISSIONS

Imperater Titans are far too valuable an asset o be simply
thrown inle the ftay. Every time an Emperor Titan is
committed to battle it will be with a particular ohjective in
mind. To represent this, Titan Legions contains a set of five
Titan massions which are drawn at the beginning of the game,
one for each Emperor class Titan and Titan Battle Group, The
way you deploy vour Imperator Tican will vary depending on
which missicen it is rying (o accomplish,

As mentioned in the Inferne battle report in White Dwarl 179,
there are two ways vou can select your Titan Missions. Many
people like the challenge of going through cach of their Titans
in turn, drawing cards at random and having to fulfil the
mission however difficule. Other gamers prefer to draw enough
missions for their whole Force, and then allocate them at the
end once they have seen what they™ve goL This represents vou,
as the army commander, being told what you have to
accomplish and how many Titans you have o do it with, but
leaves vou to decide which Titans are hest suited to perform
which missions.

ENGAGE AND DESTROY
Engape and Destray is probably the best mission an lmperator
Titan ¢an be given as 11s massive array of weapons can
annihilate almost any target within a single turn, You should
consider your Imperator Titan on a permanent Ergage and
Deseroy mission regardless of whatever else it might be doing
— after all this is what it"s hest at!

The first choice to be made on this mission is what fargel o go
for first. You can opt to attack the more heavily protected foes,

such as Great Grargants or Sguat Land Trains, in order to obtain
the maximem number of victory points available, However,
this mav take more time than destroying several less well
armoured opponents. For example. an Imperator Titan is faced
by a Sguat forge, including a Land Train with seven camages
and two Leviathans. The Land Train is worth eight victory
puints if it 1s completely destroyed, the same as both
Leviathans combined, It may be simpler and gasier 1o destroy
each Leviathan ope after the other than to concentrate on the
Land Train. But what do you do if the Leviathans are sct up on
opposite ends of the battlefield?

In this situation it*s probably best to destroy the closest
Leviathan first, then move on to attack the Land Train in one
Swepping manceuvne, a5 shown in the diagram.

&

The Titan swings from one flank to the other, enpaging each
potential farget one ar a e,

woar



IMPERATOR

Whatever vou decide to attack, the best way of completing this
mission is o concentrate the Imperator’s whole arsenal against
each target until it is destroyed, With the huge amount of
firepower available, it°s possible to take out the opposition in
one turn, and then move oneo another victim next ren,

There are a number of important factors to take into
consideration. Gargants {with the exception of the Mekbaoy
Garganl) are protected by banks of power felds, while Titans
and Squat super heavy vehicles have void shields, To knock
these ol takes a large number of hits and is best suited 1o the
Imperators secondary weapons which have a Slom range.
Unfortunately, the majerily of Gargant weapons have o range
of 50cm too, and can deliver quite a punch. Sgual super heavy
vehicles vsually carry a wide array of dilTerent weapons, and
some have a large number of battlecannons. This means tha
the Imperator Titan will be exposed to lots of enemy fire as it
ricves in to attack.

This is where Imperator Titans really come inta their own.
Because they allocate plasma to Fire Contrel and Engines
separately, they can move during the movement phase and lire
in the lirst fire phase. This usually allows vou 1o fire at a
Gargant before 1t gers the chance (o lire al you. The Imperator
can stay outside the Gargant’s optimum range of 50cm and
avoid i1s Tire. Then, when the time comes (o attack, the
Imperator simply steps inside the 30cm zone with its Fire
Controls overloaded with plasma and unleashes everything it
has on First Fire.

Don't forget close combar either. An Imperator Titan has a
massive close assanlt factor of +22, enough to deal with almost
any opponent on & one-to-one basis. 1f vou are unsure though,
you can dismount troops from the Bastions and give the
Imperator an extra one o two dice lor being a second or third
close combat opponent.

DELAYING ACTION

Delaying Aetion is superh for Imperator Titans. The Imperator
is an excellent survivor with its banks of void shichls and
massive armour saving throws, IF you wanted something that
was pretty much guaraniged o survive the battle, what would
vou pick? The best aspect of this Titan Mission is that it
doesn’t interfere with vour plans, Your [mperator can carmy on
doing its part as normal, all the while racking up the victory
point for its Titan Mission. A note of caution, however, just
because it's tough an Imperator isn't totally invulnerable.
Dion™t take unnecessary risks unless the gain 15 egual 1o the
patential loss of your Imperator Titan.

TAKE AND HOLD
Tz aind Hold can be the worst, gr the best mission to give (o

an Fmperator Titan depending on which randomly deawn
Objective vou have to capture. You may end up having to slog

wour way across the entine width of the bailefield w get it. On
the other hand, vour objective could be really close to your
deployment zong, giving vou an easy 13 victory points,

At the Studio, we always choose which side of the battleheld
wi want 1o deploy on before we roll to see which Objective we
have to Take and Hold. Il we are assigning missions after
they've been drawn, we roll for the Ohbjective before we decide
who is undertaking the Titan mission. This means that if the
targer does happen to be very distant ¥ou can assign the Take
and Held 1o one of the Battle Groups in your army instead of
ong of your lmperators.

The advantage of an Imperator Titan having this mission is ics
stubborn refusal to be destroyed. Once it has captured the
Objective it can send troops in to make sure the Objective isn’t
snatched from under its guns. With a Plasma Annihilator,
Hellstorm cannon and the other weapons svstems on senlry
duty, it would be a very brave opponent who tried Lo deny you
those victory points once vou've gained them!

When you get this Titan mission you must decide whether to
try and fulfil it, or to izgnore 1t and just get on with stomping the
enemy. Il the Objective vou are after is st least three goarters
ol the way across the battlefield you should probably forget it.
It would almost certainty Lake more time and energy than ivs
worlh — lime and eneray that could be spent destraying enemy
Titans, securing other Objectives and breaking formations,

If the Ohjective is about halfway actoss the lable you will have
to make a decision. Is the route Fairly open? If so. then it ¢ould
b quite simple 1o move at full speed for two turns Lo capture it
However, be careful — vour opponent will know where you are
heading and you may end up marching straight inte a trap!

If the desired Objective is in vour balf of the table you should
go for it under almost any circumstances. The only real
exception is if the desired Objective s right out on one flank, I
this is the case your Fperator Titan won't be able do anything
except 2o for the Objective, Once again this would be a waste
of its potential, since its best emploved supporting your other
trowops and Titans,

BLITZKRIEG

Like Take and Held, Bliizkrieg is suited to an Imperator Titan,
burt also presents very definite difficulties, The Imperator may
find ir difficult to maintain maximum speed while otlising its
weapons 1o their utmost. On the other hand, i any model is
going to survive a headlong charge into the enemy it's an
Imperator Titan.

Sinee you know from the start where the Titan has to go
{unlike Take and Hald) vou can make vour decision much
more easily, Basically, you have to choose between two
possible courses of action. Either vou can o for your mission
flat out, full power 1o the engines and don't stop for hitch-
hikers, Alternatively, you can ignore your mission and just
concentrate on blowing away the enemy.

If wou are facing a large force of Titans, super heavy vehicles
and other powerfil models you may be betier off ignoring the
Blitzkrieg rather than charging into the teeth of all their guns.
You should also be wary of advancing into the middle of
massed infantry. You can protect your Bastions but there’s no
point tempting fate, is there! As with Take and Hold, your
opponent will be expecting you to come right across the
battlefield, so trv to think of a4 way to set up or move that will
throw your opponent off halance.



IMPERATOR

Concentrated fmperial fire pounds the fraftors into obivion,

CAPTURE

This is probably the worst Titan Mission for anyvbody, A canny
opponent will place a building right an the edge of the
batleficld, This will mean that the Imperator or Battle Group
with the mission has (0 stay oul of the main fght just (o capture

the building. This isn't really worth it unless there are lots af

other Objectives nearby, meaning your main attack can fall on
that part of the battlefield. Al of the other comments for Take
and Held apply to Capiure.

COMBINED ACTIONS

An Imperator Titan dees not operate alone. It's used to suppor
other troops, and in lum gains their support. Knowing the best
way to complete a Titan mission will help vou oot
considerably, but Titan missions aren’t the end of the story. As
detailed earlier, there may be situations where you have to
ignore your mission, and an Imperator Titan is potent enough
{o perform its Titan mission 4l the same time as carrying out its
part in your larger plan,

Making sure your army works in a co-ordinsted and prepared
fashion is vital, and the best way to ensure this 15 1o realise how
the different components work together, The next sections will
el vou how your Imperator can help your infantry and tanks,
and how they can be of benefit to the Imperator Titan.

TROOPS AND TANKS

An Imperator carries more firepower than anything else, and il
used properly can sweep dway the enemy. Infantry and tanks
have the advantage of numbers — il vou destroy one then
another just steps in to fill its place, but if you destroy an

Imperator Titan it's not so easy to replace. Tanks and troops
are much more vulnerable though, and your Imperator should
fulfil the role of a guardian. It's the job of the Imperator to
destroy targets that your infantry and tank formations will have
difficuley dealing with. These include enemy Titans or
Guargants, super heavy tanks, and enemy troops holed op in
buildings, Leave the easy targets to the infantry.

One interesiing trick with the Imperator's Hellstorm cannon or
main battery is to use it to destroy buildings, exposing the
flanks or rear of enemy formatiens to vour infantry or tank
detachments, This is demonsirated in the example below,

The Devastator company (red) moves through the town, using
the buildings 1o shield themselves from the Tempests (yeliow],
The fmperator Titan advances behind them with itz Fire
Clomtrod svarems overloaded.

wozs



IMPERATOR

The Imperater destrovs the building with its main battery,
leaving the thinner armour of the Tempesty” flanes and rear
exposed lo the Devastators. They can then deal with the
Tempests while the Imperator turns its artention to the
FPhantom Titan.

In the above example the Imperator could aliernatively have
destroyed the Tempests itself (to be sure of clearing the
Objective) and then used its barmage weapons on the Phantom
Titan (which could destroy its Holo-field wings and leave it
exposed g the advancing Devastator Company instead ).

Yet another useful tactic is to use your [mperator as a moving
shield, advancing in front of your infaniry and soaking up the
damage. Having an escort of this calibree is very useful for the
troops, who can capture Objectives or attack the enemy with
greater confidence and numbers,

RETURNING THE FAVOUR

As shown by the diagram in the previous section, the
Imperator also needed the Devastators to take out one of the
threats facing it. Troops are most vseful 1o the Imperator in this
way, using their ahility 1o move through almost any terrain o
protect the Titan’s flanks from being attacked.

PROTECTING AN IMPERATOR TITAN
Whatever the plan for the battle, whoever you are facing, an
Imperator Titan has 8 nember of weakngsses, The most
obwvious is ils vulnerability to boarding actions by marauding
infantry. Although ic has sixteen bolters which can always
attack on First Fire phase, these are ne sure defence against a
co-ordinated and concerted effon. Matters are made worse it
the Imperator Titan bas taken damage to its Sensorium Dome,
reducing the bolter’s (o hit roll to 7+ (that’s aroll ol a6
followed by a roll of 2 4 or more — only an 8% chance of
hitting with each dice).

The best way to prevent your Bastions being blown aparl from
within is (0 station some troops inside them. The Tech-Cuard
Titan Defence company is the Adepts Mechanicus' answer to
the problem. The Tech-Guard are also uselul for sallying forth
and capluring nearby Objectives, and are often a nasty surprise
for vour opponent who is likely to forget they 're there, In order
o do this without compromising {he Imperator’s safety, when
you deploy vour troops always set up half of a detachment in
each Bastion, so that when one of the detachments leaves the
Imperator Titan there are sl troops lell o defend bath against
any attack.

If you have enough points to spend when vou're picking your
armay take a Space Maring battle company instead of the Tech-
Guard Tilan defence company. The Space Marines are even
harder for the enemy o winkle out of their armoured defences,
The Devastator detachment should be deploved in the Towers,
where they he slowly transported across the bartlefield while
being able to stay on first fre orders [or the whole duration,
The Tactical and Assault detachments should be split between
the Bastions, with the Tactical stands being placed in the
locations that allow them 1o fire out of the Imperator Titan
{shown by a red box on the datacard, there are two on each
Bastion). The Assault troops are then able to defend the
Bastions or launch assaulis and counter attacks on (Objectives
that are within range of their jamp packs.

If you are really worried about being boarded you should take
the Space Marine battle company and purchase the Chaplain
Special card. If the Chaplain is then placed in the Bridge ora
Guardroom all the Imperial stands count +1 to their Close
Assault factor, 1 vour paranoia about having Chaos Daemons
or Gotf Ork stands rampaging through vour Bastions reaches
fever pitch then extreme measures can be taken. Almost total
protection can be ensured by purchasing an Imperial Guard
Company and two detschments of Ogryns, With their close
assault factor of +6 and horribly effective Ripper Guns, almost
nobody is going o get past the Ogrvns to attack the Bastions
(think of them as very good bouncers !,

FINALLY...

There is only so much you can cover in one article, but | hope
that you have some great plans forming for using vour
Imperator Titan. Remember, iU's oot “the bigger they are, the
harder they [all’, but ‘the bigger they are, the harder they it



WORLD EATERS
CHAOS SPACE MARINES

Khorne is the great warrior of Chaos, the ferocious
Blood God. The World Eaters of Khorne Chaos Space
Marines are his ultimate warriors, steeped in martial
honour and the ethic of war, chosen for the final conflict
when Khorne awakes and the universe is drenched in
the blood of his enemies.

This boxed set contains 10
plastic World Eaters of
Khorne Chaos Space Marines and a sheet of
Citadel waterslide transfers.

These modsls require assembly. We recommend thal the parls are cleaned and
trirrimed with & modetling krabe Delore being painled with Giladel painls,

j Cilaged, Ine: Giladel castie, Games Workshop, Space Mannes and
Warhammer are registened trademarks of Games Waorksnop Lid m
CEIADEL Wirld Fatars is & trademars of Gares Waorkahop Lid, bl

MEMINTURS & Games Waorkahop Lid, 1995, All rights reserved. m
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SCYLA - CHAOS SPAWN

By Rick Priestley

Chaos Spawn are the warped and twisted followers of Chaos whose bodies
have been wildly mutated by their master’s gifts. Few survive their creation
long, though there are exceptions such as the dreaded Chaos Spawn Scyla.

THE CHAOS GODS

Chaos Gods are generous but irresponsible with their Tavours.
Gods cannol distinguish the difference in value of their gifts,
ot they simply have no inlerest in investipating the matter.
When blessing one of his followers a Chaos God might
inadvertently make him stronger, tougher, taster, astonishinglv
altractive, intelligent, or otherwise Improve his lot. But the gift
might equally well disadvantage the follower, making him
weak, feeble-minded, or turning his body into a sluggish
mound of flesh. The Gods of Chaos are also the gods of
chance, and cowrting their favour is nothing if not risky.

CHAOS GIFTS

Muost Gifts of Chaos take the form of physical mutation. For
example, lron Hard Skin might well make the recipient
resistant to damage bue it also covers him with a crust of scaly
iron. The more gifts a creature has the more potentially
disastrous their cumulative effect can be. Extreme mutations
tend to affect the recipient in all kinds of unfortunate ways, If 4
follower acquires too many mutations he passes the point of no
return and becomes a Chaos Spawn.

FOLLOWERS OF CHAOS

Any follower of Chaos can find himself heading towards
spawndom. Even a Chaos Champion who enjoys the favour of
his god is likely to suffer this fate. A champion who does not
earn himself the ultimate reward of dacmonic immortality will
certainly become Spawn unless he dies Arst, Such is the Tol of
the Chaos Champion; he 15 destined [or everlasting diabodic
glory or an ignominious end as o mindless drbbling monster,

The outward appearance of a Chaes Spawn is utterly
unpredictable. They may have several scts of limbs, bizarre
attributes like crab claws, a chitinous carapace, tatlered but
useless wings, cye stalks, a long fexible neck, or g gaping
i [ull f needle-Tike tecth,

Although immensely powerful, Spawn are mindless creatures,
their former intellizence having long since been sacriticed o
their unholy ambition, Many & champion ol greal promise has
ended up as a seething mound of bone and Resh, monsirogsly
distorted and sereaming with insane rage,

CHAOS SPAWN

Chaos Spawn are not covered in the Chaos army list and so are
not normally included in vour initial forces. They are the
result of the warping power of the gifts that the Chaos Gods
bestow on their loyal followers. During the game, a model
may be turned into Chaos Spawn as the result of a Chaos God
turning his attention to the battleficld. This can happen when
wou receive cither the Chaos Spawn or Eve of the Gods cand as
# Chaos Gift, It can also happen il vour champion is visited
with loo many Chaos Gifts, Full rules for Chaos Gifis and
Chaos Spawn can be found in the Warhammer Armies —
Chaos boxed sel.

As well as the above, you may wish o include the following
Chaos Spawn speeial character as part of your Chaos army,

wnas



SCYLA — CHAOS SPAWN

SCYLA, SPAWN OF CHAOS ... 340 points

Your army may include Scyla as a character - in which case
you must appoint another Chaos Champion or Chaos Sorcerer
i be his master {5ee che Special Rules). Scyla may not be the
army’s Creneral.

Onee Sevla Anfinngrim of Norsca enjoved the [avour of his
Chaosz God. At one time Scyvla’s Raiders plagued the northern
coasts of the Empire. His name was held in tereor by the
Kislevite merchants of Erengrad. Many remembered the
daring night raids that left the docklands of the Lynsk an
inferno of destruction. But power of such magnitade has ics
cost, and Seyla paid the highest price for his ambition.

AL first his body swelled with chitinous plates. This gift made
him even more powerful, but it was the beginning of the end
for Seyla. Within the vear his head grew elongste and reptilian
and a heaked tail sprouted from his back. His limbs lost their
clean human shape, becoming long, bairy, and ape-like, Soon
he could no longer grasp his sword and fell upon all fours like
a beast. At last his mind gave up its grip and Scyvls Anlinngrim
was lost into the depths of gibberng abomination — he became:
i Chaos Spawn.

Sovla’s warnior band ook pity on him. Indeed, there were
sorme who revered him in his new shape, and paid him homage
a5 g Hving god, Subseguently, his trusted liewtenant Cne-Eyed
Erlock was chosen as Khorne's champion, and Erlock placed
around Scyla’s malformed head the potent Collar of Khorne.
When Friock lad the warriors to battle he took Scyla with him,
directing the horrific creature like some tamed beast. The
ate fate of Scyla is not recorded, but he was said to have
falton at the Gates of Kislev, the titanic battle which ended the
{Ereat War Against Chaos.

MWSBY § T W 1
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Chaos Gifts: Sevla's profile rellects the effects of most of his
Chaos Gifts, the bizarre shape of his body, unnaturally strong
limbs, tough chitinous body and so forth, He also has the
following additenal abilities,

Iron Hard Skin: Scyla has ron Hard Skin which gives him an
armour saving throw of 44 on a 6. This save is not miodified
by the attacker™s Strength (as other armour is). Where no
armour save is permitted {eg, a cannon shot or stone thrower)
then [ron Hard Skin has no effect.

Collar of Khorne: Scvla wears a Collar of Khorne, 1 he 1s
attacked by a magic weapon and makes a successful armour
saving throw for his Iron Hard Skin, then the magic weapon is
destroyed. If attacked with a magic spell then the spell is
dispelled on the D6 roll of a 44, If dispelled, the spell is
automatically destroyed and the caster sustains 1 wound on the
D6 roll of a 4+, The destroyed spell is removed from your
opponent’s hand and cannot be used for the rest of the game.

SPECIAL RULES

Scyla’s Master: Scyla obeys the will of his master and can be
controlled like any other monster. The Chaos Spawn mules do
not apply whilst Seyla remains under his master's command,
He moves and attacks nomaally, just like & monster incloded in
the army:.

If you include Sevla in your army you must appoint a Chaos
Champien or Chaos Sorcerer as his master. Scyvla deplovs
within 67 of his master at the start of the game, but is free to
move 5 he wants (herealter. Should his master be slain or
leave the table Scyla becomes subject to the rules for Chaos
Spawn as described in Warhammer Armies — Chaos (but note
that he gains no further Chaos Gifts).

Fear: Scyla is & monstrous beast of herrific appearance, Chaos
Spawn cause fear as deseribed in the psyehology section of the
Warhammer rulebook.
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SPACE MARINES

AND SPEEDER

Miniatures designed by Jes Goodwin.

The Space Marine Land Speeder is a lightning fast weapon of war. Crewed by two
Space Marines, the Land Speeder is armed with a heavy flamer and the awesome
multi-melta. Soaring across the deadly battlefields of the
41st Millenium, the Land Speeder destroys the enemy TR AMARINES LARD SHaRtEh ]
with lightning fast attacks and deep strikes behind the
enemy lines.

WARNING! This model containg lead which may be harmiful if chewod or

swallowed, Gaacel Mirdatures are nof recommeanded for children under 14
wears ol age.

These models reguire aasembly. We recommend that the parts are cleaned
and frimmed with a modelling knife before being painted with Citadel paints.

Citackel, the Citadsl castle, Space Maring, Gamea
Workahoo and Waerhammer are ragiatered trademarks of ‘ @
Games Workshop Ltd. Blood Angels, Spaca Wolvas and M
P i | i I ks ol Chsries WorkasHan 5.
CITALEL Utrarmarinas are frademarks of Gamas Workshop Lid mm

A AT L S B Garres Workshop Lid, 1995, All dghts resoreed.
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SPACE MARINE
TERMINATORS

At the forefront of the Space Marines’ assault come the Terminators.
Brushing aside defenders like insects, their attack is like an
unstoppable avalanche of fire and steel.

The First Company of each Chapter is made up from the oldest
and most battle-hardened Space Marines. It 15 the senior and
most respaied company, and 1% members use Terminator
armonr as well as other Space Marine equipment.

TACTICAL DREADNOUGHT ARMOUR

Tactical dreadnought armour or Terminator armour, as it s
more commonly known, 15 withoul doubt the toughest
persenal armour in the galaxy. The armour is massively bulky
and containg a full exo-skeleton arrangement of fbre bundles
and adamantium rods (o support the beavy gauge plastee] and
ceramite plates which form the outer carapace. The Adeptus
Mechanicus has designed a number of particularly devastating
weapons 10 be used in conjunction with Terminator armour
including storm bolters, heavy flamers, assault cannon and the
deadly Cyelone missile launcher. Terminator suils are valuable
and often very old so they are reserved for use by proven
veterans of the highly rained Imperial Space Marine Chapters.

A model wearing Terminator armour his an armour saving
throw of 3 or more, just like power armour. However, because
Terminator armour 1% so massively thick the saving throw is
rolled on 2D rather than 106, The 206 are added 1ogether 1o
get a number between 2 and 12, This means that Terminator
armour can potentially survive a shot from even devastaling
wegpons like lascannon with g -6 save modifier by scoring 2
todal of U or more on 210 {9-6=3, a save!). However, on an
unfucky double | even the puniest shot can still penetrate the
armour through the vulnerable joints or evepieces,

In addition (o its considerable protective value Terminator
armaour is equipped with a number of other devices. It always
includes a targeter which is linked to whichever ranged
weapon 1% carried and a teleport homer to assist in teleport
operations. Extensive communications gear and sensory
apparatus is also fted as standard though this has Tiole direct
bearing on play and is subsumed into the Warhammer $0,000
game rules for convenicnce,

Space Marine Terminators are subject to the same special rules
for Break tests and rapid Fire as other Space Marines.
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SPACE MARINE RAZORBACKS

By Gavin Thorpe

HISTORY

The vasl armouries of the Space Marines contain many types
of vehicles. Some have becn used for thousands of years whilst
others, like the Razorback, have only recently been
rediscoverad, Based on a Standard Template Construce found
by Chicf Artisan Tilvius, the Razorback is o heavily armed
varignl of the Rhing troop transpor,

BATTLE TACTICS
Space Maripes often use a Squadron of Rasorbacks ta provide
close support for their troops as they advance under fire, With
their mixture of troop carrying ability and concentrated
firepower they are alse able (o help re-deploy the Space
Marines even if they have lost seme of their Rhinos.

Oceasionally 4 Spave Marine detachment has all three of s
Rhinos replaced with a Razorhack transport detachment,
giving them greater firepower and allowing them to deliver a
hard sirike to the coemy.

The Razorback has one attack dice tor its lascannon and one
attack dice for its plasma guns, However, the Razorback
cannob spread its attacks between targels like most vehicles as
the lascannon and plasma guns are linked o fire in the same
dircotion, Both weapons must be lired af the same targel, soil
the plasma guns are out of range they miss antomatically —
thex may not be fired at a different target.

With a large weapon system taking up much of its hull, the
Razorback does not have the [ull transport capacity of a Rhino
and can only carry one troop stand.

Troop Type Maove | Saving | CAF | Weapons Hange | Attack Raoll Target’s | Notes
Throw Dice 1o Hit | Save Mod.
Razorback 25cm d+ =4} Plasma {iuns Shem 1 54 -1 Cannot divide fire,
Lascaneon Tacm | 5+ =] Carrics one stand

Razorbacks lead an fmpecial atteck against an €k force in the shadow af o nearly completed Mega-Crargant.
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SPACE MARINE RAZORBACK ARMY CARDS

Teor assemble, first cut out the three army cards, luking care 1o keep the front and back of each one together. Fold each one in half
along the dotted line. Spread a thin layer of glue across the hack of the card and press the two halves firmly together. I you want 1o
make your army cands a little more hard wearing, it's a good idea to insert a thin layer of candboand (dereal packet is ideall between
the two halves before you glue them logether,

RAZORBACK

TRANSPORT DETACHMENT

The Razcrback transport detachment card allows you 1o
replace the Rhinos of ene Space Marine detachiment with
Razarbicks, They becoane the detschment’s transport vehicles
e are copsidered part of the detachrent for all purposes.

REEAK POINT +3: Replacing a detachments Ehinos with a
Razorhack transport dedachment increases its break poioe by
+3, Il the Space Marine detachment is part of o company it
incrcases the whole company’s break point by -3,

MOMALE VALUE 2 Space Marines have & movale vahae of 2, They
wraasd el 2 o pnone on & TG ec pass thicie mocale chock.

VICTORY POINTS +2
The Razorback transport detachment adds +2 o the WPy
awarded 1o your opponent when the Spuce Murine detachment!
company is broken.

SPECIAL CARD

RAZORBACK
TRANSPORT DETACHMENT

A Space Marine Rarzorback transport detnchment
consists of & Razorbacks,

POINTS VALUE 200

SPACE MARINE

RAZORBACK SQUADRON

A Rarorback Sguadron that carries troops becomes their
transpedt vehicles and st stay within Sem of them for the
remainder of the batle,

BREAK POINT 2: The unit ix hroken gnce i has losr 2
machizls, Cice the unit is beoken it mast take a morale check
MOBRALE VALUE 2t Spoce Marines huve w morale vadue of
2. They must roll 2 or mese on o D6 o pass thear momle check.

VICTORY POINTS 2

Your opponent gaing 2 WP when the unit is beoken

SPACE MARINE
RAZORBACK SQUADRON

A Space Marine Razorback Sguoadron consists of 3
Rarorhacks,

POINTS VALUE 150

SPACE MARINE
RAZORBACK SQUADRON

A Razorback Sguadron that carries itToops becomes their
transport vehicles und must sty within Bem ol them for the
reminder of 1he hatile.

BREAK POINT 2: The unit is broken once it hos lost 2
miodels. Once the unit is broken it must tuke 0 morale check,
MORALE YALUL 2: Space Marines have a morale value of
2 They moust il 2 ar eiwre on s D06 to pass their morale check.

VICTORY POINTS 2
Your opponent gains 2 WPs when the unil is broken

SPACE MARINE

RAZORBACK SQUADRON

A Space Marine Razorback Squadron consisis of 3
Buzorbacks.

POINTS VALUE 150

B Copyright Gomeys Workshop Lid, 7995 ANl righis reserved.
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A GATHERING OF MIGHT

By Jervis Johnson and Robin Dews

For this month’s battle report, we decided to show you something a little
different and so we got together eight players and over twenty five
thousand points worth of troops for an absolutely massive game...
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JERVIS® INTRODUCTION

Jervis: Most games of Warhammer are two player games
between two armics with an equal points value. This has been
reflected in the Warhammer battle reports we've pullished in
the past, almost all of which have been two player zames
berwesn armies of about 3,000 points, Every now and then,
however, we like to play something a bit different at the
Studio, So, instead of only two players, we'll gather a group of
si% or eight gamers tgether, and play in two teams, And
instead of choosing the armies carefully vsing the army lists,
w1l simply pick a race or two for cach side — and then wse
every single model we can lay our hands on in the battle!

This battle report 15 about just such a battle that we foughe
recently using the Studio’™s Bmpire and Wood EIL armies on
one side, and our Ores, Gobling and Chaos Dwarfs on the
ather, The sccompanying photographs give some idea of the
sheer size of the armies, and although we don'f know exactly
how many points cach army came to, we estimate that there
was g grand tolal of aboul 23,000 points worth of troops
involved in the game all together!

The Empire forces were commanded by a four-player "“While
Drwvarf” team consisting of Robin Dews, Adrian Wood, Jake
Thornton and Mike MoVey, The forces of evil were
commanded b myselt, Migel Stllman, Gavin Thorpe and Tan
Fickstock., We used 2 number of special rules in the game, all

A GATHERIENG OF MIGHT

¥,

of which are descnbed below, The purpose of these rules was
o ensure the maximarm amourl of Chaos and confusion, and o
stop the teams of players from acting in too co-ordinated a
[ashion. As the battle report will make clear, they worked
almost too well!

THE CHAIN OF COMMAND

When we play multi-plaver games of this tvpe we normally
chonse one player in each team (0 be the supreme commander,
This person is in overall charge of the entire army and gets o
boss the other plavers about and tell them what 1o do. For our
same, Robin tok overall command of the Empire and Wood
Elf army, while I took control of the Ore, Goblin and Chaos
Drwar! Force,

Apart from deciding when and where 1o commit his rescrves
(mare of which below), the supreme commander 1sn’t allowed
to move any of the models that are on the table. Instead, the
task of moving and fighting with the units on the table is left to
the other players in the team. Fach of these sub-commanders is
given a part of the army to control, and is allowed to make all
of the decisions (and roll all of the dice!) for the moeops under
their commanc.

THE FOG OF WAR

Standing side by side with your fellow generals while towering
figh above the wargames table, 1t's all oo easy o chat about
what you plan to do in your next turn without giving any
thought to how difficult this would be 1o do amongst the
confusion of a large battle. In reality the separate commanders
could only talk directly if they were close enough to be able to
hear cach other (8 rare circemstance amongst the noise and
chaas of a large hartle). Most of the time they would have 1o
rely on hastily written notes carried by messengers o their
fellow commanders,

WIMS
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To represent these factors we decided that each player had w
choose & character model 1o represent themselves in the game,
and that they could only discuss strategy and tactics with a
fellow commander if their twe models were in base-lo-base
contact. At other times, players on the same side were only
allewed o communicate by written notes, which represented
communications moving up and dewn the chain of command.

In addition to-only being allowed to communicats by note, we
decided that each player had (o secrefly write down their
charge declarations, and could only reveal them onee everyone
had finished writing. This simple rule stopped players co-
ordinating their attacks too closely, and someiimes resulted in
charges being declared by one or more units against a single
apponenl, with the result that the twe attackers ended up
getting in cach other’s way! Five minytes were allowed at the
starl of each lurn For players to write any messages and note
dewen their charge declarations,

5

MAGIC

In large multi-player games iUy very easy Tor magic to either
play no part at all in the battle ar o completely dominate it,
and 5o we ook a number of steps to make sure this wouldn't
happen in our game. We've leant [rom experience that with the
large number of wizards that take part in a typical large battle,
ralling two dice for the Winds of Magic simply doesn’t work,
Instead we rolled 4D6 For the Winds ol Magic, so that there
woull be just enough power to allow all of the players in the
game to try and cast a spell cach trm. but not so much that
spells could deminate the game,

The cards gencrated by the Winds of Magic dice roll were
deall out to the supreme commanders, who then passed out the
cards they received as cqually as possible 1o their army
gencrals, Sub-commanders were allowed to swop cards
between themselves if they wished, which led to a certain
ameunt of good-natured bartering during each magic phase as
the players tried o gather the power they need to cast a spell,
or pleaded for a dispel card to stop one of their units being
annihilated!

Mormally in the magic phase the players take it in turn Lo cast
spells, This works fine in a two player game, but can get very
confusing in a multi-player game. In order to keep everything
nice and orderly, we decided that i1 was up Lo each supreme
commander o choose which of his sub-commanders was
allowed o cast the next spell. 'The supreme commander wheose
side’s turn it was got 1o make the lirst choice, then the
opposing general was allowed to nominate a player from his
zide. and so on until all of the magic cards hid been used up.
This system worked exiremely well, and proved highly
entertaining for the numerous spectators who came W walch
the zame and who were trealed 1o the spectacle of each sides
sub-commanders jumping up and down yelling “Me next! Me!
Me" when it came to casting spells!

e

Omne final point on magic items, As we weren't really keeping
track of the points cost of both armies, we simply allocated 250
points to cach sub-commander with which to purchase magic
tems for their characters.

THE RESERVES

(Mten the biggest problem for a commander in a very large
battle 1s how he can physically it all his troops into his
deployment zone. In order to get round this problem, and 1o
aive the supreme commanders something 1o do other than boss
their sub-commanders around, we decided to allow each
supreme commander to keep a portion of his army ofl the table
in reserve. We didn't place any limits on the number of troops
that could be held back, preferring to leave it to each of the
supreme eommanders to choose for themselves.

Starting with their sceond turn, the supreme commanders were
allowed 1o commit troops from their reserve to the table, They
did this by placing the front rank of the unil on the 1able edge,
at any point they liked within their deployment zone (We
decided only the front rank should he deployed to stop players
forming units in long columns that could stretch deep on to the
table, greatly increasing the distance the unit could move on
the first tern! ). Command of the newly committed unil was
handed over to one of the side’s sub-commanders, usually the
nearest to the unil, whe was allowed to move, charge and fight
with the unit normally on the tarn the unit was deployed, Units
could even be deploved straight into hand-to-hand combar if
the supreme commander wished, but if this was done then the
unil had o pass any fear or terror tests st the appropriate time
during the turn,

This batile was the first time we had used the reserves rule, and
1 was keen to see how it worked out. T wanted the troops that
were held in reserve 1o be osed w plug gaps in the line caused
by friendly units that had broken and fled. | also wanted them
tcr be able to launch counter-attacks against enemy units that
had broken through the front-line, and to be available to
reinforce successful attacks made by troops from their own
side once the first wave of atlackers had been worn down, On
the other hand, 1 was worried that this mle might bave made
the reserves so flexible that they would be able (o react rather
too quickly to any enery moves, Only time would tell if the
new rule would work in practice..

OTHER NOTES
Rather than play to a set number of turns, we decided o use a
time limit for the game. This tends 10 be the best way o play
multi-player games, where the amount of organisation needed
to get several players together means that you don’t want o
finish the game carly because you have played to the twrn limit
quickly, and can't leave the game set up if vou don't finish in
the time that is available, It makes far more sense simply o say
something like “Everyvone turn up at my place at ten in the
morning, and we’ll play until cight.” Once the me limil runs
out it is a simple matter to count up viclory points and see
which side has won the batle, This is pretty much how we ran
our game, except that instead of playing the game all in one
day, it was fought over the course of fwo days to give us plenty
of tirme W make notes and take photographs.

O final point, due 1o the hoge size of this battle we decided
it o show each individual unit on the maps. This gave a far
better impression of the ebb and Now of the combat and makes
it much casier o see what is going on. The only exception Lo
this is on the deployment map where each unil is shown,
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A GATHERING OF MIGHT

The next step was to devize a batile plan. Looking at the table
it was immediately obvious to gs that the nver would divide
the table into two separate battletields, 2 smaller batclefield
consisting ol about one third of the length of the table, and a
larger battlefield consisting of the other two thirds, This meant
that the contngent going onto the smaller hattlefield would be
pretty much isolated from the rest of the amiy, so we guickly
decided thar it thould be Gavin's Goblins that set up in this
arca. We were cerlain that if the Empire army decided to make
a strong attack on this side of the river, they would get
disorganised trying to aveid our Goblin Fanatics, and then
bogpged down fighting the extwremely large Goblin units in
Gav's contingent. On che other hand, if the Empire decided not
to launch 4 strong attack here, then Gavin's force included
enoueh powerful units o launch anattack of his own,

With the Gablins covering the smaller sector of the battlefeld,
it was up to Nigel's Chaos Dwearls and Tan's Ores to cover the
rest, We decided that the Chaos Davarts would po in the centre,
between the hill in the middle of our deployment zone and the
river. This meant they could sel up their powerful artiflery on
the high ground, where it would have a clear line of sight
across the entire battlefield, and they could also anchor the
other end of their line on the river and make it difficult for any
Tast moving Empire troops to get behind them. Tan's Ores
wonld set up on the left flank o cover the remaining third of
the batilefield, with their Rock Lobber and Bole Thrower also
sed up on the central hill,

With our deployment zones decided, all that was left was to
come up with a battle plan and then deploy our army, This was
guite easy Tor Gavin’s Gobling: if they were faced by a
povwerful force they should defend and iy 10 hold the attackers
up for as long as possible. In any other circumsrances they
should launch an attack. Deciding on a plan for the Chaos
Dwarfs and Ores was more difficult, as we really. necded o
make surc that we launched o co-ordinatesd atack with the two
lorces. Experience of mult-player games has taught me that
what tends to happen is for cach player to fight the hatle
separately, paying lintle attention to what is happening on the
other sectors of the battlefield,

I decided that the best way to stop this happening with Nigel
and [an's troops, was o order both ol them 1o attack the gap or
“hings’ between the two contingents that would be facing them
on the ather side of the table. By making sure (hat Nigel and
Tan were both attacking the same point 1 hoped that the Ores

and Chaos Dwarfs would work together more closely than is
normally the ease with contingents led by different
commanders. This simple strategy is shown more clearly on
the map below.

In order facilitate the attack on the ‘hinge’ by the Chaos
Drwearfs and Ores, 1 ordered Nigel to place his Bull Centaurs on
the left flank of his contingent, while Tan was 1o place his
Savage Ore Bowbosr and Black Ores on his right flank where
they would be adjacent to Nigel's Bull Centawrs. These three
units were the most powerful atacking force in our army, and
by using them all together in this way 1 hoped that they would
he able to launch a powerful and, more importantly, well co-
ordinated attack.

Apart from telling Nigel and Tan where (o place the Bull
Centaurs, Boarboye and Black Ores, | left the vest of the
decisions about how to deploy up to my sub-commanders,
Turning my attention to what was likely 1o be facing us, the
only thing that really worried me was that Robin might decide
i mass his Kaoights, War Wagons and Steam Tanks all
together into one unstoppable atlacking loree, 1 therelfore made
sure that each of my sub-commanders knew that if chis was the
case then they should concentrate the fire of their arillery on
the masscd War Wagons and Steam Tanks first, and then turn
their atfentions o the Knights once the war engines had been
disahled. If these dangerous and extremely powerlul unics
were mit massed logether, as 1 fervently hoped would be the
case, then they could shoot their artillery ar whatever they Tell
like! With that, all thal remained was 1o see how the Empire
and Wood EIF army had actaally deployed...

Empire




WHITE DWARF RISES TO THE
CHALLENGE!

Robin: Well Jervis and the Games Developers had issned the
challenge and we were duty bound to rise to it, Before we
started to develop a plan, there were o few minor problems an
our side. The First of these was that Adrian, although a
renowned Ork commander in Warkarmmer 40,000, had never
plaved Warhammer in his lile! As a consequence, we decided
that the nearest appeoximation to a Warhammer 40,000 troop
type were the lmperial Cannons, Volley Guns and Steam tanks
and 5o he was sent OfT (o the Imperial Artillery School in Muln
[or g crash course in guessing ranges.

Mike also hadn't given his Wood EIf army an outing for six
months or more 4% he's been involved in g whole new range of
painting and modelling projeces. This meant that our force
would be playing with two relatively incxperienced players,
against four full-time game developers, twoe of whom were
currently writing Warhammer Armies books!

Thal being said, because we'd decided to include all of the
micwdels in our figure cabinet in the armies, we would be able o
fight with a massive Bmpire army, including all of the Imperial
cavalry, As those of you who saw his “Charge” article in last
month’s White Drwarf will remember, Jake 35 a skilled cavalry
commander and we were sure that we could put the green
horde 1o flight

THE EMPIRE PLAN

Adier we'd sal down with Tervis and the games developers and
he’d explained all of the special rules we'd be using for this
battle, we drew a quick sketch map of the baitlefield and went
off to another room 1o see if we could come up with a plan.

Parl of the Tun of this game would be the special command and
control rule which would only allow vs to talk (o each other if
our character models were in base o base contact. Otherwise
we could only communicate by written notes which we could
pass oo each other before the starl of each wrn, All this meant
that we had to come up with a coberent (and simple!) plan
hefre the start of the game which we could all stick o,

I appointed Jake as the main tabletop general, as he was
definirely our most experienee] Warhammer player. He would
be able (o keep a close eye on the enemy and watch out for any
threats as they developed, I therefore gave Jake the cenire,

A GATHERING QF MIGHT

with Mike and Adrian placed on the right and left flanks of our
battleling, There was a very simple reason for this placement.
When you play against a table edge, one of vour [Manks is
automatically covered. By placing Jake in the centre, the
Tanks of both Mike and Adrian’s armies would be covered
either by a table edge or by Jake's army and they would be able
to concentrate all of their lrepower and attacks on the
advancing Ore, Goblin and Chaos Dhward hordes,

The second major decision we made at the planning stage, was
not to advanee too far across the abletop. This was a strategy
not without risk, but we thought that the “reserve rule” that
lervis had come up with would actually work 1o our advantage.
IF we were Lo stay put on our side of the table we could use all
of the Imperial guns and other missile troops and spells 1o
reduce the ranks of the enemy as they trudged across the table
e el inte glose combat. By refusing o move, we would get
three or four mens of firing before we had to close with the
cnemy. The additional bonus for us would be that by forcing
them to advance towards us, the Ore army would get very
serung out and only be able te attack in a piecemen] fashion,

(The second good reason for this plan is that when vou have a
gamer in your army who's never plaved before, 1t's far casier
tosay “Stand here and shoot!” rather than gel involved ina
complex series of manoeuyres.)

Onee the enemy had reached a position from which they could
charge us, we could launch a pre-emplive sirike with our heavy
cavilry which would rout the traops immediately in front of
our fine and send a shockwave of panic tests through the rest of
the army! At the start of the game therefore, the only cavalry
wi would deploy on the table would be the Kislev Horse
Archers and the Imperial Pistoliers who could move quickly
forward to draw oul any Fanalics concealad in the Night
Goblin regiments and (if they survived !} continue to harass the
enemy with arrows and pistol lire, By drawing out any
Funatics early in the game, the Horse Archers would also
create an additional blockage 1o the Gobling” advance. Ttis a
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THE ORC, GOBLIN AND CHAOS DWARF HOST

1} 2 Goblin Doom Divers 6} 4 Squig Hunter teams and 10¥ Grom the Paunch
2} 16 Goblin Netters and Clubbers 7 Squigs 11} 6 Goblin Squig Hoppers
31 20 Forest Goblins with Shaman 7} 6 Stone Trolls 12} 6 Gaoblin Spider Riders
4 47 Goblins 8} Spotling Pump Wagon 13) Hippozxriff
5143 Night Coblin Archers with ) 48 Nizht Goblins with 14) 14 Hobgoblin Archers

% Haatics 3 Fanatics 15) 5 Hobgoblin Wolf Riders

"‘:-a./ o

1}Bnpﬁn:ﬂﬁmpl©mﬁ- . e <w

2} 18 Halfling Archers
3) 12 Stirland Bowmer =~ : i -
46 Kislev Horse zir%f's;_« 16) Hero riding a Pegasus
$) 32 Imperial Hatherdicrs g'l«mghtwmmammmym
6120 Crossbowmen
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16) 24 Chaos DwarT Blunderbnsses
17} 20 Hobgoblin Sneaky Gits

18} Bull Tauras

19} 18 Chaos Dwarf Warriors

200 Morglum Necksnapper

21} § Chaos Dwarf Bull Centaurs
22} Hobgoblin Bolt Thrower

23y Chaos Dwarf Death Rocket
24) Farthshaker Cannon

254 8 Ore Crossbows

260 7 Savage Ork Boarboyz
27y Ore Rock Lobber

28 Ore Bolt Thrower

29, 26 Black Ores

3 Giant

1) Gorbad Ironclaw

323 22 Savage Ores

33 Lammasu

34) 16 Ore Arrer Boyz

35} Ore Shaman on & War Wyvern
36} 24 Orc Arrer Boyz

371 5 Opres

34)6 Kisles Horse Archers

35 Wood BIf Chaciot

 36) 18 Woud EIf Spearmen
37) 10 Wond EIf Wardanc

. Wrean
n 4010 Wood FIF Scouts
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Sguig Hoppery and Fanarics.

Kisiev Horye Archers
draw owt  the CGoblin |
Bl Fanarics, but one unir (s |
cighl cnd destroved,

EMPIRE ALLIANCE TURN 1

Robin: With a rousing cheer. the Empire commander ordered
the army forward, On the len Aank, the Halfling archers
moved off in column to take up a position on the hill directly
beside them. From here they would be able to pour down fine
on he advancing Gobbos.

Spurring forward their mounts, the Kislevite Horse Archers,
who were screening the Empire army. galloped forward
towards the enemy. As they neared the Might Goblin regiments
on the left flank, six Fanatics emerged. In a blaze of whirling
Geath, one of the Kislevite regiments was wiped ol 1o a man
and the second failed its panic test and turned tail and ran.
Although bloody, this is the very best way to use light cavalry
when faced with Night Goblin regiments. These green
dervishes are so deadly that it's always best to pull thern out as
early in the hattle as possible. This side of the Ting was well
supported with archers and a crosshow regiment, so if they
came too close to our lines we could casily pick them off,
Although Gavin could push them in our direction on the fum in

Wisa

The CGrablin regiments move
| farward bhehind a screen of B

|:fnthe centre; the |
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The Hippogreiff breaks |
a wnit of Kisley Horse |
Archiers, :

Turn T — The end of the Orc s combat plase.

Left — The Empire make fheir {Trst feem soves,

which he firsl released them, on every subsequent ten
they would move in 2 random direction and thus
present a real hazard to his own advance.

In the centre of the batclefield, the third Kistevite
regiment and a unit of Pistoliers moved in front of our
troops to take up positions near the village. On the
right, the Wood EIf Chariot and Mage moved forward,
again concealed from harm behind a screen of Kisley
Horse Archers.

The movement phase was over and the armiy readied
itsell to fire, Om the left, Guanery Commander Wonod,
checked the range towards the Snotling Pump Wagon
and touched his match to the ereal cannoen’s powder hole, With
a deafenming roar, the artillery piece exploded, killing the crew
and shewering the surrounding troops with wood and metal!
For his first shot of the game, Adrian had rolled a misfine
follorwed by o one! As the smoke cleared, the only sound that
could be heard was the loud guffawing from the Ore
commanders, First blood 1o the greensking!

The remainder of the bowfire was largely ineffective with the
exception of the Wood EIf Archers who killed four of the
Savage Ores and the Wood EIf General who caused two
wounds on the Giant with the Sow of Loren, Over on Mike's
flank, be also aimed his great cannon towards the large unit of
Savage Ores in front of the Lammasu, The massile ew over
their heads (o strike the Chaos Dwart beast, but in an outbreak
of bad luck Mike rolled a one and failed to cause a single
wound on the creature. Little did we know that this was merely
a portent of things to come.

The magic phase brought fourtcen cards, shared between the
two armics, With the exception of the Horm of Andor, which
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allowed the flesing Kislevites 1o automatically rally, most of
the spells were blocked by the use of dispels until the Empire
played Draie Magic (o end the tum.

O the whole T wasn't too unhappy with the way things had

gone. We'd pulled out all of the Fanatics on Adrian's side of
the table and Mike's troops had moved forward on his flank.

Fiot
Regiment

A GATHERING OF MIGHT

We were now in a position to deploy the Sieam Tanks next
taen in positions from where they conld enfilade the
advancing Ore and Chaos Dwarl army. Ii's not in my namre @
Play a waiting game. but it was early days yer.

ORC HOST TURN 1

Jervis: Apart [rom the Kisley Horse Archers drawing oot all
of our Goblin Fanatics on our righe flank, and the sppearance
of the Wood EM Scouts in the woods on onr lefi; | was
extremely pleased with the situation al the end of the Empire’s
first twrn. The fact that the Empire’s most powerdinl units were
being held in reserve meant that we could ignore them (for the
time being, at least) and carry on with our plan of attack.

It was too early vet to commit very many of our reserves, but [
did decide to bring on a Hobgoblin Wolf Rider régiment
behind the Ogres on our left Jank. A quickly writzen note
explained to lan that the Woll Riders were his 1o command
(even thought they had originally been part of the Chaos
Drwart army ), and that T wanted him to vse them o work roand
the wooed and try to attack the Wood EIF spearmen and
Wardaneers in the Oank.

As dictated by our plan, the entire Ore, Goblin and Chaos
Dwarl battleline rumbled forward, remarkably untroubled by
any hint of animosity. Both Gavin and Nigel ordered charges
on the Kisley Horse Archers near the village, Gavin with his
Hippogrift and Migel with his Woll Riders. The Horse
Archers passed their terror test for being charged by the
Hippuogrill and bravely decided 1o stand and fire, killing two
of the Wolf Riders with a well aimed volley of arrows, To wdd
insult (o injury the Wolf Riders turned out to not be within
charge range of the Kisley Horse Archers, and so their charge
failed to hit home.

The Hippogritt, on the other hand, was just in range. His
charge casily broke the lightly armed Horse Archers, who

Turn 1 — On the feft flank the Kislev Horse Archers pallop forward o draw o the Night Goblin Fanarics.

WikEa
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were caughtl and destroved as they tried w flee over the bridge.
The sight of the Kislev roul gaused the small unit of
Crosshowmen nexd o the Yolley Gun to panic and flec off the
nearby table edge. (Their close proximity io the edge of the
table was to prove a problem for the Empire and Wood EIE
armies throughout the battle, hecause it meant that any roops
who broke almost inevitably disappeared T the table edge
never o retarn !y

Meanwhile on our extreme lef, the Ogres tried to charge the
Wood EIF Scowts in the woods, The Scouts decided thart
diseretion was the better part of valour, and fled rather than be
almost certainly ripped apart in hand-to-hand combat against
the Ogres. Forlunately for them Mike rolled a low number on
the dice, and they didn't flee off the edge of the table as the
Crossbowmen had. On the other hand, if they failed (o rally
the start of the next tarn then they would almost certainly be
loat for good.

Tlie rest of the turn was remarkably uneventful. Cur shooting
proved fairly inelfective, although a Doom Diver did munage
e kil ene of the horses pulling the Grand Theogonist's War
Altar, while a Chaos Dwarl Death Rocket smashed into 4 unil
of Empire Archers killing six of them! Magic proved equally
unspectacular, with the sole exception of the Pipes of Doom.
The pipes are s new magic item from the forth-coming Arcane
Magic supplement and they cast & spell which causes DG
strenath 4 hits on & mounted uoit or model within 18" of the
piper. The pipes were held by the champion of our Black Ore
regiment, who used them with devastating elfect on the Kislev
regiment standing in front of the Wood EIf Chariot, completely
wiping the unit out and ending our tum on s suitably high note!

Chres, Goblins and Chaos Dwarts:
6 Victory Points

Empire and Wood Elves:
0 Victory Points
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EMPIRE ALLIANCE TURN 2

Rohin: Well they were on the move and it was up to us o
damage them. The main problem [ had to deal with was the
presence of the Hippogriff behind our line, This altered my
plan somewhat, as T had intended to bring on the Steam Tank
to start shooting through the village and across the front of the
advancing hordes. As it was, T placed the model on the table
and wrobe # note o Adrian asking him to ke control and use
it to kill the Hippogrift. [ also decided 1o keep the second one
in reserve.

My other problem on this flank were the two Doom Divers
placed on the hill to the rear of the Goblin army, They had
already reduced the Grand Theogonist to a half move by
killing & horse, and could easily wipe out the cannon, Steam
Tank or a whole lot more with their 510 hit and D6 wounds. 1
therefore decided to send my own model of Karl Frane (lying
high on Deathelaw so that [ could swoeop down on the bat
winged loonies next turn. Unfortunately this meant that as 1
was no longer in base 1o base contact with Adrian’s character
medel T eould oo longer advise him on strategy or help him to
chiose targets for the artillery,

Across the rest of the table, Mike's Scouts managed (o rally
and the Chariot and Mage declared o charge against the Savage
Orc Bowmen directly in front of them: At the same time, the
Wood EIf General jeined Karl Franz and the two Pegasus
riders by taking to the air and swooping above the bartlefield.

Adrian rolled for the Steam Tank declaring four steam poinls
so that he could move forward, turn and shoot at the
Hippogriff, but when he rolled o check the pressure in the
hoiler he threw a 6! Bolling to see what further misforiune had
cwverlaken him, he found that it merely faled to move!

Again the shooting was largely ineffective due to a
combination of long range and poor dice rolls. A cannon ball
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Turn 2 — The position ar the end of the second
magic phase.

Right - The Empive reinforce their cenvre
witile the Perrv twiny ook on,

Lo throwgh the Goblin Netters killing three of
them but the same shot merely bounced oft the
Doom Daver catapull with another rell of 1!
Oxeher than that, a Snotling was shot off the
Pump Wagon, and Mike managed to kill one
of the advancing Bull Centaurs,

It was now time for our close combat, As they
charged forward, the Wood EIf Chariot and
Muge were peppered with a hail of srmows which killed one of
the Chariot’s horses, but 11l it crashed home. In the ensning
battle, the scythed wheels tore through the hapless Ores killing
Fve of them and the Unicorn impaled two more, Unable (o
fight hack, the Orcs mrned and fled and were overrun by the
triumphant Elves

The sight of the Chariot overwhelming their comrades causcd
a wave of panic o spread through the Ore Tank, and the
Savage Orcs, Giant and Hobgoblin Wolf Riders all turned tail
and fled! Unfortunately, the Elves werne now stranded deep in
engmy territory and were Tefl looking very valnerable,

Apgain the magic phase was largely uneventfol with most spells
heing either out of range or dispelled.

ORC HOST TURN 2

Jervis: The destruction of our Savage Ore Archers Tollowed
by the panic of the Giant, Savage Ore Boye and Hobgoblin
Wolf Riders had left our left flank looking decidedly weak.
Fortunately, our advance on the frst tern meant none of the
panicking troops fled off the table, and in our rally phase hoth
the Giant and the Savage Ore Boyz rallied. Unfortunately, the

The charge of the Wood EIf
charior and Mare wipes out a
regiment of Ores, and causes
attier anits to paetic and fee,

A wnir of Skeleton Warriors
15 Fuised from the deoad by
an {hre Shaman!
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o fresh Chaos. Diwarf
iroaps enter the boaitle:

The War Wyvern
aweernps in and kills B
the Hot-por crev..

Hobgoblin Wolf Riders kept on running - the gits! - and
disappeared off the tahle edge.

T shore up our lett flank | decided o deploy the regiment of
Chaos Drwarf Blunderbuss in front of the chariot - T eould just
imagine the look of sudden horror on the faces of the
charioteers as they burst through the Savage Ores only to find
their way blocked by a unit of Chaos Dwarf Blunderbuss who
were loaded and ready to Tire! 1 also brought on the COre
Shaman I'd held in reserve on our left flank, so that Tan could
send Torward the Shaman mounted on the War Wyvern and
use the newly arrived Shaman to cast spells.

Meanwhile along the rest of the front the advance continued.
The Hippogriff carried on his rampage, charging an Empire
Volley Gun whose crew promptly fled off the edge of the
table. Gavin's Squig Hunters launched a charge against the
Kislev Horse Archers that were slowing down the Gobling
adwvance, but the Kislev Horse Archers fled rather than face the
fury of the ferocious Squigs that were hurtling towards them.
Back vn our lefi, the Ore Shaman on the Wyvern charged the
Halfling Horo Pot crew, who did their best to ran away but
where urable to outdistance the Shaman’s Wyvern and werns
cul dawn as they man.

W1
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Karl Franz swoops upon the
B Doom Dhvers aid ien causes 8
8 nearky anir o flee inferror,

| The Hippogeiffis Rilled by the
Kniphrs of the White Walf
| wha clzrge from reserve.

In the shooting phase the Chaos Dhwarl Blunderbuss that had
been deploved as reserves at the start of the turn were able (o
fire. {Seting up reserves on the edge of the table didn't count
as a move, which would mean that they would be allowed to
shoot that turn.) The volley killed two of the remaining thres
horses on the Chariot. one of the crewmen, and the Wood EIf
army standard bearer whe was in the Chariot as well. This
pretly much destroyed the Chariot as a fighting unit, only
leaving the rather wesk Wood EIf wirard to deal with.
Unfortunately, most of the rest of our shooting was less
effective, with the exception of the Chacs Dwarl”s Earthshaker
Cannon which managed (o land one of its huge rounds just
behind the Knights Panther. The explosion immobilised the
Knights Panther and several other units that were nearby for
the next Empire turn,

In the Magic Phase, the Empire's Grand Theogonist was able
Lo inflaer tewo wounds on the Hippoegrilf with a Blaest spell. The
newly arrived Ore Shaman reveated that he was equipped with
the Book af Ashur, which be used to cast the Necromantic spell
Raive The Dead, creating seven Skeleton Warriors near the
Wood EIf spearmen and Wardancers. The Magic Phase was
rounded off by one Gavin's Goblin Heroes firing off the Sky
Arrew of Naloer. This is another new magic iiem from Arcane
Magic. Tt can be wsed once per battle to attack a single model

that is flying high. If 4 hit is scored then the Sky Arrow aof

Neloer canses D6 sirength 10 hits on the arget (ouch!). Gavin
chiose Karl Franz as his target, hit him, and inflicted three
wounds on Karl Franz's Griffon and a single wound on the
great man himsell! Afler a temporary reverse on the Empire’s
second turn the tide was starting to e back in our favour,

Orcs, Goblins and Chaos Dwarfs:
7 Victory Points
Empire and Wood Elves:
3 Victory Points
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EMPIRE ALLIANCE TURN 3

Robin: Curses! Curses! A pox upon the Wood Elves and their
impetuousness! The plan was for os to stand and light, bat now
the right flank was scattered. Stll the damage had been donc
and Mike had no choice but to press home the attack and see if
he could canse any more bloodshed before his Chariot and
Mage were overwhelmed,

Om the lefi-hand side, Adrian’s character model - the Blector
count of Ostland - fled the battlefield in terror at the sight of
the Hippogriff! This meant that we would no longer be
allowed o discoss strategy with him and so for the rest ol the
aame Adrian would be plaving on his own! Forunately, the
remainder of the left Mank passed their tests, and so I placed o
simall wnit of White Wolves on the edge of the wble, ready to
charge in and deal with the beast,

At the start of the previous turn, Mike had passed me a note
requesting the Wood EIf Knights and so they were also
positioned ready to dttack the War Wyvern.

[t was now time o declare charges, and so according o plan,
our Myers swooped down apon the enemy artillery positioned
o the crest of the hill, With a desperate lack of co-ordination,
Mike's General and one of Jake's Pegasus riders both attacked
the Harchshaker Cannon and so the Ore artillery was left
untouched! On the left, both of the Goblin Doom Divers {lad
off the table in terror as Karl Franz landed in front of them.

Eloody but unbowed. the Wood EIf Champion coaxed his
remaining horse forward in an attempt to drive the damaged
Chariot into the malevolent Chaos Dwarfs arrayed in front of
him. With a dealening crash, they unleashed another volley of
whirring shrapnel and the Chariot and horse were torn 1o
pieces. Somchow the Champion survived this bloody
onslaught and with grim determination he drew his blade ready
ter sell his life dearlv.
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Turn 3 - The erd af the Ove combalt phase and the Tmperial
renive v froken.

In the shooting phase, a cannon ball from Mike killed three of
the Black Orcs who were advancing towards him. Firing [rom
across the river, Adrian perfectly placed another missile in the
flank of the Bull Centaurs and killed two of these deadly
cavalry, Bouncing through their ranks, the same shod also
struck the Lammasy, bul again we rolled a one and failed to
cause any wounds? Gnashing his teeth in frustration, Adrian

A GATHERING OF MIGHT

aimed his second Greal Cannon towards Grom himself bu
only managed to damage the Goblin General’s charol, Aware
of the impending altack. Jake also concentrated his fire on the
Bull Centaurs, but despite letting 11y with all nine barrels, the
Hellblaster misfired on its second shot and only killed one of
the creatures,

As the canncnade died down, arrows and crosshow bolos were
loosed against the enemy and Four more Black Ores were cut
down, Tegether with the losses from the cannon, this foreed &
panic 1est on the evil creatures, but they easily passed it. The
remaining bow fire was largely ineffective against the massed
ranks of Ores and Goblins, but Niblit — Grom’s standard
bearer was shot freen the chariot which caused us all to cheer!

In the combal phase, the Wood EIf Knights passed their rest
and pressed home their charge against the War Wyvern and
attacked the beast in the flank. The contest was close and
bloody but Miks won the combat by one. lan failed his break
test and picked up three dice W see how Tar he would fec. ..
three |'s came up... and three inches he fled! The Wyvern
was destroyed and only the shouts of “Keep down the noise!
were lrying to do some work here!”, from the "Bavy Metal
eaum, stopped the Taughter from the Empire ranks!

O the Teft, the Enights of the White Wolf also passed their
test to strike at the Hippogrill but the combat was drawn.
Meanwhile over on the right, the Wardancers made shorl work
of the newly-raised Undead and killed them all?

The Winds of Magic gave us a 1otal of twenty cards this turn
and with many Dispel Scralls already used up, we knew it
would be g critical phase. Before the spells started to fy,
Clavin’s Forest Goblin Shaman rolled a “f fink £'m gomna”
result on the "Eadbangerz chart causing a couple of his mates”
heads oo explode and the Supreme Patriarch was able to draw
an cxtra magic card from the Chalice of Sorcery lurther
swelling the availableé power.

Empire Turn 3 - The Knights of the White Wolf charge into cambar against the marauding Hippogriff
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e Host Tarn 3 — The Chaos Dwarf cotmter attack ageinst the Empive and Wood EIf [Trers.

The first serious altack came from Nigel who cast the Chans
Dwarf spell Fruption with Total Power against the Knights
Panther in the centre of our line, Miraculously, as the ground
flamed and burst asunder beneath them, ¢very one of the
Knights passed their test and managed (o leap aside. Because
we were rolling 4D6 winds of magic each phase, the change of
Toral Power coming wp each turn was very high, This factor
coupled with the total amount of power available each tarn
made each magic phase very deadly and so from Jervis's lips
came a bifler moan about this inapproprists wse of Tetal Power
on a spell that could be avoided!

Adrian next cast Firestorm against the Forest Goblins but
Gavin fended it off with a Dispel Magic Screll. Our assault on
the Bull Centaurs continued as Jake lashed them with the
Banner of Wraik, Unfortunately he was only able o cause a
single wound on one of the beasts. The response was swift as
Nigel fired off 4 Leava Storm against the Reiksguard Toot.
Despite our making three dispel attempls {using three cards
and failing all of the dice rolls!) the fire engulfed them but
Nigel's luck was no betier than ours. His 2D6 hils came up
with a three! and only one of these caused a wound, killing a
simgle trooper.

Juke then cast the Purple Sun of Xerews across the Chaos
Drwarfs” line of advance, engulfing the Sneaky Gits. In reply,
Tan once again used Raise Dead to put a second unit of
Skeletons in contact with the astonished Wardancers and then
used Vanhels Danse Macabre to fight a round of combat,
killing vne of the Flves.

The turn was over and the sterm was about to break!

Wisa

ORC HOST TURN 3

Jervis: 1'was more than pleased with the situation ac the start
of our third turn, By charging our guns the Empire’s lying
troops had, admitedly, wiped out more than half our artillery,
e now they were close enough fo our table edge for me (o
attack them with our carefully hoarded reserves, What was
more, the Bull Centaurs, Savage Ore Boar Boyz and Black
Ohres were in position to unleash a devastating charge!

The hartle was obviously enlering a decisive stage, and so [
decided to commil the bulk of our reserves. T brought on the
unit of River Trolls led by the Goblin Shamnan 1o support the
attack of the Chaos Dwarfs in the centre, and the Boar Riders
and & regiment of Ore Boyz o support Lan's attack on our lett.
Meore importantly, | decided to unleash Skarsnik and Gobbla
against the Wood EIf General, a unit of Hobgoblins against the
Empire Hero, and and a large unit of Goblins against Karl
Frangz. Although the unit's of Hobgobling and Gobling were
unlikely to cause more casualties than they received, 1 knew
that their rank and standard bonuses would be enongh o win
the combat and drive their opponenis of! the battletield,



Unfertunately, I failed to take into account the Fact thal Karl
Franz's Griffon caused terror, or thae the Emipire hero that the
Hobgobling were o allack was armed with a Shricking Blade
which caused fear. The Hobgobling promptly Gailed their [ear
lest and refused to charge the Empire hero (the gits!), while the
Ciobling failed their terror test and [ed straight back off the
table edae they had just entered! What was mare, another unil
of Gablins thal was within 8" of Karl Franz also failed their
terror test, and fled away from the Brperor and his wemilying
Griffon mount,

Apart fromm these minor sel-backs, however, the turn went
pretty much like clockwork. Skarsnik and Gohbla charged the
Wood EIf General, killed him, pursued his Eagle mount as it
atternpied 1o Nee, canght i, killed it oo, and then used the rest
of thelr pursuit move to charge into the Empire Hero who was
revealed aller the Eagle had been killed. Magnificent stuff!
The newly arrived Ore Boar Boye charged and wiped out the
remaining Chariot crew, while Gorfang saw of1 he EII' Wizard
on the Unicorn, although he didn't manage w kil her.

Gavin's advance was slowed up by an outhreak of animosily in
the Gobling ranks, bul this was moere than made up for by the
heroic efforts of one of his Sguig Hoppers, who bounced up
and down the line of Empire Archers, Halberdiers and Hand
Gunners, killing 7 of them! Sadly our brave Hippogriff finally
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succumbed to the attentions of the White Wolves, but only
after he had reduced the White Wolf regiment fo two models.

It was in the cenire, however, where our most important
attacks were made, as the Savage Orc Boar Boye and Bull
Centaurs charged the Reiksguard foot regiment, while the
Black Orcs ook on a regiment of Wood EL Archers, The Bull
Centaurs and Boar Bove proved too much even For the mightly
Reiksguard o handle, and the Empire's finest infantry were
hurled back and then run down by the Savage Orcs as they
atlempted to e, The Black Ore regiment all but annihilated
the Wood EIf Archers they were fighting. the handful of
survivors heing cut down as they ran, The resulling panic tests
caused by the flight of the Reiksguard and Wood Elves also
caused the Wood EIC Archers on the hill and the Knights
Panther to turn and mun, Being so close to the able edge both
unils led sirmight Off the table and were lost. What was more
the Knights Panther took the Empire army's battle standard
with them!

The Magic Phase proved equally spectacular, The Purple Sun
af Xerens carried on inexorably across the battletield, wiping
out a unit of Hobgoblin Woll Riders and mauling a unit of
Hobgoblin Sneaky Gits. The Chaos Dwarl Sorcerer Lord
unleashed & Lava Storm on ene the Empire Heros that had
atacked our artillery, woumling both him and the Pegasus he
was riding. The phase was rounded off by the Supreme
Palriarch hurling a Burning Head spell at one of Gavin’s
Forest Goblin regiments, killing one model and causing the
regiment to take a panic test. Formunately Gavin made op for
his failed lerror lests al the start of the turn by rolling a 3 on
216, 5o the Forest Gobling steadied their ranks,

Ores, (Goblins and Chaos Dwarfs:
33 Victory Points
Empire and Wood Elves:
16 Victory Points

Ore Host Turn 3 — The Black Ores, Boar Bovz and Bull Centaurs launch their "attack on the hinge”,
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EMPIRE ALLIANCE TURN 4

Robin: Our centre had been broken bot |still held an ace card
in the form of a twenlv-lwo steong regiment of Reiksgoard
Knights, twelve Kislev Winged Lancers and (wo War Wagons.
Tt weas now our tarn to strike buck and so | brought them from
the reserve and lined them up on the table edge, nght opposite
the Boar Boyz und the Black Cre regiments. It was make or
break lime and so [ passed Jake # nole giving him contrel of
the flower of the Tmperial army.

The Reiksguard charged the Boar Bove who Lailed a fear test
caused by the Drewd Bamner, broke and fled. The Knights
pursued them accompanied by one of the War Wagons and
overran the unit to crash into the Chaos Dwarf Bull Centaurs.
Alongside them, the Kislev Winged Lancers and the second
War Wagon smashed their full weight against the Black Ores
who stood firm. To their keft, the Archers charged the Sneaky
Chits whe had been mauled by the Purple Sun and over on the
hill, the Pegasus, charged the Rock Lobber crew who fled in
fear. The second Here mounted on his winged steed, Gailed 2
terror lest caused by a Scarecrow Banmer and so fled the table,
COwer on Adrian’s side, the Halberdiers regiment charged
forward o attack the approaching Pump Wagon while the rest
of his line stocd firm. Finally... on the right flank, the Wood
EIf Knights passed their [ear test, spurred up their steeds and
charged the unit of Ogres who were advancing towards them.

In the shooting phase, the two Steam Tanks both opened fire
from opposile ends of our line, The tank on the left struck
Grom’s Charlor causing two wounds on Grom himsell, The
tank on the right once again hit the Lamasu, but for the third
lime in the battlz we rolled a one and Failed to wound the beast,
1t must have had an armour-plated head! Once again the
remainder of the howfire was largely ineffective against the
big Goblin units but a volley of arrows from the Hallling

= = AT

Empire Allianee Turn 4 — The lmpevial reserves enter the [ray and rout the attacking regiments.
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archers, sent the Forest Gohlin regiment flecing from the
battleficld in panic.

With the shooting phase over, it was down o the close combat
and literally make or break tme. Cn the right, the Wood EIf
cavalry crashed against the tough Ogre regiment but failed to
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| Wagons and Lancers smagh aside the Savage Ore Boarboyz and
Blgck Ovcs, but disasteonsh the Reibiguard Knigiis ave defeated
B the Chaey Dwerf Ball Centoawrs and Ted the Battle, ending ony
mpe of an Alliance victory!

Turn 4 — Despire a spivited counter-artack
the Fmpive army ix doomed

cavse o single wound! In their turn, the
Ceres fought bhack killing three of the
Knights with their heavy clubs, In
desperation Mike rolled their hreak test boo
the the dice came up double 6! Amid cheers
and catcalls from Tan, Nigel and Gavin,
Mike s Knighis broke and led. Seeing this
roiet, the Scouts Iost heart and alse ran from
the battleficld, Our right flank was gone!

In the centre, the combal between the
Kislevites, the War Wagon and the Black
Cires was short but bloody, With the
exception of the Black Ore Champion, the
remainder of the Orcs’ frone rank was completely wiped out.
With a howl of rage, the Ore struck back smashing two lancers
fromm their horses. However, it was oo little oo late and the
Ores failed their break test and were trampled under steel shod
hooves und the grinding wheels of the War Wagon,

Alongside this hattle, however, disaster siruck. lake issued a
challenge with his character, the Elector Count of Averland,
but even with seven freneded attacks he couldn™t harm the Bull
Centaur Lord at all and was cul Lo pieces. In g conlinuing orgy
of incompetent dice roliing, the Reiksguard Knights — flower
of the Trnperial army — then failed to cause g single hit against
the remaining Bull Centaurs! The combat was lost and the
Enights failed their break test and fled from the battleficld!

Elsewhere, the Archers were also cat down by the Sneaky Gits
and the struggle between the Skeletons and the Wardancers
ended inan inconclusive draw,

The Empire Generals stared Defeat in the face, but he merely
grinned and spat in their gve!

fo wonder the Che and

Tura 4 — The Empire’s last turn
Goblin generals are happy!

The only scent of victory to reach our nostrils was over on the
right flank where Adrian's Halberdiers put the Pump Wagon to
fight causing the Night Gobling and Netrers & Clubbers to
also panic and flee.

Eighi magic cards brought little cheer to our side, bur it was
our last chance to do any damage and try to even the score.
First of all the Purple Sun of Xereus sped across the battleficld,
hit the gignt and wmed him into a glistening amethyst statoe.

Then after two or three inconclesive exchanges, Jake launched
a concerted attack against Grom the Paunch in a desperate
attempt to grab some last minute points. First of all he
arterpted to attack bim by propelling the Grind Theogonist
through a Bridge of Shudows ot the magic was dispellad. lan
replied by yer again casting Raise the Dead and eleven
Skeleton warriors clawed thear way through the ground and
rose up Lo altack the Wood EIF Spears,

WDET
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Jake's next attack was o cast the Choking Foe against Grom
bul the Gohlin general was just out of range. Finally he used
Crevasse and a gaping hole opened in the ground beneath
Grom's Chariot. Despite his vast bulk, Grom leapt aside as the
Chariel plunged into the vawning depths and in doing so
denied us those precious victory points (curses! curses!) As the
last act of the magic phase Nigel played Drafn Mapic and
remaved the template Tor the Purple Sun of Xerets, Then, in a
final act of spite, Gavin relled to see if Grom would regenerate
the two wounds cansed by the cannon shot. Needless o say, he
ot thern both back?

ORC HOST TURN 4

Jervis: Well what can [ say except... "Erc we go, "ere we oo
ore we 20! Bul seriously, after thar disascrous turn for the
Empire, there was little for us to do other than get stuck into
the shaken survivors of the ence proud Empire army, This
being the case I quickly released the last of our reserves,
inghuding the huge regiment of Goblin Welf Riders which
would be just about perfect for pursuing the shattered and
deleated Tmpire iroops as they fell back in disarray.

Sensing viclory, vur troops charged wherever they had the
apportanity. On our left the Ore Boar Bovz charged the Wood
Elf wizard on the Unicorn, while (he Ogres, moving
surprisingly quickly for such large creatures, charged the
Wood EIf Knights who attempeed to flee but were caught and
wiped out before they could get away, The Hobgobling on the
hill in our centre actually managed to pass a fear test and
charge the Empire hero with the Shricking Blade, On the other
side of the river, Gavin's Spider Riders charged the Pistoliers
o the bridge, and a regiment of MNight Goblins charged the
Halberdiers who were fighting the Sguig Hunters in the Hank.
The Halberdiers, assailed from two sides at once and no doubt
sensing thatl all was lost promptly broke and fled.

Chur general good fortune carried on into the Combat Phase.
The Spider Riders ripped into the Pistolicrs, broke them, and
then ran down the survivors as they attempled o flee. Both the

Empire Hero on the Pegasus and the Wood EIf wizard on the
Unicom were slain, although their mounts did manage o
escape. The Skelelons hatiling away against the Wardancers
and Wood FIf Spearmen were unable to break them. but then
the Wood EIf Spearmen failed their panic test caosed by the
death of the Wood EIf wizard, and as they tried to flee they
were overrun and cul down.

The forces of the Empire were able to get some small measure
of revenge in the Magic Phase, when Jake used Towal Power 1o
again cast the Purple St of Xerews. The spell sliced through a
Chaos Diwarl Blunderbuss unit and a regiment of Hobgobling,
inflicting heavy casualtics on both and causing the Hobgobling
o ee. Nigel more than made up for this, however, by using
his Chaos Dwarf Sorcerer Lord to unbeash a Lava Storm on the
Kislev Winged Lancers, The resulting conflagration killed
seven of the nine models that remained in the regiment,
although the two rather scorched survivors refused (o panic
and held their ground.

And there our battle ended, having reached the end of the time
we had allotted for the game. Fverywhere the forces of evil
were trimmphant — we had won a famous victory!

Ores, Goblins and Chaos Dwarfs:
84 Victory Points

Empire and Wood Elves:
34 Vietory Points




THE BADDIES VICTORY
CELEBRATION!

Jervis: I's rare for a battle 1o go almost exactly according o
plan, but it is very salisfying when it des happen, and even
better still when it's a Battle Report game and you can crow
aboul it in print afterwuards! It therefore gocs without saying
that 1 was extremely pleased with the way things worked out, It
has to be said, however, that the fates were firmly on our side
and we had more than our share of good fortune over the
course of the baule. In particular, Nigel Stillman’s Chaos
Dwarfs were incredibly lucky, with the Sorcerer Lord’s
Lammasu surviving three direct cannen hits that only needed
o roll 2 2+ to wound it, and then the Bull Centaurs pulling off
a quite extraordinarily jammy defeat of the Reiksguard
Enights to send themn running and win the battls for us!

Nonetheless, even without our good luck 1 think we would
have almost certainly pulled off a win. In particular the
decision to attack the “hinge’ between the Wood EI and
Empire forces proved decisive, the more so hecause the
Empire and Wood Elf contingents completely failed to provide
cach other with any mutual support, allowing us (o defear sach
on its own and in detail. However, considering that this was
Adrian's first ever game of Warhammer and that Mike's skills
as 4 Wood EIf General were a bit rmsty, the Empire team did
well o act as cohesively as they did.

The other area of the game that T was cxtremely pleased with
was the reserves mle. As [ mentioned in the inroduction, this
ws (he Tirst me that we had used this role and, a5 any gaimes
designer will tell you, a rule can ook great on pager but until
you've tried it out in the white heat of combat there 1s no way
of telling how well it will really work in practice. In particualar,
1 was worried that T might have made the reserves oo flexible
by allowing the supreme commanders complete freedom in
deciding which of his reserves to commit to the table at the
start of & tum.

Fortunately the reserve rule worked almost perfectly, and it
will be a long time before [ forget the pleasure of revealing the
Chaos Dwarf Blunderbuss regiment whose sudden and
unexpected volley destroved the Wouod EIf Chariot, or the
tension cuused by the dramalic counter-attack by the
Reiksgoard Knights, War Wagons and Winged Lancers! More
importantly, however, was the fact that the advantages of
keeping umils in reserve was balanced their extreme
vulnerability to flecing ol the table edge on the lurn they were
committed. The latter happened u number of times in our
game. for example when the Gobling 1 sent against Karl Franz
fuiled their terror test and [led before they'd even had a chance
to maove, of when the Reiksguard Knighis fled off their table
edge after being defeated by the Bull Centaurs.

Norule is ever completely “bug free’, however, and in this case
wie had some trouble bringing on reserves against enemy units
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that were right on the table edge. For example, the pursuit
move made by the Savage Ore Boar Boyz when they chased
after the Reiksguard stopped right on the Empire tahle edge.
leaving ne room for the counter-attacking Reiksgoard Knights
tor set up in. In the end we decided that in such situations it was
best 1o simply push the oflending unit back a couple of inches
1o allow room for the front rank of the reserve unit @ sct up,
This aside, we had no trouble with the reserve nule at all, and 1
am keenly looking forward to trying oul il again in the zext
*hig battle” that we hold at the Studio..,

THE GOOD GUYS LAMENT!
Robin: So we lost!,.. Mol . 1e%s true.., We were absclutely
thrashed! Even so. I've not had so much fun for ages!

If wou look carefully at the photographs in this battle report,
vou might notice that the players keep changing their clothes
{ar least T hope they do!). This is because with making maps.
taking photos and keeping noies this game ook us tao and a
half days to play! 1'd imagine that even if you were jusl
concentrating on the game, it might take a day and a hali bul in
a way that's part of the challenge of gaming on this scale. |
used to regularly play in massive 24 hour games where we
would stay up and play Warhammer lor all of Friday night, ged
a few hours sleep, and then carry on for the rest ol Saturday.
Sunday would be spent recovering, bul what grand tales we
had to tell!

You'll notice that I've so Far avoided commenting on our
defeat, Well to be henest there's not much o say. Oh yes 1
coutd go on and on about how we were rohbed, bat 1 think that
we were heaten fair and square. As Jervis savs, even if the
Reiksguard Knights had survived, our dght flank was in tatlers
and the Ores and Chaos Dwarls had vet to attack with either
the Bull Taunrus, the Lummase of the very deadly unit of
Blunderbusses (hat had just moved inlo range.

Despite the fact that he'd never played before {and what a
baplism of fire!) Adrian’s ank did best of all by keeping the
Goblins at bay for the whole of the game, There was a touchy
moment carly an when the Hippogritt was loose behind our
ranks, but the White Welves soon sorted him out. Apart from
the obvious casualiies. the main ellect of this atack was 10
send Adrian’s character model running from the battlelield and
so wie were no longer allowed o talk to him — al least not about
gaming straccgy! ’

On the whele, [ thought that Jervis' reserve and command
rules worked really well. Al limes it was incredibly [Tustrating
not being able to talk about strategy unfess you were in base o
base combat bul this added to the Tun of the game, Chver the
last fow years, we've played a number of big games in the
Studic but this is the first lime we've ever tried 1 present one
as a bartle report,  As ve said, it was o 1ot of fun to do and 1
hope its been good fun to read. As for the result... next time!
Neal lime!
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MAIL ORDER

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

OUR MAIL ORDER TELEPHONE LINES ARE OPEN:
8am - 10pm SEVEN DAYS A WEEK!

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

GAMES WORKSHOP MAIL ORDER SERVICE, CHEWTON STREET,
HILLTOP, EASTWOOD, NOTTINGHAM NG16 3HY
Or you can fax your order through on: (01773) 533453

CHAOS DWARFS

This full-colour book is a compilation of all the Chaos Dwarf articles
first printed In White Dwarf magazine, plus additional unpublished
material. These include rules for new Chaos Dwarf characters, the full
range of Chaos Dwarf
troops and war machines, a
complete Chaos Dwarf
army list and an exciting
Warhammer battie report.

TITAN LEGIONS

Titan Legions is a complete game containing
everything you need to fight out the epic clash of
gigantic war machines. With dozens of models
including the massive Imperator Titan and two of
its most deadly foes - the Ork Mega-Gargants,
Titan Legions Is the ideal introduction to the Eplc
Game System.

IMPERATOR TITAN

The monstrous Imperator Titan is now available as a boxed set, This
multi-part plastic model comes complete with an Imperator Titan
Datacard and all the counters you need to use this Emperor class
Titan in your Epic games. The boxed set also contains an Imperator
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NOW!

Titan assembly instruction sheet, 3 sheets of full-colour self-adhesive e
banners and a sheet of waterslide transfers. IMPERATOR
TITAN
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GAMES WORKSHOP MAIL ORDER IS

CONVENIENT!

Mail Order 1% convenient, with the entire range of Citade] Minialunes
and Gumies Workshop games, just 1 phone call away.

FAST!

Mail Orderis [ast, Most customers receive their orders within 2 days
in the UK, (Some second cluss orders, or packages over [Kg may
take a day or so longery. Plus, on any telephone orders received
hefore 1.00pm, our Special Delivery Service guarantees you'll
receive vour order the very next day.

We also have g special Troll who ensures that all First Class
telephone orders received before 1.00pm are dispatched the same
diy!

Sl
Towy hand-picis wn order ready fer despoliol,

THE FULL RANGE OF PRODUCTS!

Char Mail Order service can supply the full range of Games
Workshop games and Citadel Miniatures, and we don’t step
there! We can also supply any individual game componenl or
miniature. So-if the dog's chewed yvour Warhammer 30,0{
buildings, we can supply a brand new set! I you want the
rulebook [rom Warhammer, we can provide it! If you want
the dige from Space Marine all you need to do is ask!

1f the models voun wanl for your army aren’tin your local store,
or you are looking for an ot of steek or hard to find range of
miniatures, give us a call. Because wea're hased at the Taclory,
put statf can arcangze 1o cast up any number of miniatures
eapecially for you, from the origingd moulds.

We can also supply any component from any mulli-part maodel
for those of vou who like to customisc or convert ¥our
minialures

Soarr prai o broed aew oopy af Talismon for o Meil Order castomer,

PLUS!

N quenes! No parking! No bus fare! And it’s really great fun
using the catalogues 1o choose exactly the models you want for
vour army, We ve found that many gamers get together with
their friends to place an order so that the £2.50 UK and BFPO
postage is applied o the whole order and the money saved buys
them all a few exira miniatares.

Ilost overseas orders are delivered within 8 days.

2 [ =
Chiey conel Ash check minintures inthe Ciradel foundry.

FRIENDLY KNOWLEDGEABLE STAFF!

Crur Mail Order service is staffed by enthusiastic hobbyists hike
yoursell, who will be more thas happy o tell you about all the
latest releases Lot youwr partieular army or [avodrite game.

ACCURATE!

Every order is hand-checked against the catalogies to ensure
thut every modet is perfectly cast and that your order is exactly
whal you want:
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Citadel Journal & is out now! This issue
Includes arlicles on using Drop Pods in
Warhammer 40,000, complele background
and a ﬂestlar‘g.r tar tho Marso army in
Warhammer, the Undead fleet in Man O
War az well aa all the regular features. Thia
imEue also includes full datailz of tha new
Warhammer lomaments,

Izzue & of the Cladel Journal is available now direct from Mall Order
priced anhy ©3,929 with FREE PAP within the LK and BFEO.
Owerseas acd £1 PAR,

SUBSCRIPTIONS

Issue 1 and 2 o e Citadel Jourmal ara now complately sald out ard
stocks of lzsues 3, 4 and 5§ are very imited. To be cerdain of your copy
please place an early arder, We now also offer a special five-lssue
subsCription.

Price: UK/BFPO - £20.00. Qverseas — £30.00

With every subscriplion we'll send your aixh issue absnlutely FREE!
Each subscription ko fha Journal will begin with the next issue to be
pubdished « unicrlunataly wa are nob able o incuds back copies in
subscriptions as thay ang in sech limited supply.

BOXED ARMIES

These complete boxed armiles make greal vaiue gittsl They conlain
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averything you nesd to put tagether a powerful foree to take on all
comess, inciudeng a complete fores list ang banners.

WARHAMMER 40,000

MEW! 1000 POINT SPACE ORK ARMY {Boxed Sety  £100.00
2000 POINT ELCAR ARMY {Buxad Sal) £0E.00
2000 POINT SPACE MARIME ARMY {Boxed Sat) £B5.00

WARHAMMER
NEW! 2000 POINT ORG AND GOBLIN ARMY (Boxed Ssi) £110.00
2000 POINT UNDEAD ARMY (Boxed Set) £100.00
2000 POINT HIGH SLF ARMY (Boxed Set) £104.00

WARHAMMER

WARHAMMER BOXED GAME

E34.90

WARHAMMER BATTLE MAGIC

 WARHAMMER ARMIES — CHAGS
WAHHAMMER ARMIES — DWARES

WAHHAMMER ARMIES - UNDEAL
WHITE DWARF PRESENTS: CHAOS DWARFS

£19.99

£14.539
£9.99
£9.59
£9.99
£9.80

SELF ADHESIVE BANNERS
Each pack contains 5 sheets of bannars,

£3.50 per pack

[Avallable for Qres, Gabling, High Efves, Dwarls an Urdead.)

CHAQOS
NEW! SGYLA ~ CHADS SPAWN £4.90 gacn
NEW! FLAMERS OF TZEENTCH £2.50 each
CHAOS DWARFS
CHACS DWARF COMMAND £2.25 each
CHADS DWARF AXEMEN E1.50 sach
CHADS DWARF BLUMDERBUSSES £1.50 2ach
EMPIRE
~ STEAM TANK (Boxed Sef) E14.99
VAR WAGDN (Boxed Sel) £15.99

WARHAMMER 40,000 |

WARHAMMER 40,000 BOXED GAME

DARK MILLEMMIUK
CODEX SPACE WOLVES

CODEX ELDAR
'CODEX ORKS
i SUSTP.INEIJ FIRE DICE

SPACE ORK BANMERS
The pack contains 5 sheels of banners.

SPACE MARINES

NEW! SPACE MARIME TERMINATORS

| Brxed set containg 9 Space Mering Terminators:

SPACE MARINE LAND SPEEDER (Boxed Set)
CHAOS

HEW! WORLD EATERS CHACS SPACE MARINES
Gowed 5ol condains 10 plaslic Wordd Exlers Chaos Spece Marines

£1egs

E17.58 gach

EQ.08

ELDAR
ELDAR SHRIEKER JETBIKE (_@-uxeg:l E_E!] £5.05
ELDAR JETRIKE (Roxed Set) gegs |
IMPERIAL GUARD
HEW! ROUGH RIDERS OF ATTILA 8,89
~ Boxed sel conlains 4 Rough Riders ol Altila
MEW! ROLGH RIDERS OF ATTILA £2.0% sach
CATACHAM JUNGLE FIGHTERS £11.549 I
| Bowxad set contains 10 Catachan Jungle Fighters
1,15 each

CATACHAMN JUNGLE FIGHTERS

LEMAN RUSS (Plastie Boxed Set) 14,99

ADEPTLIS ARBITES ¥1.50 each
| ADEPTUS ARBITES CHAMPION £2.25 pach

ADEPTUS ARBITES GREMADE LAUMNCHER £2.25 sach




PIC

TITAM LEGIONS BOXED GAME £34.05
EFACE MARINE BOKED GAME £34.93
EPACE MARINE BATTLES UE_hZ_:ﬂZ'El 241l £93.59
ARMIES OF THE IMPERIURM E ko £14.8%

: HENE_I’_'..:AI_ZI EE__lEChama and Eldﬂ amies) £14.00 b
ORK & SQUAT WARLORDS = £14.99
EPIC SPACE MARINE TRANSFERS E3.50 per pack
Each pack conlaing 10 sheals of transkers
EPIC IMPERIAL TRAMNSFERS £3.50 per pack

_ Each pack contains 10 sheets of transfers

IMPERIAL

S IWEWE WEERSTON TITAN, B st) £1e.00
NEW| RAZORBACKS £1.50 each

_HEWI FRECATCRS AR Ey=a0] 4 £1.50 each
MEW| KNIGHT PALADIN £1.50 each
MEW| KMNHEHT LANCER £1.50 each
MEW! KMIGHT CASTELLAN £1.50 each
KMIGHT ERRAMT £1.50 aach
EMIGHT CRUSADER £1.50 sach
KMIGHT PALADING 5.8
Bowxad set containg 7 plastic Knight Paladins
LEMAN RUSS £1.50 =ach

2 I_i_'.1PEHI."'.L TERMITES 1,50 each
MOLE £4.50 each
ETORMHEAMMER 24,50 each
ETCRMBLADE 24,50 sach
BAMEELADE 24,50 sach
SHADDOWSWORD £4.50 sach

WHITE DWARF SUBSCRIPTIONS

UK, EUAROPE, & THE REST OF THE WORLD
UK & TBFPCR £27.50 for cee vear 112 issnzs).

EUROPE: £35.

REST OF THE WORLIE [45 for ane vear.

Frense szl payrnents o Gnmes Warksheg Maol Coder, Chewton St Hillog, Fasreacd.
ST EMGHARM, MCGTG 2HY, A1 payineis shoeld be oo panics sierling, Paase make
chegues paali: i Canes Woekshap LI,

I vou kave & Vise, Access, Mastersand or Swilch you may place your sabseripsion by
shaning cur Mail Order department oe 01773 713200,
USA & CANADA

Please contect: White Drsarf Subscriptions, 3420 O Denson Avemue, Baldmeee, Maryland
A s 1 e

Fia WESA apd Masieeand ondes, pleasse welapbons oor Mail Coden Botlang o (3107 544
EAAU Adanmday bo Frickes Sean - Spen EST,

Please state which isaze vou wiewkd lize vour subscrinlion (i szn wilh,

CORRESPONDENCE

mneits ahear White Dewar], Gacees Workshop panies and Cioac:]
aubevriptions and dail Cvder shauld be addressald ! The

3 l?uall Chnes Waorkehop, Howard Hovse, 18 Cretlc Baule v,
\ouLJlaul MGT L.

W welecme

Cleardy mark yvour cwecloges walh U o of D e vaou e writing tous aboygt, O vou
wanl i repey van e eneclose @ sell-addnessed seemped savelope fuviamseas rraders sheakl
include TRCs) W necetve an ezormieus amount el mail. We Jo resd every leller, Dul it
mzy lake 2 lilde lime for s o neply e vou, so please be patient !

AIL ORDER T 01773-713213 MAIL ORDER T 01

ORKS
HEW! BONECRUMNTHAS £1.50 sach
NEW! GUTRIFRAS £1.50 each
SCORCHERS T1.20 eal::l'! E
BOMEBREAKAS 599
_ Boxed set cantaing 12 plastic Bonebreakas
LUMGBURSTAS £1.50 each
GIBLETGRINDA %450 each
SHULLHAMMA, 4,50 each
CHAOS
MAGHUS THE RED 250 L=
_L_'?_FEE) ?f_(_)i'iﬂNGE £2.50
FIRELORD s
SILVER TOWERS £2.25 gach
COOMWING £1.50 each

BLOODBOWL

BLOOCD BOWL BOXED GAME E25.09
DEATH ZOME £14.09
BLOGCKING DICE E0.43 each

TALISMAN

TALISKMAN BOXED GAME FE0.95
TALISMAN — CITY OF .QGUENTUHE £14.99
TALISMAN — DUNGEON OF DOCM £14.95

CITADEL COLOUR

NEW! UNDEAD PAINT SET

NEW! GLAZE PAINT SET £5.50

COPYRIGHTS AND TRADEMARKS

All suhject raarter in ‘Whire Erart is 6 Copvrighr Games Warkshop Tad 1995,
Allartecek inall Somcs Warkshep producls, and all ioeges conlained cesin e been
producad vilber in-house or 2 week for Bire. The eaclusive coprrighi ke anteork am)
ke images it depicts is the property of Games Workshep Lid, £ Copyvright Ganes
Workshup Lad 1995, Al righls neserved.

Registered Trademarks
The Tuolleesing are all regisberad trademerks of Canrs Warkchop L

Armapsddon, Bload Bewl, Chbvaley, Clradel, the Clindel lega: Canfromazian, Tark
Angals, Dk Foee, Deatlang, Fidar, Biinr Amack, B, e Giemnes Weekssop logo,
Crufea Workahop, e GW logo, Gasstcils, Realin of Chaos, Slottabose, SpacestHeet,
Space Marice, Talisman, Warbamanie, Warnastar, Wit Dt ad the White Dovard
Tigure.

Meamauder is a regislered made mark of Marsuder Miniatures Lid. Used wilk: peamisen.

Trodemarks
The follvwing ane olf tredemasks of Games Warkshop Lul

Aspect Warrice, Avator, Blond Angels, Bloadletter, Rloadrhisster, Deemenstte, Durk
Kezaper, Pessh Zeoe. Drnpaneaseers, Dangesnguess, Bxo Armanr, Exarch. Eve of Terrar,
l-umr Fie Drag -'u1 1-I¢ I Heeared, Cacpant, {aahbes Sireat Linciean Cne, Gferch:n Cirey
7 Secrers, Khorne, Knights Pamiber, Leman Rass,
“law, Laond of Change, Mrdhey, Man 11 War, ke, Miphry
i, Dlgm, I:'Ihl Wk, Chk, Prinboy, P\agu.h"nrcr Flapue Fleer,
svanwing. Sea of Hiecd, Skaven, Slnomesk, 3lamn, Snocling, Spuce
*;.parr Walves, Snuan, Sonie, Swacping Hawk, Smking Scorion, Terminator,
T Haameeer, Toodl Slayers Tyissads, T recnch, L inamarines, .\.rlrdhm “n:ghrs of
U Wil Woalf, Woddkaler
Flame jea wademank of Flea Pedlicanons Lid, Lsed with permissicd

Feregees: and Space Crsvele are bt mdeiarks o Ml Beadks G, Usal with
prrmissica.
Fearter dive sne UK regisbene design Mo, 20174984

iy

AIL ORDER T 01773-713213 MAIL ORDER T@ 01




L ORDER T@ 0773-713213 MAIL ORDER T@ 077

+o» MAIL ORDER FORM

TOTAL
CODE DESCRIPTION PRICE aTy PRICE
oL
758604 HOBGOBLIN BIG w : £1.35 2 £2.70
1
LU this form 1o mail order Gamas Workshop products and Citadel Minlauses fram SUBTOTAL
this ar any recent issue of White Dwarf, or from the Giladel Minialeres Catalogue,
Whan you have olalled up your order, please dor't forget to add the poslage and POSTAGE & PACKING
packing charge, PLEASE PRINT IN BLOCK CAPITALS AMD USE A BLACK FEM.
METHODS OF PAYMENT GRAND TOTAL (TOTAL + P&P) |
You can pay by cheque or postal order, Aftemallvely, we take AccesaMastercard,
Wizz, and {in the LK) Swilch. 1 you wish lo pay by crect card, please fill in the relevant
detzils an the fom below. f you have a cradit card, you can place an immediate order : =]
by phaning aur Maii Crder Hotlines — but make sure you have your card with you when POSTAGE & PACKING
HatpHoas: UK & BFPO: Acd £2 50,
DESPATCH & DELIVERY Owveraeas (Including Elral: Add 0% of drdar value. IFyou
T Cand ik & a1 cost il less than
We always despateh your arder an the day of receipt. For UK telephone o-ders, you !.Jrf: E‘:ggirrcggpi'%ﬁi:ﬁl e

can use our Special Delivery Service whicn far an adgitional £2.70 per arder
guarantess that vour package will reach you the very nest day.

Flease feal fras o pholtocopy s form

AN e s e R S S e A AODRESS i SR R R R
COUNTRY L G N R aEEE Pisgteode: oonn sumnsa Tl R R
Method of Payment: Cheque __  Postal Order| Access/Mastercard . Visal_  Switch

Card No: | | | | | | R ) O I | | _|I33ueNo:|—|{Sw1’tchonly}

Cardexpiry date: ... Cardholder Hame: ... s

Cardholder e
e s e S e i_@, E @

L ORDER T@ 0773-713213 MAIL ORDER T@ 077




ELDAR

I ELDAR SHRIEKER JETBIKE | ELDAR .JETBIKE

A COMPLETE ELDAR SHRIEKER A COMFLETE ELDAR JETBIKE
JETBIKE CONSISTS OF: COMEEETS OF:
7w PLASTIC ELDAR JETRIKE SPRLIE 1 # PLASTIC ELDAH JETSIKE SPRUE
| 1 % METAL SHRIEKER GANMNON 1 % PLASTIC FLYIMG BASE
| 1 METAL JETBIKE RIDER TGRS0 1 x FLASTIC FLDAR WEAFOMN SFELUE

12 PLASTIC FLYIMNG BASE
1 x PLASTIC ELDAR WEAFON SFRUE

THESE MODEL KITS INCLUDE A CITADEL
THANSFER SHEET AMD FULL COLOUR ADHESIVE BANNERS.

r:i THE TRAMSFER SHEET INCLULES EMCGUGH WARKINGS FOR
i SEVERAL DIFFERENT CRAFTWOIRLDS.

JETEIKE RIDER
SHRIEKER CAMMON TORSO

00438:2 04581

3 Copyright Games Workshop Ltd 1894 Al rights resened,

Mirsaluras supplied unpainted. WARMNING: This procuct containg lead which may be harrlul if chewsd or swallowed. Citadel Miniatures are not recommended for children under 14 vears of age

RN = i

ELDAR JETBIKE SPRUE 102784 (ZHOWMN AT 50% OF ACTUAL SIZE)

NOT SUITABLE FOR GHILDREMN UNDER 36 MONTHS DUE T3 SMALL PARTS AND ESSENTIAL POINTED COMPONENTS.
I THIZ KIT 18 SUPFLIZD UNPAINTED. THE FLASTIC PARTS NEED TO BE ASSEMELED LISING POLYSTYRENE CEMEMT

TTALEL
wwanaws L =

Dasignad by Jes Goodwin



IMPERIAL

ADEPTUS ARBITES

ADEPTUS AABITES WITH

ADEPTUS ARBITES ADEPTUS ARBITES ADEPTUS ARBITES
WITH BOLTER CHAMPION WITH SHOTGUN GREMNADE LAUMNCHER WITH SHOTGLUN
T240a2 7240153 TA201M4 724001
Designed by Jes Goodwin

IMPERIAL GUA

CATACHAN JUNGLE FIGHTERS

JURGLE FIGHTER
WITH LASGUMN 1

JUNGLE FIGHTER
WITH LASGUN 2

JUNGLE FWEHTER
SERGEANT 1

JUNGLE FIGHTER
WWITH MELTA-GUN
aTE

JUNGLE FIGHTER
WITH MESSILE LAUNCHER
3TE

0437

JUNGLE FHGHTER
WITH LASGUN 3
a7

MISSILE MISSILE LAUNCHER
LAUNCHER (4379

STAND

4570

JUNGLE FIGHTER JUNGLE FIGHTER
WITH LASGUN 4 MISSILE LOADER
0437 (4377

EXAMPLE OF COMPLETED JUNGLE FIGHTER WITH
MISSILE LAUNCHER

Designed by Michasl Perry
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Miniatures supplied unpainted. WARNING: This produsd comdains lead which may be harnful i chewed or swallowed, Ciladsl Minialurss ara not recommeanded For childesn under 14 years of age
@ Copyright Gares Workshoo Lid 1954, All nghts ressned

CITALIPEL
NEETNTIIRES

IMPERIAL GUARD

ROUGH RIDERS OF ATTILA

ROUGH RIDER ROUGH RIDER ROUGH RIDER AOQUGH RIDER LEGS 1 ROUWGH RIDER LEGS 2
TORS0 1 TORSO 2 TORS0D 3 TadE1h T2
V24212 Fadan TEA2143

ROUGH RIDER HUNTING LAMNCE ROUGH RIDER
TEI2NE CHAINSWORD
T22UT

EXAMPLES OF COMPLETED IMPERIAL GUARD ROUGH RIDERS

A COMPLETE IMPERIAL GUARD
ROUGH RIDER CONSISTS OF:
1 x AOLKEH RIDER TOAGD
1 x AGUGEH AIDEA LEGS
1k WEAPCH
1= PLASTIC LINARMOURED HORSE

Cresigned by Michael Parry

Armworn by dohin Blanchi



CHAOS DWARFS

COMMAND

| LEADER WITH SWORD 1 DRUMMER HOAWBLOWER  STANDARD BEARER 1 STANDARD BEARER 2 LEADER WITH SWORD 2

7ER05 TEADRS TEEUSE PREDGA TEROSE TEE05U
1 ==
AXEMEN

WITH AXE 1 WITH AXE 2 WITH AXE 3 WITH AXE 4

75500 FSE00E FEAN 7Ea00/4
BLUNDERBUSSES

L

WITH BLUNDERBUSS 1 WITH BLUNDERBUSS 2 WITH BLUNDERBUSS 3 WITH BLUNDERBUSS 4
TEA 1] 7EEI0E FEAT0N FaB

WITH BELUNDEREBUSS 5 WITH ELUNDEREUSS 6 WITH BELUNDERBUSS 7
TEEI0T FRE0TE TEE1DE

Designed by Alan Perry

pastasal SGU I pesl B doyssEn saues BuAdoT 3
alE 0 rread L JBpLEn WSERIYD 10) DEPUSMILINNES J0U BIE SSCrEL [SREND PEMOHEME IO PEREST I INILUEL S0 AELL U DEE) Suepued onpoed 5101 EiNEY M Deiuedun pagddns ssanpeiug




This praduct contains lead which may be hermiul if chewed of swellowed. Citzdel Miniztures are not recommende] for chitdran undes 14 years of age
£ Copyright Garnes Workshop Lid 1924, A1l rights reserved.

Minlatures suppled unpaintied, WARNING

CITALIEDL
MU EXTLIRES

CHAQOS

SCYLLA, SPAWN OF KHORNE

*a THE COMPLETE SCYLLA
W COMSISTS OF

1 £ BQDY LEFT
1 & BOOY RIGHT

1% LEFT LEG

1 x LEFT ARM

| x RIGHT ARk

1x HEAD RIGHT ARM

1% TAIL TanE

20DY RIGHT
B |

LEFT LEG LEFT ARM BODY LEFT
TANT TS T2

FLAMERS OF TZEENTCH

& COMPLETE
FLAMER OF TZEENTCH
COMSISTS OF
T x FLAMER BODY
1 ® RIGHT ARM
1 LEFT ARK

FLAMER BODY 1 FLAMER BODY 2
Fanna Tz

el X

RIGHT ARM 2 LEFET ARM 1 LEFT ARM 2

RIGHT ARRK 1
7210 70103 a0

2N

EXAMPLES QF COMPLETED FLAMERS OF TZEENTCH

Designed by Aly Maorrison



EMPIRE

THE COMPLETE IMPERIAL STEAM TAMNK
CONSISTS OF;
1 ¥ COMMANDER
4 x PLASTIC WHEELS
1% RHAND SIDE ARMOUR
1% LHAND SIDE ARMOUR
1 % FRONT ARMOLUR
1% STEAM CANNDN
1% BACK PLATE
1 x BOILER
1 x ENGINE
1% HATCH
1 x ROGF
1 x BASE

IMPERIAL STEAM TANK

STEAM TANK STEAM TANK

STEAM TANK
BACK PLATE ENGINE BOILER
e s anaT a2e

:
]
:
:
§
£
|

STEAM TANK ROOF

" STEAM TANK BASE
o124

STEAM TANK
HATCH
oE1as

P afe 10 51804 $L JBPUN USIPEYS o) PRPUBLILUCOR] J0U SUB SRIMPLIY (BPELS DRMGIEMS J0 PMSYS J Njwiey 8q A8 yoiym pee| sureuos Jonpoid S| "ONINEYM PeiufEdun peyddns seinmeuly

STEAM CANNON
oE12M0

CITAIPEL

NENERTLITRES

Designed by Moman Swales and Michael Perry



Minlatures supplied unpainiad. WARNING, This product contains fead which may be harmiul f chewed or swallowed. Clacdel Minialures are not recommended for chilkdnan under 14 years of age
& Copyright Games Waorkshop Lid 1992, All rights rasarved.

EMPIRE

IMPERIAL WAR WAGOMN
THE COMPLETE WAR WAGON ¥ A E
CONSISTS OF: 5 ‘

1 % WAR WAGON HAFT
1 x WAR WAGDN YORE
2% WAR WAGOMN SIDE PANELS
2 x FRONT/AEAA PANELS
2 x FAONT/AEAH FRAMES
4 % PLASTIC WHEELS
2x ARMORED HORSES
1 % CREWMAN WITH MANCATCHER
1 x CAEWMAN WITH HOOK HALBERD
1 x CREWMAN WITH BALL AND CHAIN
1x CREWMAN WITH HOCHLAND LONG RiFLE
1x CREWMAN WITH BLUNDERBUSS
1% CREWMAN WiTH REPEATING MUSKET
1 X WAR WAGON DECK

A

WAGON YOKE
DOEIE

WAR WAGON
FROWT ! REAR PANELS
0081143

RIGHT / LEFT SIDE PAHELS
o111

WhAR WAGON
FROMWT { REAR FRAMES

08115

WAGOHN DECK
DoE112

Designed by Norman Swales and Michaeal Perry




IMPERIAL KNIGHTS

KNIGHT CASTELLAN
AUTOCANNCN
TEHEE
A COMPLETE .
KMIGHT CASTELLAN
CONSISTS OF:
1 % CASTELLAN BOLYY
1 % QUAKE CANMIN
1 ALTCIG AN

CASTELLAN
EXAMPLE OF o COMPLETED KNIGHT CASTELLAN ?:ED\'
FRRTET

KNIGHT PALADIN

CHAINSWORD
RO
A COMPLETE
EMIGHT PALADIN
COMNSIETS OF:
1% BALADIM BODY
1 2 BATTLE CANMC
136 GHAIKSWORD

PALADIN
EXAMPLE OF & COMPLETED KNIGHT PALADIN BO0Y

TEOI1M

HijS g Ul SR

Designed by Dave Andrews

ExpINETA pEdin padans semeLy

‘peeuEsel sy |y s | pe doysgg, sawen JBuican &
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CITAIEL
NENTACLIRES



IMPERIAL KNIGHTS

KNIGHT LANCER
A COMPLETE LANGER
KNIGHT LANCER e
CONSISTS OF; PR
1% LANCER BODY
1% POWE

F; " BaTTLE
¥ CANNON

TEMLG
LANCER
EXAMPLE OF A COMPLETED KRIGHT LANCER BODY 2
TE0N
KNIGHT ERRANT
THEAMAL
CANMON .,

A COMFLETE
KNIGHT ERRANT
COMNSIETS OF:

i x ERAANT BOOY
1 & THEAMAL CANNON

@ Copyright Gamea Waorkshop Lid 1884, AR rights resarvad.

Mirszhsras supplied unpaimted. WARMING: This product contains fead which may be harmicd if chemed or swaliowsd. Sitade! Miniatures are nol recommended for children under 14 years of aga

1% POWER FI2T
=
" POWER
FIST
TEOGRA
ERRANT BODY
EXAMPLE OF A COMPLETED KEMIGHT ERRANT A
| KNIGHT CRUSADER
| LASCANMON
|
|
A COMPLETE
KNIGHT CRUSADER
COMSIETS OF:
1 x CRUSADER BODY
1 % LASCANNON
| % CAAKE CAMMON
& S
CAUSADER BODY
EXAMPLE OF & COMPLETED KMIGHT CRUSADER FEOE
CITADIEL |
WUMIATETIES = S

Designed by Dave Andrews



EPIC IMPERIAL

& COMPLETE BAMEBLADE
CONSISTS OF;
1 x BAMEGLADE TURRET
1% BAMZBLADE CHALSIS
# o SPONEON TUARET 1

BANEBLADE

EXAMPLE OF A COMPLETED BANEBLADE

BANEBLADE
SPONSON EUEE:EE.;
TURRETT A0 e
AEE LAk
TEOS52 & SPONSON
‘4_3" = X0 TURRET 1
L TE0ss

BAMEBLADE
CHASSIS
TEASS

A COMPLETE SHADGYW SWORD
COMSISTS OF:
1w EHADCW BWORD GHASS1S
13 WDLCANC CAMMNON
2 x SPOMNE0N TUAAETS 2

SHADOW SWORD

EXAMPLE OF A COMPLETED SHADOW SWORD

VOLCAND CANNON ey
E0RHS __.'_'..,' TURRET 2
; ;-G'f—cl ’@; TROGEE
b :
o ;"-:
i SPONSON
c TURRET 2
TR
!
SHADOW SWORD
CHASSIS
TAOEEM

STORM HAMMER

THE COMPLETE STORM HAMMER CONSISTS OF
2 ¢ BTORMHAMBMER TUARETS
4 x SPOMSE0N TURRET 2
1 % STOAMHAMMER GHASSIS

STORM HAMMER

<‘ TURRETS
i TEOET S
e

SPONSON : @
TURRETS 2 : P

STORM HAMMER
CHASSIS
TEQETT

STORM BLADE

THE COMPLETE STORM BLADE CONSISTS OF
1 = MIBSILE RACK
1w STORM BLADE PLASMA BLAST GUN
| = LEFT SPOMS0M
1 % ETOAM BLADE CHASSIS

MISSILE
RACK

STORM BLADE - !
il EAn

CANMON

STORM BLADE T4
CHASSIS
DadEN

-passasa sibu 1y “ves| B doyskon, sowes 1iuidon o

‘e |0 St . SApUR USRS A0 PEOUALUILIDGER] (0L SUT SEIEA (SRR IEMO|[EME I FEMELT JI [NEUIEY S0 AL UM DEa] SUEues 1anged S| nIMEY M PEiuEdun paiddns ssiniuy
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FEMEATETIES




EPIC IMPERIAL

LEMAN RUSS BATTLE TANK

A COMPLETE LEMAN RUSS STANDARD TURRET
[ BATTLE TANK CONSIZTS OF:
[ 1% TURRET
| 1% CHABSIS

EMAMPLE OF A COMPLETED LEMAN RUSS CHASSIS

LEMAN RUSS = | =
RAZORBACK PREDATOR
PREDATOR
A COMPLETE BAZORBACK RAZOABACK A COMPLETE PREDATOR g:ﬂgg
COMBISTS OF TURRET COMSIETS DF 2
1 AHING GHASSIS FEOTE | x PREDATOA GHASSIS

1 & AAZORBACE TUREET 1% PRECATOR TURRET

EXAMPLE OF A COMPLETED AHING CHASSIS EXAMPLE OF A COMPLETED PREDATOR gHASSIS
RAZORBACK FELOTA PREDATOR TEQH324
IMPERIAL MOLE
THE COMPLETE IMPERIAL MOLE CONSISTS OF
1 3 MOLE
1% TRAMSFORTEA
1€ LAUNCH AAKF

1 x HYDRALLIC PISTOM

A0

11

HYDRAULIC
| RISTON

LAUNGH A TE0Ta
AAWP : :
ranTaE g

~ TRANSPORTER
TE0TAE

EXAMPLE OF & COMPLETED IMPERIAL MOLE

IMPERIAL TERMITE TEAMITE IMPERIAL TERMITE

A COMPLETE TERMITE
COMSISTS OF -

tx TERMITE e

1 & THANEPCATER s s

Miriatures sweoplied unpinted. WARMING: This product confaing sead which may be harmiul i chewed or swalowed, Citaced Minialures ane nol recommended for childres under 14 years of age
@ Copyright Games Waorkshop Lid 1894 All nghls ressned

SURFACING
£ TERMITE

EXAMPLE OF A COMFLETED TRANSPORTER FEOTLE

IMPERIAL TERMITE TEOT2E ;

CITAEFEL |
ATSTATITIES |

Designed by Notman Swales



EPIC CHAOS

MAGNUS THE RED, DAEMON LORDS OF CHANGE, GREATER DAEMONS OF TZEENTCH
PRIMARCH OF TZEENTCH

MAGNUS THE RED LOAD OF CHANGE 1 LOAD OF CHANGE 2
FHREAL FEabad GTean4
FIRELORD OF TZEENTCH SR
FBII

THE COMFLETE FIRELORD OF TZEENTCH GONSISTS OF
1 x FIRELORD HULL
1 x FIRELCAD WINGS

FIRELCRD WINGS

‘paadBseal SiyBU [y pEs | B9 doyssiogs, sawes JBuidan &

EXAMPLE OF & COMPLETED FIRELORD REFE
|
|
SILVER TOWER OF TZEENTCH DOOMWING OF TZEENTCH
THE COMPLETE
SILVER TOWER OF TZEENTCH PR
1% muﬁ;gNTE:-'I:fxTEERUETASTlDM _ E?'“'ESE;'ET

1% SILVER TOWEH BASE

“aliE Jo ErEah v ) JEpUR USID)ILD 1G] PEPUSLILIOSA] 10U S8 SSIn]Ei [2REID PeMO[IEMS 10 REMEL || INjLLEY 50 SEL Umusm pRE| surEjucs janpoid sy SoniMEY s pailedun payddns ssinjeug

idarteis a5 o
SILVER TOWE L o
p BASE DOOMWING
EXAMPLE OF A COMPLETED SILVER TOWER THRINE LI

(CETADIEL
= Iyt acrinzis




Minlatures supplied urpainted. WARNING: This product containg lead which may be harmiul f chewed or swallowed, Citadel #inistures are nob racommendad for ahildren under 24 yuat ol ago
& Copyright Games Waorkshop Lid 1934, Al nghts resered

CITADEL
SN TS

BONECRUNCHA

- EPIC ORKS

BOMECRUNCHA
TURRET
FEININ

THE COMPLETE BONECRUNCHA,
COMSISTS OF
I x ROLLER
1% PLASTIC TANK CHAESIS
1 = BOMNECEUNCHA TURRET

FHIVAE
EXAMFLE OF A COMPLETED BEONECRUNCHA

PLASTIC
TANK
CHASSIS
12775

GUTRIPPA

GUTRIPEA

TURRET

pitc it
THE COMPLETE GUTRIPRA

CONSISTS OF
1 x POWER CLAWS

1'x PLASTIC TANK GHASSIS

1 % GUTRIFFPA TURRET

EXAMPLE OF & COMPLETED GUTRIPPA FHAGRE

SCORCHER

PLASTIC
TAME
CHASSIS
102773

GIBLET GRINDA

THE COMFLETE GIBLET GRINDA CONSIETE OF
1 x GIELET GRINDA CHASSS
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THE COMPLETE SKULLHAMMA CONSISTS OF i Pe—
1 % BKULLHAMMA CHASSIS
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Designed by Norman Swales




SPACE MARINES

TERMINATORS

TERMINATOR BOOY
042443

STORM BOLTER

ARM
042144

TERMINATOR SERGEANT
BODY
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ASSAULT CANNCH ARM
04415

CHAIN FIST
44159

A COMPLETE SPACE MARINE
TERMINATOR CONSISTS OF
1 x TERMINATOR BOTY
1 X AIGHT ARM
1 x LEFT ARM
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EXAMPLES OF COMPLETED BFACE MARINE TERMINATOAS
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Designed by Jes Goodwin
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CATACHAN JUNGLE
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A CHAOS HORDE ATTACKS A F

ORCEO

FIGHTERS CLASH WITH GENESTEALERS AND A CARNIFEX

F IMPERIAL ENIGHTS WITH THETR ELDAR ALTIES
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 ULTRAMARINES CI.EANSE AN ORK SETTLEMENT



