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FREE WIZARD!

As we promised you last month, you
should find a free plastic Wizard
altached o this copy of White Dwarf,
Each wizard can bolster your
Warhammer army and is a worthwile
addition to anvbody’s collection. You
can sec all eight plastic Citadel
miniatures in this mini-collection, ully
painted on their own special 'Eavy
Metal page later in this issue.

DARK ELVES
Work is continuing apace  on
Warhammer Armies — Dark Elves,
due on the shelves in the next few
maonths. The book contains not only a
full army list, but also the complete
history of the Dark Elves from the (ime

of the Sundering through to their
battles of the present day. Jervis
Johnson has been busy creating the
fiendishly evil Special Characters, who
include (at the moment!) Malekith the
Witch King himsell and Morathi the
Hag Sorceress.

CODEX: TYRANIDS
After finishing Epic Hive War, Andy
Chambers plunged straight into Caodex:
Tyranids for Warhammer 40,000

Designicus, will be featured in While
Dwearl in the next few months,

MAIL ORDER MELTDOWN!
From May 1st, Games Workshop's
Mail Order service will be open 24
hours a day during the week! That’s
right, from Monday to Friday yvou'll be
able to "phone in vour order whatever
the time of day! On Saturdays and
Sundays our telephone lines will be
ready for you from B.00 am to
10.00pm, so there's no reason why you
can't get those figures you really need
to beat your opponents as soon as
humanly possible.

And if you are still in need of even
more reinforcements, every Games
Workshop store will be open on Bank
Heliday Monday the 29th May!

Thaose of you who've seen a copy of
Epic Hive War will have an idea of
what to expect — Hive Tyrants, Lictors,
Gurgoyles and too many other beasties
to mention here. A wotally new range of
horrilyving Tyranid models, sculpted by
the talented Adeptus Miniatures

See you next month, &

DA ROOLZ BOYZ

“Can an Assassin dodge
a Vortex Grenade?”

“How should I pick my
Skaven army?”

“When's the Dark EIf
book out, den ?”

“How many Gretchin
does it take to change a
light bulb?”

Did vou know that any of your
rules questions, including advice on
army selection, can now be
answered by Games Workshop's
Roolz Boyz?

All you have to do is drop us a line
with your questions (please include
a large, stamped, sell-addressed
envelope) al the address helow:

Da Roolz Boyz
Games Workshop,
Chewton St, Hilltop,
Eastwood
NG16 3HY

 GERMANY

EMPLOYMENT OPPORTUNITIES

Are you a German national? Or are you a citizen of any EU country with German
s your mother tongue? Are you a fan of and familiar with Games Workshop's
Warhammer, Warhammer 40,000 and Epic games systems and models?

Write 1o us now for details of a range of exciting, challenging and rewarding job
opportunitics with Games Workshop.

We need translators, editors, proof-readers to help with our fast-growing output of
German language editions of our games. We need sales people to help sell our
games and models over the ‘phone and on the ground in Germany. We require
Mail Order sales people. We need retail sales staff. There are vacancies at all
lewvels, from junior ‘trainecs’ to senior managers.

No pa:t;cuiar qualifications are requited bevond a fluency in German (and
competence in English) and an enthusiasm for Games Workshop products. Of
course, your previous experience and any relevant skills will affect the pcmm
available o you and your starting salary.

Al the moment, all the positions are based in the UK. In the near future, hmuiwaa:,
we will be opening our lirst German store, It is important, thercfore, ﬂ&&t
applicants should he willing to relocate anywhere within the UK or Germmy

Apply in the first instance with a full ©V and deails of your expm w11i1
'Gms Workshop games fo: S

Gmes Workshop Ltd, German Staff, Chewton Street, Hillmp,
Eastwood, Nottingham, NG16 3HY e




THIS MONTH'S
WARHAMMER RELEASES

Wash Paint Set 2 £5.99
(Boxed sel of six washes)

Dark EIf Spearmen £4.99
(Four miniatures per blister)

Dark EF Crosshows £4.99
(Four models per Blister)

Azhag the Slanghterer £19.99

{One miniature per boxed set)

DARK ELVES

The evil Dark Elves of Naggaroth are
gathering! This month we release the
first models in our brilliant new range
of Dark EIN menlels, Designed by Aly
Marrison and Colin Dixon of Marauder
Miniatures, the excellent Dark ELI
Spearmen and Dark EIf Crosshows
form the backbone of every Dark EIf
loree. The deadly repeating crossbows
can cut a swathe of death through the
advancing enemy ranks and once the

Dark Elves' adversaries are upon them,
the Spearmen can meet the enemy
charge head on, and send it reeling
back across the batelefield!

Warhammer Armics — Durk Elves is
also due for release soon. Writlen by
Tervis Johnson, the creator of Blood
Bowl, 1t will contain a full history and
background to the dark race together
with a complete army list.

ELDAR REVENANT
SCOUT TITAN

Sleck and deadly, the Revenant scout
Titan specds across the baulefield. s
twin Pulse Lasers leaving a trail of
destruction in its wake, Protected by
sophisticated holo fields, the Revenant
scems to appear out of nowhere, lets
lowose g deadly salvo from ils weapons,
and then hounds off to attack another

target. With its powerful jump jets, no
enemy is safe from the Revenant as it
makes graceful leaps over trees, ruins
and even buildings, to get at its foes!

les Goodwin's new Revenant Titan
miniature 15 one of the most dyvnamic
models in the Epic range. The
beautifully sculpted miniature superbly
caplures the speed and agility of this
deadly war machine. Andy Chambers

NOW OPEN AT:

Unit 2
West End Extension
Silbury Boulevard
Milton Keynes Shopping
Centre

MILTON KEYNES

AZHAG THE
SLAUGHTERER

Perched upon the massive form of his
War Wyvern, the legendary Azhag the
Slaughterer leads the hordes of Orcs
and Goblins against anybody who gets
in the way! Drawing on the power
from his Crown af Sorcery, Azhag can
see ofl the mighticst foes, while his
massive War Wyvern can tear and rend
its way through whole regiments.

Magnificently sculpted by Trish
Morrison and Gary Morley, Azhag the
Slaughterer is bound to form the
centrepiece of many proud Ore and
Cioblin armies.

THIS MONTH'S
EPIC RELEASES

Eldar Scout Titan £9.99
(Twa models per hoxed ser)
Knight Baron £2.99

(e miniature per blister)

gives full rules for including the
Revenant scout Titan in your Epic Eldar
armies later in this issue.

KNIGHT BARON

Imperial armies can also bolster their
forces with the new Knight Baron, As
‘previewed’ in the Abontination hattle
report, the Knight Baron is an essential
addition 1o any Knight Househaold.

CITY
SGUARE

HAEMTAT

ACORM WALK

SIL|

BoRoUGH was i

BURY ARCADE

[ o

MARKS &
SPENCER

]

QUEEMNS

COURT BOOTS

—

MIDSUMMER ARCADE

BOROUGH WALK

Sl CROWH WALK




Presents

EXTERMINATUS

3rd Bournemouth
10th Brighton

17th Blackpool
24th Coventry
JULY

1st Gloucester

With loads more : imited . - editac
dates to come... - Exterminatus Poster



WARRIOR PRIEST

The second Warrior Pack for
Warhammer Quest is released this
month. The Warrior Priest is an
excellent companion on any adventure,
able to call upon the gods themselves
for aid, With righteous anger, he strikes
down foes with his polent Warhammer,
and with his Hely Boak of Sigmar he
can invoke blessings upon the party. On
his hand he also wears the Ring of fade,
embucd with magical healing power.

Like all the Warrior Packs, the
Warrior Priest contains everything
you need to use this devolee of Sigmar
in your adveniures. The box includes
Warrior and Equipment cards, a 16

THIS MONTH'S
WARHAMMER 40,000 RELEASES
Craftworld Paint Set £5.99
(Boxed set of six paints)

Imperial Chimern £15.99
(One plaste kit per boxed set)
Librarian Terminator £2.99
(One miniature per blister)

Katling Snipers £4.99
{Four models per blister)

Mordian Iron Guard £4.9%
(Four miniatures per hlister)

Tallarn Desert Raiders £4.9%
{Four models per blister)

Tallarn Desert Raiders £2.75
Lizutenant

(Ome mo<del per hlister)

FORCES OF HUMANITY

The Tallarn Desert Raiders
Licatenant is now on hand to lead
vour warriors to victory while all the
existing Imperial Guard infantry
regiments are now also available in
four-model blister packs.

IMPERIAL CHIMERA

By far the most potent addition 1o the
Imperial Guard army is the new
Imperial Chimera. The Chimera is
designed o carry Imperial Guard
squacds across the war-torn bartlefields
of the forty-first millennium and is
armed with a deadly multi-laser, a

page rulebook and a magnificent
Warrior Priest miniature sculpted by
Gary ‘Blood Bowl” Morley.

MORE LOOT!

The secend pack of additional
Treasure Cards is also available this
month. With these extra fifty six cards
your Warriors can find even more
magic items in the dungeon, ranging
from the rare Quarg Horn to the
mighty Gauntlets af Soul-Rending or
barrel of Bugman s XXXXXX! These
cards can be added straight to your
existing treasure decks, and even more
ol these Treasure Cards are planned for
release in the near future!

WARHAMMER QUEST
RELEASES

Warrior Pricst Warrlor Pack  £6.99
{Boxed set with one model, cards,
counters and rulebook)

Treasure Deck 2 4.9
{Ser of 56 cards)

Tallarn Desert Raiders Liewtenant

heavy bolter and six lasguns. This
brilliant plastic model is fully detailed,
with positional guns and lots more
modelling options,

RATLINGS

They may be short, but they're deadly!
The eagle-cyed Ratling Snipers will
add character to any Imperial Guard
army, where their usefulness has been
proven time and time again. These
plucky chaps are the result of Alan
Perry’s skillful fingers!

MER

EXTERMINATE!

The truly awesome Space Marine
Terminator Librarian is not only a
potent psyker, capable of blasting the
enemy with his formidable mental
powers, but he’s also wearing the most
impregnable armour in the Imperium!
Sculpted by Jes Goodwin, the
Terminator Librarian is a worthy
addition to any Space Marine army.

CHAOS CHILD

Chaos Child, the third book in Tan
Watson's Inguisitor series. is now
available in hardback from all good
book shops priced £15.99. The book
follows the
continuing SLory
of Inguisitor Jag
Draco uas he
battles against
vicious aliens,
Chaos marauders
and hidden
forces within the
heart of the
Imperiwm itself,
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FIRST INTERNATIONAL

o

Abave: All of the
generals were awarded
o rRament poiney for
well-painted  armies.
Here, Judge Andy Jonex
takes & clese-ap look of
o High Elf foree

Right: Two plavers
confer over a point in
the rufes.

Right top: The hall is full for the second vound of the towrmament on

Saturday afterncoon,

Kipht above: Jervis Jolnson with a contingent of gamiees wie came all the

wary from Iraly to take part!

Righi: Even after plaving twe games of Warkammer on Saturday, many more multi-player banles

went on late inte the night!

WARHAMMER
TOURNAMENT

Over the Easter weekend Nottingham
University rang to the ¢lash of steel on
steel and fang on hone. This cacophony
of war was the result of Games
Workshop's  First  International
Warhammer Tournament. Both staff
and competitors agree that the event
was a huge success and great fun.

CELEBRITIES

Mot only did everybody get the chance
to prove their prowess (or lack of!) at
Warhammer, but a variety of Games
Workshop's stars dropped in over the
lwo days o talk to the gamers. Gary
Morley held a seminar on the. finer
points of minjature design, and showed
ol some of his fantastic never before
seen Warhammer Cuest mosdels,

Mark Jones, figure painter and squig
leok-alike, held forth on the painting

techniques of our BEavy Metal team,
while Andy Chambers, Jervis Johnson,
Rick Priestley and Nigel Stillman were
on hand to answer everybody's queries
ahoul Warhammer, the future additions
tor the Warhammer Armies series, and a
host of other questions,

THE ENEMY

Perhaps the best part of the First
International Warhammer Tournament
was the opportunity to sit down and
talk with lellow gamers, discuss
lactics, painting tips and generally chal
about our hobby, People who had
never mel before could happily
wrangle over the best use [or a Skaven
Doomwheel and then prove who was
right aver the zaming table!

As if the three Tournament battles
weren't enough, many of the gamers
got together on Saturday evening to
fight massive battles, combining their

Abave: The Tournamen! Winners. Left ta
righs; Amiel Fieldman ¢ Best General), Goreriy
Hamilton {Best Paint Jab), Jervis Johnson,
David Cain (Qverall Winner) and Mike

Murshall { Biggest Brain).

armics and lighting across several
tahles. There were huge Skaven armies
battling the Empire, the entire
population of Ulthuan combating the
Undead hordes!

THE FUTURE

The First International Warhammer
Tournament was such a success that
we'te pretly sure there’ll be a second
one, and probably ournaments for oar
other major Games systems,
Warhammer 40,000 and Epic. Watch
this space for details!
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On the front of this White Dwarf you’ll no doubt have seen your free Citadel Wizard. In
fact, it probably isn’t on the front cover any more, is it? Most likely, you've already taken it
off, painted it and fought several battles with it!

FREE WIZARD!

Whether your ree Wizard is a Chaos Sorcerer or a Bright
Wizard, they are a powerful force to add o your Warhammer
army. With the wide variety of spells available, they can blast
cnemy regiments, magically transport themselves actoss the
battlefield, or even bring the dead back two life! Even though
there are many types of Wizards, one thing remains constant:
(heir power comes from the invisible Winds of Magic.

L |
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THE WINDS OF MAGIC

Across the Warhammer World blow the mysterious Winds of
Magic. Invisible to those without the gifi, these currents and
tides are the secret (o vast powers. When the Dark Magic
Blows strongest, the dead rise from their graves and daemonic
hordes of Chaos rampage down [rom the Northern Wastes to
plunder the O1d World. These winds are invisible to the
ordinary eye, but like more mundane air currents they swirl
and eddy, increasing to gale force and just as suddenly dying
down (o a mere breeze,

ULTHUAN

The High Elven isle of Ulthuan is the centre of a massive
magical vortex. Millennia ago, the powers of Chaos were
much stronger than they are now and their dagmons stalked the
Warhammer World with absolute freedom. The High EIf noble
Caledor set up a series of standing stones around Ulthuan, each
of which drew the Winds of Magic from the Chaos Wastes and
channelled them safely to earth. His labour contributed to the
defeat of a massive Chaos incursion and calmed the rbulent
storms that once ruled the Winds of Magic.

The High EIf Mage Teclis founded the Colleges of Magic to
teach the ways of magic to Men. It is amidst the lofty lowers
and glittering spires of Altdorf that the Batle Wizards of the
Empire slowly learn 1o harness their powers. The Colleges are
divided into eight colours, each of which corresponds (o one of
the Winds of Magic,

DARK MAGIC

The Winds of Magic are the raw power of Chaos and it is
unsurprising therefore that they can be put to evil ends.
Mecromancers, Liches and Chaos Sorcerers all use vile rituals
and forbidden rites to increase their control over the fickle
tides of Magic. Chaos Sorcerers are particularly Feared, for

they use this power to bind daemons to this world, and forge
potent artefacts to defeat their enemies. A Chaos Sorcerer
wiclding an enchanted blade is a force to be feared, as he
stalks across the battlefield.

The Dark Elves of the chill realm of Naggaroth are the equal
of their cousins from Ulthuan, In fact, this cruel race is ruled
by one of the mightiest Sorcerers ever to tread the
Warhammer World — Malekith the Witch King. Their ability
to use Dark Magic in its purest form makes a Dark EIf
Sorcerer or Sorceress a versatile and deadly enchanter, as
many a rash foe has found to their peril!

ENJOY YOUR GAMES!

Al the rules and information about Wizards and magic in the
Warhammer World can be found in the Battle Magic and
Arcane Magic supplements. Both provide exhaustive details
about the magic users, good and evil, that you can send into
battle on the tabletop, Have fun with your new Wizard, and
may the Winds of Magic never let you down!
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IMPERIAL CHIMERA

By lan Pickstock

The Imperial Chimera carries a complete Imperial Guard squad to the heart of the

battle, where they are able to deploy under cover of the Chimera’s multi-laser and

heavy bolter. This potent combination creates a fast moving strike force that can
reinforce a weak position or rapidly secure ground behind enemy lines.

This month sees the release of Citadel Miniatures® latest
Imperial vehicle — the Chimera. Just like the Leman Russ
model released last year, the Imperial Chimera is of
exceptionaly high quality. The kit includes separale rack
seclions, highly detailed parts, movable guns, a wide variety of
different modelling options and lots of accessories, In addition,
over the coming months we plan to release a selection of metal
additicns for both the Leman Russ and the Chimera. These will
allow vou o model the many tank varants that roll oot of the
manufactorics of the Adepus Mechanicus.

The Chimera was developed by the Adeptus Mechanicus to
provide the Imperial Guard with a heavily armoured troop
transporl, Unlike the Space Marines' Rhinos that usnally
withdraw after their squads have disembarked, the Chimera
needed to be able to add its own weight of fire to a staunch
defence or provide lfast-moving infantry support to the
blitzkrieg attacks spearheaded by the larger balille lanks. This
meant that the Chimera needed to be fast enough to keep up
with tanks like the Leman Russ, have considerably more
armour than a Rhino and carry some Fairly serious Orepower of
ils oW

MOBILE FIREPOWER

T'he Adeptus Mechanicus tried many soletions, but in the end
they decided to develop the Chimera from the Basilisk artillery
gun. Using the Standard Template Construet for the Basilisk,
the Adeptus Mechanicus modified the basic chassis and added
extrg armour W the hull, The engine was redesigned to give
greater spead and the Basilisk's huge Earth Shaker cannon was
replaced by a heavily armoured transport compartment,
Finally, a small turret was added to supplement the fronc hull
weapon mount, allowing the Chimera 1o carry two heavy
weapon systems,

The Chimera is an infantry fighting vehicle. This means that
not only can it provide a squad with protection from Ane while
transporting them through the battle-zone, but it is also able w
function as a mobile platform fom which the squad may fight.
The Chimera has a troop carrving compariment at the rear of
the tank with access via a small door. However, for rapid
deployment of troops into combat the whole rear of the tank
opens up. Powered by huge hydraulic pistons, the back of the
vehicle turns into a ramp allowing Imperial Guard troops and
heavy weapons teams to embark or disembark from the
Chimera in seconds, even while it is still moving.

woi1



IMPERIAL CHIMERA
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The troop compartment is lined with three firing ports along
each side, equipped with ball-mounted lasguns, Troops inside
the vehicle can use these to defend the Chimera from any
enemy infantry squads thal atlempt to get too close. The large
top doors can be opened to increase the vehicle's lirepower
-even further, by allowing the squad (o fire a heavy weapon
from within the vehicle.

The Chimera is also equipped with a turret mounted multi-
laser and a hull mounted heavy boller, These two armaments
are excellent anti-personnel weapons and make the Chimera
the ideal vehicle for protecting other batile tanks against the
risk of close combat attacks, As the tanks move forward, the
Chimera transports advance behind them using their muln-
lasers and heavy bolters to flush the enemy infantry out of
cover. This tactic leaves the battle tanks tree o cngage heavier
targets and gain maore ground.

BATTLE STRATEGY

Unlike the Space Marines who can always rely on a Rhino or
Land Raider for transport, the infantry companies of the
Imperial Guard mostly fight on foot. As a result, infantry
companies usually employ tactics that rely on massed troop
assaults, designed to overwhelm the enemy with sheer weight
of numbers, rather than the more tactically precise sirikes of
the Space Marines. The Imperial Guard infantry is also
supported by large tank companies. These tank and inlaniry
regiments fight wogether to form one huge war machine. The
infantry companies torm a huge bauleling ofien swretching for
miles, and consisting of millions of men. The battleline takes
the brunt of any enemy offensives and makes it very difficult
for any infiltrators to penetrate the Imperial lines,

Imperial Guard tank companics are olien deploved behind the
battlelines, ready to be used in a reserve role. Behind the
battlefront, huge Leviathan command centres coondinale the
Imperial Guard war effort, monitor enemy activity and
organise reserves to bolster Magging sections of the line, The

wDiz2

reserves usually consist of infaniry squads mounted in
Chimeras and organised as mechanised units, As soon as they
receive orders from their command centres they speed towards
the battlefront. Upon arrival, the Guard squads and their
Chimeras are more than enough to repel the attackers and mwrn
the tide of the battle.

CHIMERA ASSAULT

The Chimera is also employed by the Imperial Guard to
support blitzkrieg artacks against the enemy. These assaults hit
like a sledgehammer and while the enemy is still recling the
entire Imperial battleline begins its relentless push forward.
Sometimes these attacks can be so successiul that the blitzing
tanks find themselves left outl on a limb, stuck in ne-man’s
land and often short of fuel and ammuniticn

The Imperial Guard is a slow, lumbering machine and the
battle tanks could be stranded for hours while the main
hattleline advances lowards their position. This leaves the
enemy with plenty of time to rally and organise a counter
attack to regain their lost ground. More often than nol, the
bartle tanks will be in dense terrain, in amongst the deserted
trenches and defences of the enemy and vulnerable to close
combat attacks.

In these situations, the mechanised infantry units mounted in
Chimera infantry fighting vehicles accompany the tank
sguadrons. Afler the tanks have pounded the enemy into rout,
the troops deploy from their transporis and secure the arca
until the main battleline reaches their position, These
operations are extremely dangerous and only undertaken by
the best of the Imperial Guard squads, 17 the attack is badly co-
ardinated or the enemy launch a successful counter-attack, the
units can find themselves completely cut ofT,

From behind their lines, the Imperial Guard is always
supported by heavy artillery units like the Basilisk which are
especially designed for barrage work. Immediately before an
attack, these big guns are moved up o forward positions where
they unleash a massive hail of fire and steel. As the ground
crupts inte a maelstrom of explosions, the enemy are beaten
back from key positions, or lefl stunned and confused. In
addition, tanks may be eguipped with battle cannons which can
add firepower to the barrage before an attack. A barrage is also
useful in defence as an effective way of breaking up enemy
attacks, destroving troops and vehicles belore they reach the
Imperial Guard's battleline,

Before the smoke clears [rom this deadly harrage. the Imperial
reserves strike. In a vasi tidal wave, the entire Imperial army
starts to charge forward, pouring through the gap blasted in the
enemy formation.




IMPERIAL CHIMERA

Vathallan Ice Warriors rapidly deplov to protect their Chimera from the attocking Eldur Howling Banshees

When the Imperial Guard deploys its forees, any vehicles and
troops cartied in vehicles may be held in reserve. Reserves arc
not deployed on the bartlefield at the start of the game bul are
held back until the battle has begun. You do not have to tell
your opponent what you have placed in reserve. This means
you'll be able to use the Chimera’s troop carrying capability 1o
hold Imperial Guard squads in reserve.

At the start of any of vour turns, ineluding your lirst i, you
may decide to bring any reserves on 1o the battleficld. Declare
which vehicles or vehicle squadrons you are going 1o bring on
and place them on vour own table edge, These may move and
fight as normal during the turn that they are deployed. Vehicles
may enter at any speed (o represent the lighining last strike of
these massed formations.

This is a big advantage because it means you can bring on a
Leman Russ or a Chimera troop carricr at Fast speed.
Remember vehicles that deploy normally are restricted to slow
speed. In effect, vou can move a speeding armoured column
straight to the attack from a reserve position, arriving at your
target sooner than if yvou had deployed normally!

BARRAGE

Part of the blitekrieg attack is the initial barrage. Although the
Chimera does not mount a baule cannon itself, the barrage
rules below are included as a reminder. Chimera (ransports are
often used to rapidly deploy troops inlo areas where the
barrage has weakened the enemy, using their high speed 1o
secure the zone before the enemy can recover.

After both sides have deployed. but before either has taken its
first turn, the Imperial Guard can bring down a mighty barrage
of fire upon its enemy. This is worked out by allowing each
batlle cannon already deploved on the table to fire once at the
enemy targets in the normal manner.

In addition, any batlle cannons held in reserve may shoot at
maximum range against any target that is visible to at least one
of your deploved models. This rule enables the Imperial Guard
to open up a hole in the enemy’s lines that can be exploited
very effectively with an armoured thrust from reserves. The
barrage also gives the Imperial Guard plaver a chance 1o knock
out key weapons or characters before the battle gets underway.

o
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IMPERIAL CHIMERA

TRANSPORT

The Chimera may carry one complete Imperial Guard squad
with all their equipment and heavy weapons, This includes
squads like Ogryns and Ratlings, but not Rough Riders. In
addition. il the sguad is led by an Imperial Guard character,
such as a Colenel or Commissar, then the character may also
ride in the Chimera. For example, the Chimera may carry a
complete Imperial Guard Tactical squad including its heavy
weapons team and an additional character model,

No more troops than this can be placed inside, regardless of
how many actual models are in the Chimera — any spare space
will be taken up with the sgquad’s equipment, supplies and
ammunition. Ratlings are notorious for carrying excessive
amounts of equipment, especially supplies and rations. For this
reason & Chimera can still only carry five Ratling models!

Any models being carried by the Chimera may fire the Tasguns
mounted down each side, and the cupola moonted storm
bolier, Onee the squad has left the Chimera the lasguns may
not be fired, although the turret gunner may Gre the starm
bolter instead of firing the multi-laser.

The Chimera troop carrier 15 completely sealed, making it
extremely useful for transporting Imperial Guard through
hostile environments and protecting them from the harmful
effects of gas weapons. Troops inside a Chimera may ignore
the effects of Choke, Hallucinogen, Rad, Scare, Toxin and
Virus grenades. OF course, if the squad is firing from the open
top doors, the vehicle is no longer enclosed and they and the
crew will be affected as normal.

A Chimera has a potenl array of weaponry, geared towards
destroying enemy sguads and weeding infantry out of cover,
The diagram below illustrates the fire arcs of the Chimera’s
four different weapon systems,

LASGUNS ] 80 TGRS iTiis ASGUNS - 180°
FIRE ARC TO- RE ARC TO
SIDE

FRAG DEFENDERS

The frag delender round is a special kind of auto-launcher
ammunition that is used instead of normal frag or blind
grenades, to protect vehicles in close quarters operations. The
frag defender round is launched straight upwards and explodes
in a gigantic airburst above the vehicle. scattering shrapnel
over a wide arca, Unlike normal ammunition, the frag
delender may be fired at any point in the game, including the
hand-te-hand combat phase before other models attack? When
it is fired, any models touching the vehicle sustain a Stength 4
hit with & -1 saving throw modifier. Models wearing flak
armour receive the +1 armour saving throw bonus for being hit
by a blast weapon and will therefore save on a D6 roll of 6.
Maote that just like normal auto-launchers, frag defenders may
still only fire twice per battle,

ARMY LIST - SUPPORT SECTION

IMPERIAL CHIMERA ...

The Imperial Guard army may include Chimera transports. A
Chimera is crewed by three Imperial Guardsmen wearing ak
armour {6+ saving throw) and carrying a laspistol. See the
Imperial Guard Chimera datafax for details.

140 points

PROFILE MWSBS S T wW | A Ld
Imperial Guard 4 3 3 3 3 1 3 1 7

CREW OPTIONS: The entire crew (not models being
transported) may exchange their flak armour for carapace
armour (4+ saving throw) at an additional cost of +4% pnillts.
FRAG DEFENDER: The Chimera may be equipped with
frag defenders instead of normal auto-launchers for an
additional cost of +10 points.
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IMPERIAL CHIMERA |[»

- CHIMERA OF THE CATACHAN LVI REGIMENT
IN TYPICAL CAMOUFLAGE COLOURS

COMPANY AND SQUADRON MARKINGS

.8 the Command section. 1. 2, and 3 are the 1st, 2nd and
 3rd Squadron badges. The background is a ccrmbtmtmn of
the Platoon and Company colours.

o - ARMY BADGE
" This insignia assists in the administration and movement of
~the vast amounts of hardware and personnel deployed
 throughout the universe.

REGIMENT NAME AND NUMBER

This is the 36th Catachan regiment.

R R

CHIMERA OF THE VALHALLA XCVI REGIMENT




LEMAN RUSS

IMPERIAL BATTLE TANK

The Leman Russ is the backbone of the Imperial Guard army. With its
turret-mounted battlecannon, lascannon and sponson-mounted
heavy bolters, the Leman Russ shatters heavily armoured targets and
devastates enemy troops.

The Leman Russ boxed set contains a highly-detailed Leman Russ

plastic model kit together with two sheets of water-slide transfers and
a sheet of full-colour, self-adhesive banners. The box also contains a
sprue of additional weapons and wargear to enable you to
customise your model.
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NEW BOXED SET &

This new boxed set contains ten highly detailed plastic Citadel Miniatures.

o 'Mﬁd:ﬂ!i

Mimistures designed by Alan Perry:

BLACK ORCS

Black Orcs are the biggest and strongest of
all the Orcs. They are aggressive and
fearless warriors who prefer to fight at
close quarters with two huge hand
weapons. They are feared by all who have
fought them, and their brute strength and
grim determination in battle makes them
very dangerous enemies.

MININTUIRES

C{'[':i\l)l_'E"

These maodels require assembly. We recommend that the models
are carefully removed from the plastic sprue with a sharp maodelling
knife and that they are undercoated before painting with Citadel
Paints. These Citadel miniatures are meoulded in a hard styrene
compound which is particularly suited for painting and modelling.

Games Warkshop. the Games Waorkshop loge, Citadel, Warhammer
and the Citadal castle are registered trademarka of Games Workshop Ltd,
2 Garmes Workshop Led, 1995, All ighis ressnaed,




By Jervis Johnson

At the heart of the land of Talisman lies the awesome Dragon’s Tower, lair of
the evil Dragon King. Dare you brave the deadly traps and hideous monsters
for the greatest prize of all?

DRAGON’S TOWER
Dragon’s Tower is the third supplement for Games
Workshop’s Talisman game. The lirst two expansion sels
allow you to enter the four great Realms which surround the
Talisman land, Each of the Realms offers great opportunitics
as well as terrible dangers for those adventurers bold enough o
explore them. With this latest supplement, the Realms are
juined by the foreboding Dragon’s Tower which lies at the
centre of the Talisman land. This tower was once the home and

fortress of the wizard that ruled the realm, until he was slain
and his place taken by the Dragon King! You must defeat this
evil creature to win the game, To do this you must first make
your way through the fire-blackened rooms and treacherous
slairways inside the ower o where the Dragon King sits,
perched on the ruins, However, this journey is fraught with
peril, as many of the traps and guardians left by the wizard are
still intact and ready (o attack the brave adventurer as he
attempts to reach the top of the tower!

wD1g



TALISMAN — DRAGON'S TOWER

THE CHARACTERS

Talisman — Dragon's Tower contains four new characters: the
seductive Sorceress, the powerful Chaos Sorcerer, the leamned
Alchemist, and the wise Astronomer. Bach new character is
provided with a full-colour character sheet detailing the
character’s sirength, craft and special abilities, and is
represenied by a superbly detailed plastic Ciladel miniature
hand-crafted by the Citade] design team.

PLAYING WITH THE DRAGON’S TOWER

Dragon’s Tower includes a cleverly designed game board
which is put together to form a three-dimensional model of the
tower and the rooms within, The game board is crowned with a
fantastic mulli-part medel of the Dragon King, which sits
glowering from the top of the tower, This imposing structure is
placed on the centre of the game board from the main Talisman
game, covering over the Dragon’s Tower space on the original
game hoard,

In the basic game an adventurer that reaches the central space
must encounter a special set of cards and then fight the Dragon
King. This all takes place in the same turn and will either result
in the playver winning the game or being cast out of the wwer.
With the Dragon's Tower expansion, the character enters (he
first space on the Dragon’s Tower game bouard, and must then
travel through the tower until he reaches the Dragon King
space at the top. This makes the game a little longer, but also
gives other players a chance to try to stop the player before he
reaches the top of the tower. In addition, it makes the final
stage of the game much more exciting, as there is no guarantee
as Lo what the adventurer will meet as he travels through the
crumbling edifice. If he is lucky he may find items that will

help him against the Dragon King — if nol, he may fall foul of
the traps and guardians that protect the Dragon™s Tower.

The basic Talisman rules are left pretty much unchanged, and
the game is still won by defeating the Dragon King. When in
the tower a player must draw cards from the Tower cand deck,
rather than the normal Talisman Adventure card deck. In
addition, if a plaver’s character starts a turn in the tower he
musl roll a special dice to see how many spaces the character
may move. The dice is included with the Dragon's Tower
expansion set and is different to a normal six sided dice. T
bears the numbers 1, 1, 2, 2, 3, 4 instead of the normal 1-6 pips.
YWou will notice that this means you move more slowly in the
rower, which is as i1 should be hecause the tower is full of raps
and monsters. The special dice is only used for movement, you
use a normal six-sided dice Tor battles, psychic combat, or
anything else that calls for a dice roll.

All of these fantastic additions to your game expand upon the
perilous and magical land of Talisman, With all three
expansions you can venture inlo the realm of the Wraithlord,
evade the cruel beasts of the Dungeon and now you can dare
the horrors of the Dragon’s Tower!

NEW TALISMAN CHARACTERS

We couldn’t fit all of the new characters we had writlen into
Dragon's Tower, 5o we've ingluded two of the extra ones we
had to miss out on the page opposite. To use them, simply cul
oul or photocopy the character sheets, and glue them 1o a piece
of thin card. The next time vou play a game of Talisman,
simply shullle these new cards in with the rest of the character
shests when you chose your adventurers,




TALISMAN - DRAGON'S TOWER

NEW TALISMAN CHARACTERS

SPECIAL ABILITIES

1. Whenever you deleat arother player in hattle or

START IN THE

pavehic combat and take ore of their lives, you may GH"J'L“"E"[:}'I.RD

add it 10 your own.

2. When you defeat a monster vou may raisc it from
the dend, Take amy experiznce points as normeal. The
meanster becones your Tollower and adids iis xl.'\renlglh

or crafi to wours for one batthe or psychic cormbal, aller
which it disintegrates and you mast discard it. Yo
may only have one raised monster at a time, Vs %
3, Yo may drgin the Life-Torce of your followers, To
this thas, chisciard the Tedlower snck sokf one (o wouT Fivezs,

ALIGNMENT

W OBJECTS & " FOLLOWERS W9

; .
Yampire

The Yampire is ancient and cunning, and as one of the Undead he controls the very forees of life and death, His unique powers

allow him Lo gain sustenance from living creatures, draining them ol the essence of life, AL full strength the Vampire is almost

invulnerable, raising legions of the slain to do his lidding and reincarnating himsel! from even the most mortal wound.

SPECIAL ABILITIES e
1. Take a broadswerd from the purchase card
deck at the sturt of the game. TﬁVERN
2. You may dizarn a character in battle. The
character must drop one object of your choice
before the battle is resolved. Neither of you NEL:’}'R"\L
may take the ehjcct when you leave the space. &

3. You may parrye when you are in battle. You
muast declare this betore any dice are rolled,
and may add vao o your score. However, 1f

you win the combal counts as diawi. ALIGNMENT

OBJECTS ™o FOLLOWERS ™

Swordsman
The Swordsman is a highly skilled and dedicated fighter who lives for adventure and the challenge of single combat, Using his
considerable prowess with a blade he can send an opponent’s weapon spinning oul of their hand, or fend ofl a Qurry of blows with
a series of lightning fast parries and ripostes.

Permission granted o photocopy for personal wse orly, D Copvright Games Workshop Lid 1995, All rights reserved.



' The ﬁrsl;,thhg ;ﬁﬁmmmmen&ﬁaﬂamm store is huw different it is from
ne.ariy wmmhwﬁh@xﬁﬁm Mﬁﬁﬁ not only all you need for the gaming hobby, but much
: Mhmﬁde;& Wﬁmﬁhﬁ staff and a vast range of Citadel Miniatures, you'll
ﬁn&ewrytﬁmgm need m build up an army or team for Warhammer 40,000, Blood Bowl,

,nr flhs”l‘ilan lggipwﬁm Marim Epm game S}’ﬂm

STORE GPENING TIMES

10 am to 6pm Monday to Friday
9.30am to 5.30pm Saturday

every Sunday:

Every Thursday is Games Night when most
of our stores stay open until Bpm. Whether
you're an experienced gamer or a total
novice our staff will be happy to see you, so
why not come along and join in the fun!

SUNDAY OPENING

The following stores are also now open

Bournemouth, Brighton, Crawley, Dudley,
Edinburgh, Guildford, Manchester, Portsmouth,
Metrocentre, Meadowhall and Thurrock.

JM.D}
UK STORES

ABERDEEMN: Lnit 1, 30°40 Kirkgase.
Tel: 01224 621281

ALTRINCHAM: 1% Graflon Skroe.
Tel: C1619 239636

BASINGSTOKE: 3 Pothars Walk
Wiale 51, Tel: 01256 468050

BATH: 30 Lippar Borough Walls, Te: 01225 314414
BECKENHAM: 292-254 High Strael.

lal: 3181 653 4102

BELFAST: 204 Castle Coun, Tel 01232 233684

BIRMINGHAM: 116 Corparation Streat
Tel: 0121 238 7ALD

BLACKPOOL: B Erley S1. Tal: 01253 752056
BOLTOMN: Unit 25, Firet Floar Gallery,
Shippatas Cantre. Tel: 01204 362131
BOURNEMOUTH: 24 Fost Cffica Rd.

Tal: 01208 319292

BRADFORD: 5 Proadway. Tal: $1274 Fa0353
BRIGHTON: 7 Nile Pavilions, Mile 2t

Tal: 01273 203333

BRISTOL: 13 Broat Walr. Tal: 117 9251533
BROMLEY: & Bromlay Mall. Tal: 0181 468 0678

CAMBRIDGE: 4 Quayeide, (CH Bridge St).
Tel: 01223 313350
CARDIFF: 29-20 High Street, Tel: $1222 44817

CARALISLE: 2 Ear's Lana, Lowthar 51
Ted: 01228 598218

CHELMSFORD: Lhnit K&, The Gallerg,
Tre Maadows Canlre. Tel: 01245 4900458

CHELTEMHAM: 16 Pibdllz 51, Tal: 1242 228419
CHESTER: 112 Forapgata St Tel 01244 311967
COLCHESTER: 2 Snorl Wyra 51, Tal: 01206 TEFET3
COVENTRY: 14 iy Arcade. Tel: 01203 227311
CRAWLEY: 11 Sroadway. Tael: (M283 552072

CROYDOM: Unil 35, Crummand Cealre,
Keewy Road. Tel: 0131 680 4600

DERBY: 42 Sader Gale. Tel: 01332 371657

DUDLEY: Kask L), Uppar Lesvel, Merry Hill Centra.
Tel. 01384 £E1818

EALING: 520 51 Saviours Mall,
Ealing Broasway Canre. Tal: 0181 8400171

EDINBURGH: 136 High St. Tal: 3131 220 6540
EXETER: 37 Princass Hay. Tal: 01392 490305
GLASGOW: 68 Queen Street. Tal: 0141 228 3762
GLOUWCESTER: 35 Clanance Streel. Tel: 11452 5050483
GUILDFORD: 12 Tunsgate. Tel 01263 457793
HAMMERSMITH; 1 Da Foad. Tal: 0181 741 3445

HARROQGATE: ## Baulah Stroat
Tal: 21423 564310

HARPOY: 236 Slation Roixd. Tel 0187 881 2350

HIGH WY COMBE: Unit 2&, Thr: Balzony,
Thie Dclagon Centre. Tal: 01494 531494

HULL: 30 Pasapan Sireel Te: 01462 SRESTE
IPSWICH: 2rd Floor, Debenhams, Wesigale Streel.
Tal: 31473 210031

KINGSTON ON THAMES: 13, Frie Road.
Tal: 3181 543 5224

LEED®: 12-16 Central Road. Tal: 0113 2420634
LEICESTER: 1620 Sivar Streat. Tel: 07116 2530510
LIVERPOOL: 47 Lord Streel Te: 0151 256 1404

CENTRAL LOMNDOMN: Unil F10, The Plaza,
116-128 Cedord Strest. Tal: 0171 455 0839

LUTON: 12 Park Strast. Tel. 01562 £17474

MAIDENHEAD:; 2 Blandy House, 36 King 51,
Tal: 01626 21654

MAIDSTOMNE: Unit 6, 1-B Fudding Lans

Tal: 01622 677435

MANCHESTER: E2/T0 Marsden Gour,
Amdale Gentre, Tel: $161 234 8371

MEADDWHALL CENTRE SHEFFIELD:
1B, High 21, Upper Mall, Tel: 0714 2569036

METROCENTRE MEWCASTLE: Unit B14,
Firsl Floor. Tel: 0197 481 0850

MIDDLESBROLUGH: 38 Dundas 51
Tel: 01642 254081

NEW STORE! MILTON KEYNES: Unil 2,
Wesl End Extanzion, Silbury Soulevard,
Millon Keyras Shoppng CGentra,

NEWCASTLE: £3 Clayton Straet Tel: 0191 232 2418

NORTHAMPTON: & The Friary, Lippar Lewval,
Grovesrar Centre, Tel: 01604 36887

MORWICH: 12-14 Exchange 5t. Tel: 01603 TETESE
NOTTINGHAM: 34a Fnar Lane. Tal: 0115 8430831
DXFORD: 1A New Inn Hall S5t Tel: 01865 222182

PETERBORACLUMGH: 3 Wenkaarth Sireal.
Te: 01733 890052

PLYMOUTH: 84 Coriwall 51. Tal: 31732 254121
PORTSMOUTH: 34 Arundel 5t Tel: 01705 B7R266
PRESTON: 15 Milar Arcada. Ted: 01772 821855
REAMNG: Linil 3, Cheapside. Tek 01734 RO8693
ROMFORD; 12 Ouadranl Arcade, Tal: 1708 742140

5T ALBAMNS: 1B Hertage Close, High Sireat
T'el: D17ET 861183
SHEFFIELD: 1§ Fitzwilkam Gate. Tek: 0114 2750114

SHREWSBURY: Unit 2, Brdge Stroet.
Tel: 01743 362007

SOUTHAMPTOMN: 23 Esst Street. Tel: 01703 331852
SOUTHEND: 12 Southchurch Aoad.

Tal: 01702 461251

STAINES: Elmsleigh Centre. Ted: (1782 L6675
STOCKPORT: 32 Mersey Squeare. Tal: 0161 4741427
STOKE OM TRENT: 27 StaHord Streal. Hanlay,

Tal: 01782 204287

SUTTON ON THAMES: Linit 26, Lipoer Ml

Tirnes Square Shoppng Centre, Tel: D181 770 B454
SWANSEA; 45 Prircess Way. Tel: 071782 4583360
SWINDON: 17 Floet Slreat. Tel: 01723 436036

THURROCK LAKESIDE: Unit 415, Leval 3Food
Court, Thurock Lskeside, Tel: 81708 8237123,

TORGUAY: 12 Markel 5L Te': 01800 201038

WATFORD: Unit 1A, Harlequin Cendra,
Queens Road. Tal: 01523 245588

WOLVERHAMPTOM: Lini 88
Mander Cenlre, Tal: 015302 310486,

WORCESTER: £ Chades Street. Tel: 01305 616707
YORK: 26 Ooodramgate. Tal: 01804 653575
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Come along and join in our massive battle at the

__/

¢:% EMPIRE IN FLAMES &
ROADSHOW Dy

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

Bugman’s Brew?

JUNE
3rd Torquay
10th Bristol
17th Ipswich
24th Southend
JULY
1st Aberdeen
with loads more dates
to come..,

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 limited
edition Bugman'’s
Baseball Cap so see
you there!
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RATLING

SNIPERS

Ratlings are renowned for their superb marksmanship and an uncanny ability to

snea!: through the undergrowth without being seen. Once the battle has begun,

they emerge from hiding, causing havoc amongst the enemy as they cheerfully
fire a lethal hail of poisoned shards into their hapless foes.

Since the colonisation of space began, human populations have
been exposed to all kinds of extreme environmental
conditions, Most long-established human worlds have
populations with distinetive physical iraits, such as a dominant
hair colour, body shape, or height. Extreme cases of physical
adaptation have produced mutant populations which are no
longer human. Squats are the most important of these mutants
and the most widespread, but there are others. Some are 5o
heinously corrupt in mind and soul that the [nquisition
considers them too dangerous o live, and ruthlessly purges
whaole worlds [or resettlement.

HALFLINGS

Amongst the broad range ol tolerated mutants are Halllings,
who are usually called Ratlings in the Imperial Guard, and
which are also known by a variety of other names including
Runtlings, Stunties, and Maggots. They are characteristically
short, being smaller and slighter than Squats, and not as strong
ar resilient as a normal man. These qualitics do not make Tor
ideal warriors and relatively few are recruited into the Imperial
Guard, However, they do have one particular expertise which
is that they are remarkably good shots. This, together with
their small size and ability to sncak stealthily through
undergrowth, makes them ideal snipers.

Infiltration. Halfling Snipers may deploy onto the battlefield
using the Infiltration rule. This means they can deploy alter the
enemy army has been placed on the table, They may also be
placed anywhere cutside your opponent’s deployment zone, as
long as no enemy model can draw a line of sight o them. For
full details of the fafiltration rule see page 11 of the
Warhammer 40,000 rulebhook.

Dispersed Formation. Ratling Snipers have a 4" coherency as
described on page 16 in the Squads section of the Warhammer
40,000 rulebook.

NEEDLE SNIPER RIFLE

The needle rifle is a sniper’s weapon used by Space Marines,
Eldar Scouis and Ratling Snipers of the Imperial Guard. The
rifle fires small darls made from a deadly neuro-toxin chemical
frozen into a dart or sliver by the gun before it is fired.

Unerring accuracy is afforded by a low-power laser beam
which drives and guides the chemical dart to its target, IT the
target is armoured, the beam pulses when the rifle is fired,
punching a tiny hole which allows the wxic dart to penetrate
the victim.

W25




RATLING SNIPERS

R 1 o L L s

Ratling Snipers ambush o mob of Deathskt! Looteas.

The needle sniper rifle may be used against any target,
including vehicles, robots, and buildings, in which case it is the
laser rather than the toxin which does the damage. Use the
details given on the weapon's profile and work out the
weapon s effect as normal.

When used against living targers roll to hit as normal. If the
wegpon hits then make an immediate armour saving throw, no

Shart Leng To Hit To Hit

Strength Damage

Range Range Shaorl Long

Save Armour
Madilier

roll to wound using Strength and Toughness is required. If the
target’s saving throw is not successiul, the woxin automatically
takes elfect.

Toxins can be tailored to affect any living creatures, but no
toxin exists which will affect 4 daemon or an Eldar Avatar, As
yel no toxin has been developed which will affect Tyranids
and Genestealers — although Genestealer hybrids are affecred
as normal.

RATLING SCOUTS

For every Command seetion in vour Imperial Guard army you
may include o squad from the Auxilia section of the army list.
This squad may be either Ratling Scouts, Ogryn or Imperial
Guard Veterans,

RATLING SCOUT SQUADS

The squad consists of 5 Ratling Snipers armed with needle
sniper rifles and wearing flak armour {6+ saving throw),

80 points

PROFILE
Ratling

MWSBS 5 T W | A Ld
4 gecdr @ B o, 850 e

Penetration Spacial

0-16 16-32 +1 - 3 1

-1 | DE+3 See rules




~ RATLING SNIPERS

Arrongst the ranks of different froops that imake up i
the huge regiments of the Imperial Guard, some of
the most upusuat are the diminutive Ratlings, From
concealed positions deep hehind enemy lines these
tiny marksmen use their deadly needle rifles to fire
crystallised shalts of poison into their viclims,

A SQUAD OF RATLING SNIPERS AMELUSH A MOB OF SNAKEBITE BOARBOYY,
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FLAMES OF KHAZLA

By Gavin Thorpe

The catacombs beneath the Old World are full of monstrous creatures and fabulous
treasures, Other mysteries also abound: strange temples to forgotten gods and magical
shrines that can help or hinder the Warriors in their quest for riches and l'ame.

SPECIAL QUESTS

La.l;t month we included an article with new rules, foorplan
and cards for the Gaod Special Quest This was received
very well by all vou battle-hardened Warriors who wanted
more challenges, more danger and even more treasure! In
response, this month we have the Flames of Khazla Special
Quest for vou to add 1o your Warhammer Quest adventures,
Dron't waorry iF you haven't got White Dwarl 185 (shame on
you!), all the rules for Special Quests are given again below.

The Special Quest card and floorplan later in this article can be
used to represent an unexpected twist or mission in your games
of Warhammer Quest. Along with a new Dungeon card and
room are six new adventures [or vou to use. If you also have
the Gaol card [rom last issue you could include that as well,

DUNGEON CARDS

o use the Special Guest card, simply shuffle it in with your

Ohbjective Room cards when you start your adventure. If
vou draw a Special Quest card, roll to see which mishap or
special circumstance has affected your heroic Warriors, This is
just like finding out which adveniure you are playing with a
normal Objective Room.

F Yickering light shone from the wnnel ahead, mixing with
the yellaw plare af the lantern to cast bizarre shadows
along the roughly hevwn walls,

Rurek Thundersword waved the others to a stop and stepped
Sforward to investigare. Drawing his Frosiblade from its

sheath, the Norseman squinted against the light, Ahead af him

a small dais nestled in the cormer where the tunnel turned
sharply to the left. A gilded brazier, fully half as tall as the
‘Barbarian, stood glimmering in the darkness, Suddenly red
and green flames leapt from the brazier and licked against the
stone roof in a gow of magical energy.

Barek heard o veive whispering Inside his fead, urging iim
arwerds, Withour willing it himself, the Barbarian sheathed

e AT, L Lo L s AN s =
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Alternatively, yvou can choose to purposefully set oul on a
Special Quest, eager for the opporlunity (0 gain even greater
riches. If vou decide 1o do this, take all of vour Special Quest
Roem Dungeon cards and pick one at random, Then roll a dice
and consult the corresponding pages to find out what
adventure the Warriors have found themselves embroiled in.

If you are performing a Special Quest you must also find oot
which adventure you were on when circumstances changed.
This is done as normal by drawing an Objective Room card,
rolling a dice, and locking up the result in the Warhammer
Ouest Adventure Book. For example, you may be playing the
Firechasm adventure number 4 — Destrov the bridge, when
vou come across the Flames of Kharla Special (uest number
& — Warning of Khazia

his weapon and thrust his hand fnte the leaping flames. Pain
seared along the length of his arm and suddenly his whole
body felt as if it were burning. Cryving out ke resisied the
instinct to tear his hand away. After a moment the racking
perin hid passed away and something solid and warm o the
toweh was clutched in his hand,

He withdrew his arm slowly, fearful of what horrendous scars
his sword arm might bear, He almaost fainted with relief when
he found the e weas wnharmed.

Clutched in kis hand was o massive ave, runes glittering alonyg
its haft and the head aglow with an inner fire. Raising the
weapon aver his head Barek let owl a shout of trivmph and
called to hix companions. j i
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" FLAMES OF KHAZLA

COMPLETING A SPECIAL QUEST

nless otherwise noted in the Special Quest description, the

Warriors play out their adventure exactly as written in the
Adventure Book. The main difference is the bonus rewards
that you get for completing the Special Quest, This may be
extra gold or additional Treasure cards — the details are noted
in each Special Quest description.

FLAMES OF KHAZLA

Just ahead of the Warriors the corridor
termes sharply, and nestled in the corner I3
a small shrine. An ornate brazier burns
continucusly with multi-coloured flames
that occasionally leap up to the ceiling.

CHOOSING A QUEST

any rumours abound concerning the fabled Flames of

Khazla. The origins of these small shrines are lost in the
mists of ancient history. However, many bold adventurers
claim that they do indeed exist and yvour Warriors have heard u
rumour that ane of these mythical sanctuaries is within the
dungeon they arc heading for. Shuffle the Flames of Khazla
card in with the rest of the Dungeon deck, Roll a dice to see
which of the Flames of Khazla Special Quests is rumoured 1o
be found within the dungeon.

] = TASK OF KHAZLA

he Task of Khazla is a magical trial by combat, created 1o

allow only the most worthy to venture further into the
dungeon, If the Warriors wish to proceed past the Flames of
Khazla they must each complete the Task.

Special Rules

Onlg,- one Warrior can stand on the Flames of Khazla board
seclion at a time. As soon as the first Warrior enters the
board section a shimmering wall of magic prevents any other
mowdel entering. In the next Monsters® Phase tum over the next
Event card. I this has an 'E” in the top corners shuffle the card
back into the deck and keep drawing Event cards until you get
Maonsters. The Warrior must fight one of the indicated
Monsters, The other Warriors cannot help in any way at all, 1
the Warrior kills the Monster he gains double the normal
amount of gold. Shulfle the Event card back into the deck once
the Monster is defeated.

This happens every time a new Warrior enters the board
section, and so cach must fight a Monster belore they can
continue. Unexpected Events cannol affect a Warrior while he
is undergoing the Task of Khazla, so they will always affect
one of the other Warriors instead. Since you will only he able
to move off the Flames of Khazla by exploring through the
emply doorway, it is advisable that the Warrior with the
Lantern is the first 1o undertake the Task,

2 GIFTS OF KHAZLA

he Gifts of Khazla are a test of a Warrior's sirength and

courage. If he is found to have true bravery he will be
rewarded. If he is found wanting he will be hidecusly burnt
and may even die!

Special Rules
ne Warrior may attempt to earn a Gift of Khazla cach
turn, The Warrior musl be standing next to the Flames and
may do nothing else that turn. A Warrior may nol attempt to
gain a Gift of Khazla if there are Monsters anywhere in play.

The Warrior thrusts his hands into the Mames. If he succeeds in
passing the test he can bring forth an item of greal worth from
the flames. If he [ails the flames will burn him, To see if your
Warrior passes or fails roll a dice and add his Toughness, On a
ceore of 6 or less he is deemed unworthy and sulTers 216
Wounds with no deductions for armour. IT he scores a 7 or
more he passes the test and removes his hands unburnt by the
Mames and clutching an item of treasure. Your Warrior gains a
Treasure card from the deck. This card does not count owards
your total for the dungeon so keep it to one side. This means
you may still be given a Treasure card normally even if you
have more treasure than the other Warriors. Each Warrior can
only aitempt the test once, whether they pass or fail,



Fieor'  TFes¥ e

3 OFFERING OF KHAZLA

he Warriors are approached by an old hermit while on the
way Lo the dungeon. He gives one of them some holy

incense which he savs will bring great health and strength if

the Warriors can burn it in the Flames of Khazla as an offering
to the gods, Before the Warriors can ask him any more about
the incense, the Hermit disappears into the gloomy wioods,

Special Rules
Dccid{: which Warrior has the incense. That Warrior can
throw the incense onto the Flames of Khazla if he is
standing next to the brazier at the start of the Warriors” Phase,
Raoll a dice to see what happens, On a roll of 1 the Warriors
have heen tricked and a huge gout of flames rushes over them.
Each Warrior suffers 116 Wounds with no deductions at all,
On g roll of 2 or more the air is lilled with a pungent, sweet
smoke and the Warriors feel uplified and whole. Each Warricr
immediately heals 206 Wounds,

FIAMES OF KAAZLA

4 RENEWAL OF KHAZLA

he Flames of Khazla have the magical property of

cranstorming the Warriors”™ treasure into something else,
However, if the Warrior is unlucky he may well end up with a
pile of molien and useless metal!

Special Rules

ne Warrior may place a piece of treasure in the Flames of

Khazla each turn. The Warrior must be standing next to
the Flames and may do nothing else that turn, A Warrior may
not do this if there are Monsters anvwhere in play.

You must give up an item of Treasure, discard it immediately.
Roll a dice and look up the result below to sec what your
Warrior gains in return. Each Warrior can only make one
affering of treasure (o the Flames of Khazla.

5 GUARDIAN OF KHAZLA

he Flames of Khazla are guarded by a powerful beast

which must be overcome if the Warriors wish o pass,
Even s, the rewards for such valour are great as the Flames of
Khazla hold many treasures and secrets.

Special Rules

n the Monsters’ Phase after the Flames of Khazla are

discovered the Warriors will be attacked by a Minotaur,
This herrific beast is placed on the board as wsweal, however, it
is much more powerful than a normal Minotaur since the
Flames of Khazla protect it. Any Warrior who tries 1o hit this
Guardian with a non-magical weapon is at -1 to their to hit
rill, Warriors using magical weapons and spells affect the
Ciuardian Minotaur as normal.

If they defeat the Guardian, the Warriors gain 4440 gold and a
picee of Treasure as normal. In addition, each of them gains a
Treasure card from the Flames of Khazla themselves,

RENEWAL OF KHAZLA TABLE

1M Koll Result
The Warrior is deemed a coward and
l rogue and all he gets is the molien

remnants of his treasure, which is worth
nothing at all.

Your Warrior gains a single item in
return, Draw the next Treasure Card. [
you are playing the Roleplay rules, a
Warrior gains an ilem of equal value 1o
the one he gave up, For example, if you
offered a Dungeon Koom treasure you
aain a Dungeon Room treasure,

2. 3.4

Your Warrior gains two pieces of
5 6 treasure in return, take the next 2
E Treasure Cards. If you are playing the
Roleplay rules, 8 Warrior gains ilems of
cqual value to the one he gave up. For
example, if vou offered an Objective
Room treasure you gain twoe Objective
Room treasures,

woai



A COMPLETE WARRIOR
~ EXPANSION SET FOR THE
- WARHAMMER QUEST GAME

Years of gruelling training mould
Warrior Priests into men of great
faith and courage. Fearlessly wielding

the creatures of darkness, Warrior
Priests also carry the Holy Book of

~ Sigmar, and use its ancient blessings
to bring down righteous fire on their
enemies, or to revitalise themwlveq
and their companions.

_The boxed set includes a 12 page
rulebook, full colour cards and counters,

1 ~and a finely-sculpted Warrior Priest
i (Jta:lt.] mmiature. 5
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e TWARRIOHR PRIEST
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Coments gnd companents may vary from those dlustreded
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. Thisi is nota ¢umplm game.

. You need a copy of Warhammer Quest to use the contents of this bnx,
CITADEL® | Citade), the Gitadel casile, Games Workshop, the Games Workshop ioga ad e} 5"’1"':|—j .

NINIATIINES Weammer are tegistered trademarks of Games Workshop Lid, Warhammer Quesl is 2 : ,,_/ _J
tradamark ol Games Warkshop Lid. © Gamas Warkshop Lid, 1995, All Tights resarved. M ,|J
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their mighty warhammers against

~In this pack you will find ﬂvcrvthmg_-
you need to play a powerful Warrior
Priest in the Warhammer Quest game.

Minabure desipned by Gary Marley
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FIAMES O0F KHAZLA

6 WARNING OF KHAZLA

WARNING OF KHAZLA TABLE
[ i& said that the Flames of Khazla can granl visions of the

future 1o those who dare 1o stare into their depths. [T the D Roll Result
Warriors risk this ordeal they may gain vital information about Your Warrior is temporarily blinded! For
the dungeon ahead. ] the next M turns he :|1|;|;- do nothing
except defend himself against Monsters’
attacks, and counts as having a Weapon
Skill of 1.

Your Warrior gains a vision of the future,
2 3 4 Any time in this adventure vour Warrior
e may ignore the effects of any onc
successful attack, as he is forewarned and

takes no damage at all.

Your Warrior is shown startling images

5 6 from the future. He gains the ability for the
? resull abeve. [n addition for the duration
of one whole turn in this adventuare, your

Special Rules

ne Warrior may stare into the Flames of Khazla each turn. Warrior may add +1 to all of his dice rolls.
The Warrior must be standing next to the Flames and may A roll of one still counts as a one despile
do nothing else that turn. A Warrior may not do this if there are this bonus.

Muonsters anywhere in play. Roll on the following table.

HOW TO ASSEMEBLE YOUR DUNGEON CARD AND FLOORPLAN

To assemble your new Dungeon card, carcfully cut it our (remembering o keep the two halves wgether). Fold your Dungeon card along the doted line.
Glue the back of each half (Citadel PV A glue is ideal) and press wgether Grmly. I's a good idea to inzert o piece of thin card between the two halves 1o
make your Dungzon card a bit more durable. Trim off any excess so that your new card doesn't stand out from the rest of vour Dungeon deck.

Ty make your board section, cut around the outside of the floorplan and gloe it to some card, The card needs 1o be quite thick so that your plastic doorways
will held the Flames of Khazla floorplan tightly, You may peed o nse several lavers of card 1o make (e Dooeplan (e right thickoess,
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ELDAR REVENANT SCOUT TITANS

By Andy Chambers

With its lightning speed and deadly armament, the Revenant Scout Titan
epitomises the Eldar approach to war! Each Revenant Titan is equipped with a
pair of sophisticted jump jets which enable it to bound across the battfield in a

series of springing leaps. Armed with two pulse lasers, a missile launcher and a
scatter laser, Revenants use their mobility to pick off vulnerable enemy units or
crack open and exploit any weaknesses in the line.

ELDAR TITANS

Eldar Titans are very different to those used by the Imperium.
Imperial Titans are born in the boiling flames and arcing
energies of the Adepius Mechanicus forges, holied and weldad
together with ceramite skins and adamantiom bones. Eldar
Tilans are grown or extruded from a strange psycho-plastic
called Wraithbone, under the control of the psychic morphing
powers of the Eldar caste of Bonesingers. Wraithbone is an
immensely durable material, tougher than adamantivm and
stronger than plasteel. Wraithbone has another important
property, it can conduct psychic energy and respond to it in an
almost organic way. This gives Eldar Titans a flexibilily and a
finely mned musculature almost akin to living creatres.

Eldar Titans are tall and slender, moving with a smooth agility
and grace unachievable by human Titans, They benaelit not
anly from the experience of their crews (who dedicate
themselves to their Titan for the equivalent of several human
lifetimes) but also from the collective consciousness of a large
Spirit stone which contains the souls of numerous dead Eldar,
The Titan™s Wraithbone core permits the spirits contained
within it to flow freely through the whole construct. This gives
the Eldar Titan a consciousness of its own which, combined
with its living crew, makes it a deadly fighting machine,

SCOUT TITANS

The best known Eldar Titans are the Phantom and Warlock
Battle Titans. These tall, elegant instruments of war are guite
capable of crushing any opponent. Less common, but no less
deadly, are the Eldar Revenant Scout Titans. These sleek, fasi
killing machines are deploved to add extra punch to the Eldar
skimmer forces of Jethikes and ¥ypers whenever they are

raicing or scouting the enemy battle line. Revenants are well
armed for their size, normally carrying twin pulse lasers for
use against tanks and Titans, plus a missile launcher and a
scatter laser for tackling enemy infaniry. With the aid of the
Eevenants, Eldar Jetbikes can sweep aside the oppoesing forces
and launch deep strikes against enemy-held objectives.

To increase the manocuvrability of the Revenant and enable it
to keep up with the skimmers, the Titan is equipped with a
highly efficient arrangement of jets powered by gasses
siphoned directly from the Titan's plasma reactor, These very
powerful jump jets allow the Revenant to make long, powered
leaps which can easily carry it over intervening battleficld
ohstacles such as woods, marshes or buildings,

WwD3s



ELDAR REVENANT SCOUT TITANS

THE YARANT WARS

When the Eldar fought against the forces of Chaos in the
Yarant system. Revenant Titans played a vital role. After a
month of gruelling conflict, the prophetic Eldar Farseers
determined the location of the headguanters of the Death Guard
— the Legion of Trailor Space Marines beloved of the Chaos
god Nurgle, On Yarant IV, the Death Guarnd formed the core of
the Chaos resistance and the Farseers believed that an attack
against their headquarters would disrupt the whole Chaos
battle force. Once this had been achieved, a final all-out
offensive would cast the Chaos hordes from Yarant TV once
and for all.

The headguarters were sited in the midst of a morass of rotting
jungle and swamps near the Timan valley. The camp was
shielded against orbital bombardment and the Death Guard
garrison entrenched in the festering jungles could easily delay
a conventional force long enough 1o bring in reinforcements, A
direct assaull against the headguarters with skimmers would
invite disaster as the attackers would be cut off from help the
moment they passed over the surrounding terrain and entered
the treacherous deltas and swampsa.

ELDAR ATTACK

To overcome these obstacles, the Eldar launched a series of
diversionary raids in the Timan valley while a Wind Rider host
and six Revenant Scout Titans moved towards the jungle in
great seerecy. Once this foree was in position, a full scale
attack began in the Timan valley 1o draw off the Death Guards’
reserves, An hour later, in the gathering dusk, the ¥ypers and
Jelbikes screamed down on the Death Guards® forward
outposts in the swamp and wiped them out. The Jetbikes swept
om, scouling a path through the tangle of stagnant poals and
Sekarra groves. Whenever detachments of the Death Guard
hlocked the way, the Revenants bounded forward and blasted
them at close range, overrunning the Plague Marines before
they had a chance to form an effective defence.

WDas

By using this deadly attack pattern, the combined force broke
through to the Death Guard headquarters. Although the
surviving warriers of the Death Guard garrison fought with
fanatical determination, the Revenants, ¥ypers and Jethikes
tore through their positions and destroyed the command
bunker with minimal Eldar losses. The Eldar continued to
strafe the Chaos camp until the arrival of further Chaos
reinforcements some hours later forced the attackers Lo
withdraw into the surrounding jungle.

A week alter the lightning raid, the forces of Chaos were
pushed off Yarant [V altogether by a major Eldar offensive.
The clearance of the the swamp had been the tuming point in
the whole batlle.

REVENANT SCOUT TITAN
SPECIAL RULES

HOLO FIELDS

Certain Eldar vehicles and troops make use of a sophisticated
system of defensive screens known as holo fields. The most
well known users of the holo field are Eldar Titans. Holo ficlds
are not designed to block, absorb or shunt aside atlacks like
Imperial void shields and Ork power fields. Instead the holo
field confuses enemy's localing and targeting systems by
defracting the subject’s image. When a unit protected by a holo
field moves, its image seems to explode into a storm of mule-
coloured shards. The faster the vehicle or Titan moves, the
more scattered the image becomes. When it stops, the cloud
appears o coalesce into a solid shape again. Thus the holo
field is well suited to the Eldar precepts of speed and mobility
over armour and firepower.

Any unit protected by a hole field receives an additional
saving throw whenever it takes a hil. Because the effectiveness
of the holo field is linked to the speed of movement of the
vehicle or Titan, the saving throw varies according to whal
orders the subject is on, This makes the holo field far more
effective when the target is on Charge orders rather than First
Fire. The table below summarises what saving throw the
vehicle or Titan has on different orders. The saving throw is
tied only 1o the unit’s orders and not to the distance the model
IOVES 10 a [0,

This extra save is always taken first and is not modified by the
attacking weapon's armour saving throw modifier — having the
power to punch through heavy armour is of no help if the target
ian't where it's supposed to be! On the other hand, holo fields
are useless against area effect weapons which don’t rely on
pin-point accuracy to hil. Therefore, the holo field save does
not apply against hits from barrages, or any other attack that
uses # lemplate of any kind,

HGLO FIELD SAVING
THRQ“& .
'.{}r{iers ' Saving
e .m@ﬁ o
First Fire 4+_ : A ._
Charge e N




ELDAR REVENANT SCOUT TITANS

The Revenant Scout Titan wants to use its jump jets to engage the Orks in close combat, Although the vocks and the Ork
building are the same width, the rocky spirves are too tall for the Revenant fo jump over. This is worked out as follews, The
ek building is less than Som tall so the Revenant can make its full jump of 15cm, easily enough to take it over the width of
the building and into the Bad Moon Weirdboy Bartletower. The rocks, on the other hand, are [0cm high. This is Sem taller
than a rormal jump and reduces the horizontal distance of the leap by [Ocm. That would leave only Som to cover the widith

af the rocks

JUMP JETS

The Revenant is equipped with a pair of powerful jump jets
which are powered directly from its plasma reactor. Gravitic
drives cut in when the Revenant jumps, neutralising part of its
mass to allow it 1o make long graceful leaps over obstacles and
impassable terrain.

The Revenant's jump jets are activated when it dedicates all of
ils power to movement, hence they may only be used when the
Titan is on Charge orders. Using the jump jets allows the
Revenant to ignore terrain when it moves. However, the
Revenant’s movement must be made in a series of leaps, not
just one long one.

nowhere near far enough, so the (ibler Grinda is safe!

The maximum distance a Revenant can leap in one go is Licm,
s0 4 Revenant on charge orders can make up o four 15cm
leaps. The maximum height of a jump is 5cm, if a Revenant
has to jump over a higher obstacle it costs 2Zem of its
movement for every additional lem of height it needs to make
it over the ohstacle. A Revenant cannot land in or on
impassable terrain because of the risk of crippling damage
its legs on impact,

WEAPONS
The Revenant scout Titan is equipped with four weapons
systems, making it heavily armed for a Seout Titan, Because of
its compact size a Revenant cannot carry weapons designed for
the Phantom or Warlock Bartle Titans and uses specially
designed weaponry instead. All of the Revenant’s weapons
systems have a 1807 fire arc 1o the front.

Weapons Range Attack Raoll Target’s Motes
Dice to Hit Save Muod,
e e 0w 2 e
Missile Launcher  10em 4 Barrage Points ) Uses Barrage template
&@wmzm i 3 : 5+ ]

Woary



ELDAR REVENANT SCOUT TITANS

PULSE LASERS

Pulse lasers are compact versions of the larger pulsar cannon
carried by Eldar Battle Titans. These weapons both consist of a
highly sophisticated laser cannon which can fire short volleys
of powerful laser bolts, The pulse Taser can be fired in one of
twir ways., When lired at a single foe, the pulse laser can be
held steady to ensure several pulses hit the target. Against
more numerous oppenents the pulse laser can be moved
fractionally between each bolt to sweep an area with bursts of
laser energy.

A pulse laser is normally mounted in each arm posilion on o
Revenant Scout Titan and though the weapon couplings are
interchangeable, the inherent lexibility of the pulse lasers
means this weapon fit is seldom varied.

SPECIAL RULES

When you fre a pulse laser you must declare which way you
will use it If you fire against a single target, roll to hit just
once. If you hit roll a D6: 1-2 = | hit 3-4=2 hils 5-6= 3 hils.
Each hit must be saved against separately or will knock down a
single void shield or power field on units protected by them. If
vou decide to sweep an area. take the barrage template and
place it over any targel point in line of sight and within range
ol the pulse laser. Roll once to hit each model which is at least
half under the template. Note that though this attack uses a
barrage template it is nol an actual barrage so it cannot be fired
indirectly, nor will it damage buildings.

SCATTER LASER
Revenant Scout Titans carry a scatter laser mounted beneath
the crew compartment (o supply extra shori-range anti-infanory
firepower and light off enemy assault squads. The scateer laser
is surprisingly deadly for its size. It comprises of six separate
laser chambers which can be fred sequentially or
simultaneously o lay down a withering hail of fire.

MISSILE LAUNCHER

Revenants mount a set of small missile pods on either side of
the head for bombarding infaniry, buildings and fortifications,
The missiles and their guidance systems are identical to those
mounted in the wing weapon hardpoints of Phantom and
Warlock Titans.

REVENANT SCOUT TITAN

DETACHMENT
Ravenanis Ii;hl s irdivadual wmts which cannol be broken s
they dbon’t have 1o take morale checks. 3 Victory points ane

wwarded o the opposing player for cach Bevenant Scout Titan
destroyved.

VICTORY POINTS 3
Your opponent gains 3 VPs for ench Bevenant Scout Titan
destmoyed,

REVENANT SCOUT TITAN

DETACHMENT

A Revenani Scoul Titan detachment consists of 2 Hevenant
ool Tilams,

rr

(@  POINTS VALUE 600

REVENANT SCOUT TITAN

DETACHMENT

Rewenants fight as individual units which cannot be broken so
they don't hove to take morile checks, 3 Viclory poinds are
awarded 1o the oppesing player lor sach Bevenant Scout Titan

destroped.

VICTORY POINTS 3
Your opponent gains 3 VPs fior cach Bevenant Scout Titan
destroyed,

REVENANT SCOUT TITAN

DETACHMENT

A Revenant Scont Titan detachment consists of 2 Bevenani
Seout Titans,

T

5 POINTS VALUE 600

© Copyright Games Workshop Lid, 1993, All rights rexerved,
Permission granted to phatocopy for personal wse only.

/

MAKING YOUR ARMY CARDS

To make vour Revenant Scour Titan deigchment army cards @5 simple. First, cod oul the carveds, but make surve you keep the front
and back halves of ench card fogether, Fold each card down the dotted line and glue the front and back together {Citadel PVA
glue is ideal). We recommend thar vou insert a picce of thin card between the two halves before sticking, to make your army
cards stronger. All vou have to do now (v trim off any excess cond, and there you have it

woas



ELDAR REVENANT SCOUT TITANS

REVENANT SCOUT TITAN

MOVE | CLOSE &SS&EE.;T F&m As long as it has Charge orders, the
TR ] e Revenant Titan's jump jets allow it to

leap over impassable or difficult
terrain up Lo 15cm wide and Scm high
when it 1s moying. The Revenant may
not use its jump jets to land on top of
impassable terrain,

The Revenant Scout Titan is protected
by a holo field and mounts two pulse
lasers, plus a scatter laser and missile

launcher. HOLO FIELD SAVING THROWS

The Revenant Titan is very last and Orders Save
extremely agile, so unlike other Titans First Fire 4+
il can turn as many times as it wanls Advance 3+
while it is moving, Charge 2+

Hole field saving throws are
unaffected by the attacker’s save
modifier. Attacks which use a template
of any kind (like barrages) always
ignore holo fields

When a Revenant Titan is on Charge
orders opponents have a -1 to hit
maodifier because the Revenant can
dodge incoming [ire.

WEAPON RANGE  ATTACK TOHIT TARGET'S NOTES
DICE ROLL SAVE MO,
Pulse Laser Taem 1 3+ -2 See rules
Missile Launcher 100cm 4 Barrage Points 0 Uses Barrage wemplate
Scatter Laser 25cm 3 5+ 0

HIT LOCATION TEMPLATES

FRONT SIDE REAR
e
WM WM WM}
B 3+ 2
weAPON | HEAD | WEAPON FAASMA by | wEAPON weARGN (ISR g ooy
REACTOR i - P REACTTOR b
o il 2= G 2 a4+ S 1 24
TP
LECH LE .I:-LJ:I
e+ 2+ i G+
LEG LEG LECG L LEG
2+ 2+ i 2+ 2+

ISYIMCISIS 14 [P LS ¥ EZ
ZiTAll ORI AR SN

© Copyright Games Workshop Lid. 1995, Al rights reserved. Permission granied to pholocepy for personal use only,




REVENANT SCOUT TITAN
DAMAGE TABLES

HEAD DAMAGE TABLE - Roll D6

1-2  The Titan's Wraithbone circuits have been damaged.

Lintil the damage is repaired the Titan's CAF is halved
and it may only move or fiee if you ficst roll a 4+ on 104G
{roll the 136 just before you move or fire), Roll o 44+ on
136 in the End phase e repair the damage.
The =hot rips theough the head and cracks the Spirit stone.
The Titan s CAF is halved for the rest of the game, and it
may coly move or fre i vou fiest rell a 44+ on 1RG (roll
the [ just betore vou move or fine).

The shot rips through the head and triggers massive
internal cxplosions within the Kevenant Titan. The
Revenant crashes o the ground. Decide randomly which
way Lhe Titan falls, and place it on its side Iying in that
direction. Any vehicles or stands that are fallen on are
destroyed.

WEAPON DAMAGE TABLE - Roll D6

1-2 The weapon has been damaged by the attack, and may not
be used again until it is repaived by rolling a 4+ on 126 in
the End phase.

34 The weapon has been destroyed and may oot be used
again in this battle,

The weapon is blown clean off the Scout Titan and
scatlers 2D6em in a random direction, Any vehicles or
stands undemeath the point where it lands must make an
unmadified saving throw or be destroved.

i The weapon is blown off the Revenant as above, bt there
is alzn a flashback to the Titan's hull. Roll a D6 o see
what was allected by the fashback:

1-2 Wing

34 Reactor

50 Head
Then roll the 26 aguin and refer 1o the appropriate
Dramage Table 1o find out what damage is caused.,

JUMP JETS DAMAGE TABLE - Roll Dé

The jump jets have been damaged by the attack and may
1l be vsed until they are repaired by relling a 4+ on 1040
in the End phase.

3-4  The jets are triggered by the hit, blastiog the Titan 2D6cm
in a random dircction. It the Titan lands in dfficult or
impassable terrain i iz destroved.

566 The jump jets explode and canse damage to the reactor,
causing the Titan to jump as o the result above, and make
a roll on the reacter damage tabole

WING DAMAGE TABLE - Roll D6

[-3  The holo field wing has been damaged. The Revanant’s
holo fields will not work until the damage is repaired by
rolling a 4+ on 1 D6 in the End phase.

4-6 The wing is totally destroved and the Revanant Scout
litan's holo Gelds wall not work Gor the rest of the game.

REACTOR DAMAGE TABLE - Roll D6

1-2  The Titan's plasma reactor has been breached and shuts
down, The Titan grinds o a halt and may noi move or fire
until the damage has been repaired on a D6 roll of 44 in
the End phase, o other damage may be repaived until the
plasma reactor is back on ling,

The Titan’s plasma reactor has been breached. Atempt o
repair the damage in the next repair phase. If you fail
there is a reactor meltdoan and the Bevenant iy destroyed
(see the next resull for the effects of a melidown), If you
succeed the reactor comes back on line and the scout
Titan may move and fre as normal.

The Revenant's plasma reactor has been destroved, and
the Titan is vaporised in 4 spectacular meldown. The
Eevenant Titan is removed [rom play (replace 1t with a
madel erater if vou've gar oned, All units within 21 cms
sulfer an sutomatic hit, and must make an wnmoedified
saving throw o avoid damage,

LEG DAMAGE TABLE - Roll D6

The leg is damaged, forcing the Revenant to walk with a
promoeunced limp. The Titan's movernent rates are halved,
it may not vuse its jump jets due to the risk of turther
damage, and it may not enter difficult terrain,

The Titan's leg has suffered extensive damage. and it is
very likely that it will give way it the Revenant attempts
1y move, Roll a D6 in each ensuing repair phase,
subtracting 2 from the roll if the Revenant has charge
arders, or | from the roll if it has advance orders. O a roll
of 0 or less the leg snaps,

It the leg snaps the Titan will crash o the ground and is
destroved. Decide randomly which way the Titan falls
and place it on its side lying in that direction. Any
vehicles or stunds Tullen on are destroved.

The leg is blown apart and the Titan collapses to the
ground. Decide randomly which way the Tiwn falls, and
place it on its side Iving in that direction, Any vehicles or
stands that are Fallen on are destroyed

HIT LOCATION

HIT LOCATION/SHOOTING

Roll te hit the Revenant as normal. If vou hit, refer to the
lecation templates, Nominate the farget area, Roll the pair of
aim dice and move the location hit as indicated up, down, lefl or
right. If the shot lends in a location area take any appropriate
save. It the save fails, refer to the appropriste damage able. 17
vour shot lands oo an empty square or cutside the grid it has
missed the Titan.

CLOSE COMBAT

If beaten in close combat, the enemy chooses o location and
damage is rolled on the appropriate damage table, Helo fields
have no effect in close combal and saving throws are 1gnoned.
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Dasignod Dy Jos Goodwin and Marm

SPACE MARINE WHIRLWIND

This boxed set contains a complete Space Marine Whirlwind. The
box also includes 5 Citadel waterslide transfer sheets so that you
can paint your Whirlwind in the Chapter.colours of your choice.
This model requires assembly. We reeommend that the parls ane cleanad
and trirnmed with a medetling knite belore being painted with Citadel paints.
WARMNIMNG! This model contains lead which may be harmful if chewead or
swallowed, Ciladel Miniatures are not recommended for children undar 14
wiars of age

Giladel, the Citadel castie, Dark Angels, Gameas Workshop,
Space Marine and Warhammer are registered trademarks

of Gameas Workshop Lid. Blood Angels, Space Wohes and M &
Ulramarines are trademarks of Games Workshop Lid.

CILADEL” )
AUNEATIIRCE 8 Games Workshop Ld, 1995 All rights resgneed.
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sy . The Warhammer world is a dark and brooding place filled with hideous monsters
and deadly evil. In Warhammer Quest yvou are a heroic Warrior, journeying deep
into the danger-ridden catacombs beneath the Old World. As you triumph §
m——ee . OVET terrifying monsters and lethal traps, you will be rewarded with §
gold, treasure and powerful magical artefacts. Warhammer
Quest is an exciting tabletop board-game that contains full
. colour card floorplans, 3 rulebooks, dice, counters
“*  and over 90 finely-detailed Citadel Miniatures.

T’xe game utilises an innovative card-based
system which ensures that each quest
provides a unigue and exciting series of

* challenges for your Warriors to overcome.

As each Dungeon card is turned over, new <4
passageways and caverns are revealed for yvou T
to explore until 2 sudden Event card pitches *
you into deadly combat.

l

Iso Included is a complete bestiary, detailing

the many monstrous foes you can face, which
enables yvou to use the entire range of Citadel
Miniatures in your Warhammer Quest games.

% = m :
e g Citndel, the Gitidal castle, Games Wodkehop. the Games Workshop logo snd Warhammar are regishered i :"‘ e i e
Ll_l L\;.}I‘_ i__. tredamerts of Games Worsshop Lid, Warharmier Juest is a fraderrark of Games Workehop Lid. :}I’:} - E 1 ; j (1 '9 -
NINIAT RS & Bames Worksnop Lio, 1995, af righis resenved. - )J




GAMES DAY

SELREN"OS

It’s time to get out your paints, brushes and modelling tools and start planning
your entries for the 1995 Golden Demon Awards. In this special article, world
famous miniature painter Mike McVey gives his thoughts on how to create an

award winning entry and what he looks for as a judge.

THE GOLDEN DEMON AWARDS

If you are a regular reader,
you've probably noticed
that the last couple of
issues of White Dwart
have contained the Tull
category list for the 1995
Golden Demon Awards.
That's right, it"s time o ge6l
soursell” some brand new
brushes, pelish up your
painting skills and chance
vour arm at the biggest and
best miniature painting
competition in the world!

Throughout the year, people send me numerous letlers or come
along to our events to ask me what 1 look for in a winning
cntry, Among the most common questions are; “Ts the model T
choose to paint important?”, “Does it have (o be a new
release™ and “Are conversions allowed?”. The truth is that
there are no simple answers (0 these questions, but i vou want
o gt one over on the opposition and find out exactly what it is
the judges look for, then read on...

INTRY CATEGORIES
This year's eniry categornes remain much the same as in last
wvear’s competition. These range from a single miniature
through to an entire battle scene, so no matter what your
speciality there should be something For vou, Of course there's
no reason why you can’t enter all nine categories it you are
sufficiently keen (or mad!). The only restriction is that vou
can’t enter an individual category more than once. You could
of course cheat and get a friend to enter another model for vou,
but then they 'l get the fame and glory instead of vou so what's
the: poant? Allin all it"s best 1o concentrate yvour efTorts on just
a few categories 30 you can be sure you're going to produce
wour best work and not oversiretch vour abilities,

What categories should yvou enter? Well I'm alraid no-one can
tell you that, it’s a decision yvou’ll have to make on your own.

The only adviee I can give you is (o concentrale on your
strengths and enter the categories that vou enjoy the most.
Generally, once 1've got a definite idea for a diorama or
individual miniature, there’s no stopping me. The main
problem [ have is getting rid of the other half dozen potential
projects that are buzzing round in my brain and distracting me
lrom gelling started. So if your forte is splendid individual
models, go for one of the single miniature categories, but if
what vou really like is seratch-building models and scenery,
then the Baitle Scene is for you.

In some ways, making your mind up aboutl your entry is the
most important stage of the process. Once you've got a firm
plan of action and decided what miniatures @ painl, stick with
it! With new models and games coming out all the time, it"s all
Loy easy o loose enthusiasm for the miniature vou're currently
painting in favour of something newer and more exciting, Try
1o remain focused on vour chosen project and whatever
temptations are dangled before vou don't give in to them!

Then, once you've sertled on what each entry is going to be
{and remember, no backing out), you can starl on the actual
construction and painting,

MATHAMN SHICKLE
1654 2MD PLACE WARHAMMER MONSTER



1995 GOLDEN DEMON AWARD CATEGORIES

1. Best Warhammer 40,000 Miniature
Any single Warhammer 40,000 miniature on a standard round
slottabase,

2. Best Warhammer 40,000 Squad

This category is for Warhammer 40,000 squads chosen from
the Squads section of the Codex army lists. Note: Space
Marine squads must be [ull ten-man squads and not five-man
combal squads. Other races may be chosen within the army list
parameters (cg: Striking Scorpions 3-7 models, Dark Reapers
3-7 models, Deathskulls Mob 3-10 models, Snotling Herd
2-10) bases plus a Runtherd, Genestealers 5 models ewc). All
models must be presented on standard slottabases.

3. Best Warhammer 40,000 Vehicle
This calegory is open 1o single Warhammer 40,000 vehicle,
Dreadnought or War Walker models.

&

WARHA

4. Best Warhammer Single Miniature

This category is open Lo single Warhammer miniatures on
stundard gaming slotdabases up to 25mm x S0mm maximum
size (cavalry base). Models ¢n 40mm x 4(mm bases should be
entered into the Monsters and Creatures category.

5. Best Warhammer Command Group
Entries For this category consist of any four Warhammer
miniatares on their standard slottabases (25mm x SOmm
maximum size a8 for single miniatures). ¥ our entry must
include four of the following five models for any one army: an
Army General, an Army Standard Bearer, a Regimental
Musician, a Begimental Champion or 2 Wizard.

6. Best Warhammer Monster

or Warhammer 40,000 Creature

This category is open to Warhammer or Warhammer 40,000
monsters on 40mm x 40mm standard hases. This covers
Avalars, Ogryns and Tyranids and you may include a rder if
you wish eg: Ore Wyvern, Chaos Dwarf Bull Tauwrus, etc.

s E PIC

This category is for a single model of a Titan of any class, or
any type of Gargant.

8. Best Epic Battleforce

Entries to this category should be made up of an Epic force
consisting of the miniatures representing a Company Card,
with a Titan/Gargant or Gigantic Vehicle as a Special Card,
plus three Support Cards,

9. Battle Scene

Entrics for this category consist of a battle scene from either
Warhammer, Warbammer 40,000 or the Epic game system.
The display must not be larger than 30cm x 30cm and the
maximum permitted height is 30cm. The Battle Scene should
have at least two miniatures arranged in a combat pose, but
otherwise their is no restriction on the model’s theme or
content.

The Young Bloods Competition
The Young Bloods painting competition is open to any
competitors aged 14 vears or under.

Your entry should consist of any single plastic Citadel
miniature on its standard gaming slottabase.

The Golden Demon

Open Competition

The Golden Demon Open Competition is literally what it says
— an open opportunity for you (o lel your imagination man riot.
There arc no resiriclions on your entry 5o it could range from
single miniature 10 a sweeping diorama. Anyone can enter the
Open Competition, including Games Workshop staff, but
remember that no matler how wild vour entry, the judges will
be locking for well-painted miniatures that adhere to the
imagery and ethos of Games Workshop's fantasy universes.
Conversions are allowed, but should also be consistent with
the atmosphere of the game world and spirit of the miniatures,

1995 COMPETITORS GUIDELINES

" You can only enter once in each category, and all entries to
. the Golden Demon Awards must be pa.mmd Catadei or
I\-Iarandg[ miniatures,
ML smgle ‘miniatures must be rrmunted on the uppmprmw
gaming bases. To h:.lp the judges compare the entrle.s we
pm[m' these 10 be painted green.

atmosphere. of the game world and spirit of the miniatures.

: Qvgr&lt,' the judges will be looking for well-painted
‘miniatures that adhere 1o the imagery and ethos of Games
-Waorkshop's fantasy universes. ;

All entries to the 1995 Golden Demon Awards must be
pf:_l's_ﬂil_aliy handed in and regisiersd at the National Indoor

 Conversions are allowed, but should be consistent with the

 Arena Birmingham on the 15th October 1995, Full details on

the entry and and booking-in procedure will appear in White
Drwarf issues 188, 189 and 190,

Competitors will be fully responsible for the transport of
their own entries 1o and from the competition, and for storing

~ their own transport and packing materials on the day.

{nce they have been booked in, Games Workshop
undertakes to weat all entries with the preatest carc, bul we
can accept no responsibility for loss or damage 10 individual
entries. Entry to the competition is enumfy at the:
competiior’s risk. : :

Entry into the competition gives Gmmss Waorkshop I}m rtght
tor dlisplay. photograph and publish any eniry as they see fit.
The judges" dcc:[sum 8 1';11&} art-:i nck cm&p{mdﬁnm will be
cotered into, : : 3




GENERAL GUIDELINES

Al the end of the category listing on the opposite page, there is
a small section entitled 1995 Competitors Guidelines, This is a
brief coverall (o give you an idea of what constitutes an
acceptable entry. Most of it should be fairly obvious, like the
fact that you can only enter Citadel or Marauder miniatures,
but some of the guidelines are a little more misty and are worth
clarifving. Of these, conversions and bases are without doubt
the subjects that cause people the most confusion.

Let's start with conversions. The simple Fact is that
conversions are allowed on any miniatures in any of the
categories — that's pretty straightforward isn't it? Where it
starts to gel g linle hasy is where it goes on 1o say *._consistent
with the atmosphere of the game world and the spirit of the
miniaturcs”. However, when you think about it this is also
pretly straightforward. Try 1o look at it this way. A conversion
of Teclis that gave him a boltgun would be definitely wacky!
However, a model of an Eldar Farseer or Warlock that used
parts from a High EIf model or models could be really
dramatic. It's a fine line, but a good rule of thumb is to
remember that the best conversions consist of models where
you can’t tell that anything has been changed and nothing
looks out of place. Sounds like a contradiction doesn’t it? but
when you think about it it makes perfect sense. If you aren’t
familiar with the model, but you can tell it's been converted,
then something's wrong,

Model bases often scem to cause similar problems, so just
whal is and what isn't allowed? The only definite rule is that
“All single miniatures must be mounted on the appropriate
gaming base”, The reason for this is that in past competitions
some entrants seemed 1o believe that the higger the base the
mare impressive the model. In reality, the opposite is true. If
the base is too big then the model gets swamped and loses all
of its impact. However, this doesn't mean that you can't add
some scenic detail and there's plenty of room on a standard
gaming base to add some very effective decoration. The aim is

THE 1'%5 GOLDEN DEMON AWARIDS

for the base w compliment the model and add (o the overall
effect. 1f the base itself becomes the focal point of the entry,
then it's not doing its job properly. The Battle Scene category
is where the base becomes as eflective, il nol more so, than the
actual models, and [°1] he talking about this later.

THE CATEGORIES

There are really four distinctly different groups of Golden
Demon Award category that you need to think about. These
are: single miniatures, multiple miniatures, vehicles and the
battle scenes, T therelore thought that the best way o pick out
the do’s and don’ts of entering the competition would be to go
through cach of these in turn and try and illustrate the most
important points.

SINGLE MINIATURES

This group includes Best Warhammer Miniature, Best
Warhammer 40,000 Miniarre and Best Warkammer Monsrer
ar Warhammer 40,000
Crearure. These three
categories consist of an
individual model on a
standard gaming base,
The size or type of
model doesn't really
matter as the aim of the
entry is hasically the
same. The focus of the
category is a single
Citadel or Marauder
miniature. Even if you
choose 1o enter a cavalry
figure, this doesn't really
change as the rider and
mount are effectively
one model.

ROBIN HEMPSALL — 1854 15T
PLACE WARHAMMER SINGLE
MIMIATURE

ROY SCORER 1594 WARHAMMER 40,000 SQUAD COMMENDED ENTRY

W5



THE 1995 GOLDEN DEMON AWARDS

S0 what's the
secrel 1o a really
effective single
miniature? Well
there are really
several factors
that have Lo be
considered. One
of the most
important things
Lo remember is
how the models
are judged. On
the day of the
competition there
simply 1sn°L lime
to scrutinise cach
of the models in
minule detail and
&0 initial impact
plays a large part
in the look of a
winning entry.
Models that stamd
out from their
compelilors are far more likely to have the judges going back
or a closer look. OFf course if they don't stand up o a really
detailed examination then they won't get any further, and that
really leads on o the next point — attention to detail. With enly
ane model for the judges to look at, you can be sure that
they're going to look preity closely. This means that the little
points of interest and detail are all the more important — maybe
a pattern on the lining of a cloak or an honour badge hanging

MEIL THOMAMSOMN — 1984 15T FLACE
WARHAMMER 40,000 SINGLE MINIATURE

from the stock ol a Space Marine’s bolter. These sorts of
things aren’t obvious straight away and can only really be
noticed when the model 15 looked al closely. With a mounted
miniature, why not add some reins to the horse? or paint the
shoes on the hooves? The more you can do to enhance the
realism and depth of your entry, the better your chances are.

MULTIPLE MINIATURES

This grouping covers the categories of Besr Warhammer
40,000 Sguad, Best Warhammer Commeand Group and Best
Epic Battleforce, In all these categories, the focus is slightly
different, Rather than one individual miniature cach entry is
made up of several, sometimes very diflerent, models, The
mest important thing e remember is that the models should all
be part of a coherent group. To some extent, this laclor is more
important than guality of the individual paint schemes. No
matter how well each individual miniature is painted. if they
clash with each other and don't lock right together, then they
won't get very far, In some ways these are three of the most
difficull categories. Not only do vou have to present & group of
miniatures that look good together, but each model needs 1o be
painted to a fairly exacting standard. Although they won't be
serulinised 1o the same degree as the single miniatures, you can
be sure that the judges will be on the look oul for those exira
special details!

VEHICLES

This category is guite different from the others because the
category deseription is so brief and leaves vour options
completely open. It mentions nothing aboul basing, size
restrictions or conversions and so it"s up to you to decide how
much you convert or even scraich build your vehicle. Just

JOHN TOYER — 19394 3RD PLACE BATTLE SCENE



remember that phrase in the competitors' guidelines,
"consistent with the atmosphers of the game world and the
spirit of the miniatures™ and don’t go too over the top. Huge
and extravagant bases are more at home in the Barle Scene
category, and hizarre conversions aren’t going 0 win you any
prizes. The best advice 1 can give is to keep your entry
reasonably simple but well painted and highly detailed, with
additions such as working parts, interior detail or even
completely re-buill sections,

BATTLE SCENE

In some ways [ find this the most appealing and exciting
category. It provides the opporunity to use your medelling
skills 1o 1ell a story and create something completely unigue,
When 1 judge the competition, it's fairly common to see
several single miniatures painted in the same colour scheme,
but T"ve never seen two similar diormas, You might decide to
convert and detail a vehicle, and then add a full crew
positioned on and around it in & desperate last stand. or have a
Maob of Ork Boyz charging a Space Marine bunker, boliers
blazing. The inspiration can come from anywhere - artwork,
stories or even an exciling incident [rom one of your games,

The single most important thing 1o remember in a Bartle Scene
is the composition — how the models are set oul in relation (o
cach other and the scenic background. A good example of a
successiul Batrle Scene (nol wanling to be oo cgotistical) is
my¥ Emperor and Horus diorama. This creates a powerful
scene with just three main models, and one of those is dead!
It’s the way the maodels are posed in relation 1o each other
within the setting that makes it work. Even when the
background is guite complex, it shouldn’t steal the lime light
from the miniatures, and this s as much to do with the painting
as the construction. John Tover's model on the opposite page
also provides an example ol a well-structured Bartle Scene.

THE 1995 GOLDEN DEMON AWARDS

SO WHAT SHOULD YOU ENTER?
The important thing is not e over strelch yourself, If T was
competing {in which case no one else would bother enlering! —
Ed), T would probably go for three entries from the four
different category groups, These would be a single miniature
tprobably Warhammer 40,000}, a Warhammer Command
Crromp (maybe s mounted group to give a little more impact
and originality) and a Saitle Scene, The single miniature would
allow me to really indulge myself in converting and painting
an individual model, Then [ eould broaden the focus a little for
the command group, adding minor conversions, position
changes and fine detail to pull all of the models together.
Finally, the Battle Scene would give me the opportunity to
really go to town — conversions, scratch building, detailed
painting, the works! But that's only me, and I'm not
suggesting for a minute that you should do the same! You may
only have time to concentrate fully on one category, or decide
to go the whole nine yards. loose your sanity and enter
everything! I'm just trving 1o give you a picture of one of a
multitude of options.

THE YOUNG BLOODS
AND OPEN COMPETITION

These two categories are not strictly part of the overall Golden
Dermnoen Avwards, but still offer a wealth of possibilities.

The Young Bloods Comperition has become an established
feature over the last few years and will be familiar to mose of
you. As our range of plastic models has expanded, so have the
opportunities for entries into this competition.

The Open Competition is a new challenge designed 1o
showease the very highest standards of painting and
modelling, Soif you fancy pitting vour skills against members
the "Eavy Metal Team or past Slaver Sword winners, then this
15 the category for vou. There are no restrictions on size or
content but the same phrase — *. . consistent with,,.” sill
applics to every entry.

That’s it really. Hopefully this has given you some ideas as (o
what we look for and some inspiration to get you started. All
that’s lefl for me is 10 wish you the very best of luck and I'lL
see you on the winner's podinm!

RICHARD LAWRENCE — 18994 WARHAMMER 40,000 VEHICLE COMMENDED ENTRY
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A?.hab the Slanghterer is one of th most daﬂgemua Ore Warlords of recent h1s;ory and his campaigns of destruction

caused havoc in the eastern provinces of the Empu'e Wearing the magical € Crown of Sorcery he rides to battle on a
m,uhty War Wy\-em striking TERFOr L into the hearts af his Fuu-. and. ]f:avmg d,aish andl hrrmutdmng ruins in his wike.
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DEATH IN DRAKENMOOR

By Jake Thornton and Gavin Thorpe

This month’s battle report forms a climactic conclusion to the campaign we have been
running recently at the Studio. With battles already won and lost by both sides, who will be
victorious in this final, bloody struggle?
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THE CAMPAIGN

Regular readers of White Dwarf will know that we have been
running a Warhammer campaign here at the Studio for some
time. A campaign is a series of games which are linked
together, so that the outcome of one battle influences later
ones. A brief history of the war so far is given below, but vou
can find the full story including the battle reports in White
Dwarf issues 181 and 183,

THE GATHERING OF MIGHT

A massive Ore army led by Morglum Necksnapper has
invaded the Empire. The Emperor Karl Franz mobilised his
forces and mel the threat in & huge battle that came to be

Flawus Fritgen stared at the motley troaps assembled before him.
Wirthad's defence lay in the hands of uniried boys and grevhairs,
Muttering to himself he inspected hiz “troops’. Spearhafts had been
spliced with farming twine, spots of rust showed on their kand-me-
down breastplates and they wonld be lucky 1o cut water with the
blades on thelr weapons, SHLL Reeds must. .

“Wurthad militia, artennnn-shun! Prepare to receive the artack!”
Elaws bellowed over the pounding of the Chacs Dwarf drums.
Suddenly the drums ceased, and o dizstunt screaming whine filled the
air. The noize grew louder and louder, until Klaws could make out
Black speck hurtling from the skies.

“Duek you fools! " He cried as he leapr over a law wall and came
dow fard on the other side. Half of hiv men followed, the others
stood ground in confusion. Witk @ deajening roar the Earthshaker
shell landed. The explosion knocked Klaws Tat, and ke felt like
vamiting ax the grownd trembled violently beneath him. Looking up o
the fown wall, ke realized that the shell kad landed dead on targer.
Nothing remained of the ancien! rampar! save Jor a few scattered
stones and an acrid pall of smoke.

The thundering crashes of more shells resounded arowsd him and was
joined by a new noise. With a sputtering hiss o Choaos Dwarl Death
Rocket sereamed over his head 1o explode inside the brewerv, The
stifls inside cxploded, sending o massive ball of fire inte the hemvens
and incineraling the nearby houses. The prownd shook contingously
now with the fierce bombardment. Like a hellish vision, the town of
Werthagd war it by hundreds of roaring fires and the air was thick
with smoke, Qocasionally a building would collapse, sending our a
sterm of debris which sovthed throwgh the reartry defenders,
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known as the Gathering of Might (White Dwarf 181). Both
sides included allies in their armies: the malevolent Chaos
Dwarfs had thrown in their Tot with Morglum, and the Wood
Elves had taken up arms again, determined to avenge the past
wrongs against their people,

This titanic struggle ended with the annihilation of the Wood
EIf host and Karl Franz withdrawing with the remains of his
army in hurried retreat. The first blow had gone to the Ores”. It
wis after the Gathering of Might that Morglum's force split.
The Orcs, eager for more battle, headed north through the
Empire, intent on sacking the city of Talabheim. The Chaos
Dwarls, however, laid siege o the nearby town of Wurtbad
while far to the north the Emperor’s forces marshalled their
strength to confront Morglum Necksnapper and his minions,

The barrage stepped abruptly and in the eerie silence that followed
Klaus conld hear the moans angd screams of the dving. Suddeniy, a
horn sounded from bevond the shottered wally, ity signal echoed froem
every direction. Answering howls illed the aiv and the sound of
hundreds of running beasts came e the militia Captain’s ears.
fAutride, thadows appeared through the smaoke as a strong wind
whipped wp. The kowls intensified and suddenly a vave of slavering
bewsts burst over the smoshed rompoarts and was spon the scattered
humianz, Clinging tio the backs of the Giant Welves were Hobgoblin,
whe swung leff and right, wsing the flaty of their blades ay clubs.
Elaws swang owr with Ris halberd b missed, and suddenty the sky
exploded. The last thing he saw was row upor row of Blunderbuss
muzzles pointing meracingly throwgh the breach...

When Klaus wakened he cursed softly. He was being dragged between
fwiz af hix friends, Mickel the baker and Helmot the miller, As his Reoad
cleared he noveyed his surroundings, The atr was cold and sharp,
and in frone of kim dropped a massive valley, A sudden rush af air
knpcked him to his knees os his wobbly legs guve way, A massive
creature soared low overkead, bellowing ity wirath.

As the slave caravar moved slowly enwards o growp of Woll Riders
dashed past, their mounts were slathering madly and they cried ol in
their harsh language. The Chaos Dhwarfs starred kerding their
cupives logether, begting them with the flafs of their axes and urging
them omwardy with their whips, Klows was dragged lo s feet by a
raugh tooking Chaas fhwarf, whe Eicked at him and showted in crde
Redkspiel, Klaus siruggied o wnderstand what was being soid. and
when comprefiension dawsed ke smiled grimly o his capors.

“Move! The tall horse-peaple come! Move!”
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DEATH IN DRAKENMOOR

THE BATTLE OF TALABHEIM

As they headed north, the Cres were forced to cross the River
Fenrar. A single bridge provided the only casy way across the
rushing waters, and a small force of Imperial soldiers from
Middenland dashed to the river to destroy it before the Ores
could cross. Unfortunately for them, the Ores armived belore
they had a chance o demolish the bridge, In the subsequent
clash the Ore advance goard was totally routed, their attack
easily stopped by the Grey Wizard who had accompanied (he
Middenland [orce (Bridge of Doom, White Dwarl 183).

So it was that Karl Franz and his loyal followers from
Middenland were able w join forces to confront Morglum and
his horde outside the walls of Talabheim. Once again the
Battle Wizards of
Altdor! ruled the day,
keeping Morglum’s
army in check with
their spells while the
flower of Imperial
cavalry, the mighty
Reiksguard Knights,
were able to smash
aside all opposition,
Marglum  himself
was last seen
disappearing heneath
the claws of the
Emperor's Griffon,
Deathelaw  {(White
Dwarf 183, The
Barile of Talabhein).
However, rumours
abound that
Morglum survived
the encounter and
now hides out in the
~mauntains plotting
his revenge. ..
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WURTBAD’S FATE

While Karl Franz grappled with the Ores, the siege of Wurthad
raged. The Chaos Dwarfs” massive Death Rockets and
Earthshaker cannons made light work of the weak defences
and the town was soon reduced to a heap of blasted rubble (we
fought this battle using the siege rules published in the Citadel
Journal). The Chaos Dwarfs, now laden down with Imperial
zold and the citizenry of Wurtbad clapped in chains, heard
word of Karl Frane's victory al Talabheim and decided it was
time 1o get back to Zharr-Naggmnd!

DISCOVERY

Heading north along the river Stir, the Chaos Diwarls reached
the salfety of the World's Edge Mountains. Even as they
relaxed and breathed a sigh of relief they were discovered, A
large foree from Kislev had been dispatched by the Tee Queen
to aid Karl Franz, However, as the Kislevites moved south
they came across the trail of devastation left by the Chaos
Dwarfs, If the Kislevites could prevent the Chaos Dwarls from
cntering a diflicult mountain pass, known as the Drakenmoor
Ciap, they would be trapped. The Chaos Dwarfs could afford
no delay as Karl Frane headed wowards them even now, intent
on vengeance For the destruction of Wuarthad.

THE SCENARIO

The Battle of Drakenmoor Gap is very dillerent from a normal
batile. Rather than both armies lining up against each other and
fighting it out, one army has to retreat their forces off the table.
This battle is also vnuswal because it is played down the length

ol the table, rather than across it

THE FORCES

Although we used Empire and Chaos Dwarls, there is no
reason why other armies couldn’t fight this battle. We thought
it was particularly appropriate because the Chaos Dwarls are
not a speedy army, while High Elves, Bretonnians or another
army may have no trouhle at all getting off the table.
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Whatever races you are using, both players
have equal sized armies. We played with 2,000
points on each side, and this worked out just
about right. If your tuble is bigger or smaller
than the one we used vou can adjust the size of
vour Torces accordingly. We decided on 2,000
points because this would lorce both the
Generals 1o think very hard about what troops
they really needed. There's not much roem for
hangers-on in a force ol this size! Also, there
isnt as much space to deploy your armies
when you play down the length of the 1able.

the tuble

escaped

The only restriction we placed on the armies
was that the Empire army couldn't take war
machines unless they were horse-drawn. The
Empire troops had ridden long and hard in
pursuil of the Chaos Dwarfs and had lefl their
artillery behind so it wouldn't slow them
down. That meant that there would be no Great
Cannons or Helblaster YVolley Guns in Joke's
army, although he could take a War Wagon if
he wanted Lo,

CHAOS DWARF VICTORY POINTS

Each enemy wnit or
character wiped out,
fleeing or having fled

Each [riendly unit or

character that has

Enemy General slain

Enemy Battle
Standard caplured

1 victory point for every 100 peints or part
that the unil or character is worth. For
example, a unit that cost 425 points is worlh 5
victory points if it is dead, leeing or has fled
at the end of the battle.

| viclory point for every 100) points or part
that the unit or character is worth, plus 1
victory point for every Loot Point the unit is
carrying. For instance, ten Chaos Dwarf
Warriors carrying rwo Loot Poinls are waorth
4 victory points (2 victory points because
they are worth 140 points, and 2 for the loot),

L vietory paint. in addition to the value of the
General himself.

I victory point. The rules for capluring the
Battle Standand follow the normal rules given
on page 82 of the Warhammer rlchook,

THE BATTLEFIELD

Since we thought lots of hills and rocks was appropriste (o the
World's Edge Mountains we used the lermain you can see on
the map. However, depending on what scenery you have at
home, you can set up the terrain as you like, The Drakenmoor

Gap itself should be wide enough 1o get at least six models
abreast through the space, but not more than 127, I the

Drakenmoor Gap is larger than this it will be wo simple for the .

Chans Dwarts to march straight off in one mass.

DEPLOYMENT

The map also shows the deployment area of the Chaos Dwarls,
As you will find out, it's not very big! The Chaos Dwarls must
deploy first, in the small area in the middle of the battlefield.
The only exception 1o this is that the Chaos Dwarf player may

select one of his regiments to act s a rearguard, This unit may
be placed anywhere on the table,

The Empire army doesn't deploy at the start of the game, but
moves onte the western table edge on their first tum, Place the
front rank of the unit on the table edge where you wish the
regiment to come on. The unil can then move from there using
the normal rules, Flyving creatures can fly high in their first tuen
as normal, but they may not starr [ying high (ie they cannot
dive down straight away in the first tuen!).

VICTORY CONDITIONS

With the exception of the rules noted helow, all the normal
victory points awarded for destroying and breaking enemy
units apply, Weither plaver gains victory points for possession
of the hartlefield. At the start of the batile, belore deployment,
the Chaos Dwarl plaver should roll 2 D3 (rolla D6z a lor 2 =
1.30rd=2,50r6=23)forevery regiment of
Chaos Dwarl Warriors and Chaos Dwarl
Blunderbusses with at least ten models in, and
for cach unit of Bull Cenmtaurs of any size. The
result of the roll is the number of Loot Poinls
the regiment is carrying and represents the
amount of gold and slaves they have taken
from Wurthad. The more Loot Peints a unil
has, the more treasure it 15 rying o get back to
the dark Lands!

A regiment’s Loot Points are added o the
number of victory points il is worth, I the
Empire army destroys the unit it reclaims the
leot from the Fallen bodies and gains them as
victory points.

The Chaos Drwarfs must get their units off the
castern table edge, through the space that
represents the Drakenmoor Gap. For every unit
that verdsntarily moves off the wble through the
Gap, the Chaos Dwarl player gains its victory
points value (including Loot Points). These
victory points are summarised on the
accompanying tahles.

w1
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THE KISLEY HOST
By Jake Thornton

After White Dwarl 183's Bartle
af Talabheim, Gavin and [
fought out the brief but bloody
sicge of Wurtbad, A few heroic
citizen  militia  put wup a
tremendous defence, but in the
end there was nothing they could
do. The city was destroved in a
storm of fire and steel as
batteries of Barthshaker cannons
poured shot after shot into the
ancient walls. As the dazed
survivors rose [Tom the shattered ruins of their lown, waves of
Bull Centaurs and Hobgoblin Wolthoyz poured through the
breaches in the walls. Pockets of resistance held out until
nightfall, but it was no good, In the Mickering light of the
burning town, the Chaos Dwarfs surrounded the last valiant
Empirc soldiers and blasted them to pieces with their massed
ranks of blunderbusses. As dawn rose on Wurthad's shattered
carcass, the Chaos Dwarfs formed up in their ranks and left for
their own dark lands, Ahead of them, lines of downcast and
defeated slaves were driven along by lash and whip.

Vengeance would be mine! The reinforcements from Kislev
had tracked down the retreating Chaos Dwarfs as they made
their way towards the Drakenmoor Gap. All T had 1w do was
stop them escaping!

This scenario placed several restrictions on my army. Firstly, |
couldn't take anv cannons as they were too difficult to
manhandle up the rocky mountain passes. This was a hit
awkward but [ wasn’t too upset. Looking at the distance 'd
have to cover to stop the Chaos Dwarfs escaping, [ decided w
ignore the fool troops (oo as they would probably never get
into combat. This left me with a completely mounted army,
which was fine by me.

As those of vou who read my article about cavalry (Charge! in
White Dwarf 180} will know, 1 am a great fan of the
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unstoppable mass of lance-armed heavy Knights. This time,
however, I decided to plump for what are my real favourite
troops — the light cavalry. These are more difficult to use well
hut can be just as devastating in their own way.

Another driving force behind my choice of army was my fear
of the Chaos Dwarfl™s magic, Ever since I had destroved
Fobin's Wood B army with my Chaos Dwarfs in a previous
campaign (the Baftle of Skull River reported in White Dwarf
1707, T had been aware of the massive destructive potential of
their deck of spells. With a powerful character like Astragoth
newly painted by the "Eavy Metal team, T was sure that Gavin -
wouldn't be able to resist, This would give him at least one
fourth level Sorcerer and possibly more. If | was going to exact
my revenge for the destruction of Wurtbad T would have to
lake some precautions 1o avoid my troops being choked by Ash
Clowdy and immolated by Lava Storms.

The last thing I needed to do before I chose my army was (o
come up with a hasic plan. Obviously, the most important
thing to do was to stop Gavin escaping with the loot! I
carefully examinad the battlefield and decided that there were
only owo ways of stopping him simply scampering off the back
before T could get to him, The first was to use a lying monster
1 swoop down [rom oan high fo cut oft his escape. The second
was [0 use my own magic to move forward powerful
characters or regiments o block the Drakenmoor Gap.

I decided that the Emperor Karl Frane was a bil (oo expensive
al almost a guarter of my points, so the only flving monsters
left in the cabinet were two Heroes, cach riding a Pegasus, My
first drafll of an army list included both ol these mighty
warriors but in the end I was forced to take only one as other
characters demanded the points.

The rest of my character allowance was spent on a General,
RBattle Standard Bearer, two Wirards and Champion for the
Winged Lancers. As [ said earlier, [ was worried about the
powerful Chaos Drwarl magic and was determined not (o et
Gavin control the magic phases of the battle. If he did, then the
hattle would surely be lost. The first of these magical
characters was 4 Grey Wizard Lord, T often include this wizard
in my armies as the Grey spell deck suits my style of play very
well, and [ know from experience that it also gives Gavin lots
of problems! The second magician 1 took was a Light Wizard
Champion. He would provide some more magical protection
for my army as well as being a college of magic that 'd not
taken Tor a long time. Berween them 1 gave my two wizards
four Dispel Magic Scrolls. This meant that I would be able w
avoid the worst of Gavin’s magic for a while at least.

With the exception of one regiment, all of my troops wers light
cavalry of one sort or another. The best of these were the
Outriders with their deadly repeating muskets, This is the first
time thal we've had enough of them painted up to field a whole
regiment and [ was itching to use them. With a bit of luck, the
Chaos Dwarls wouldn't know whal hit them!
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MARGRAVE VON RAMINOVICH’S EMPIRE FORCE

11 Kislev Winged Lancers with a
Diread Banner, and led by the Empire
General Margrave von Raminovich
mounted on a Warhorse with heavy
armour, shield, barding and armed
with a lance. He also bears the Amede
of Fire and Talismeen of Ravensdark.

Also accompanying the vnit i3 a Grey Wizard Lord riding a
Warhorse and carrying 3 Dispel Magic Scrolls and the
Chalice of Sercery, the Army Rattle Standard Bearer riding
a Warhorse with heavy armour, shicld, barding and a lance,
and a Champion mounted on a Warhorse with light armour,
shield and armed with a lance,

A Light Wizard Champion on a
Warhorse and carrving a Dispel
Scrofl. He hegins the bactle with the
Kislev Winged Lancers,

Lord Krieghelm — Imperial Hero on
Pegasus wearing heavy armour and
wielding a lance.

% Pistoliers riding horses, with light
armour and armed with two pistols
and a sword.

Three regiments each of 6 Kisley
Horse Archers, The Horse Archers
ride horses and are carrying shields,
bows and hand weapons,

5 Ouitriders mounted on horses and
wearing light armour, Three carry
repeater hand guns, two are using
repeater pistols.
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PREPARING FOR BATTLE
By Gavin Thorpe

Morglum had been defeated
and the wrathful Karl Franz
was descending upon my
Chaos Dwarf army, but |
wasn' | worried, ., much!

The first thing I had 1o choose
for my army was my General,
Chaos Dwarfs are unusual in
that they can use a Sorcerer
[ord as their General, saving
on points with one less
character, Browsing through
the Studic army cabinets, | spied the new Astragoth miniature
and knew 1 had found my Chaos Dwarl! With my General and
magic user picked in one model [ went on o choose the rest of
my characters.

I'd collected lots of slaves in Wuarthad, so it was essential that
someone should be in charge of them, T appointed Slavemaster
Varshnak, riding his Great Taurus and wielding the Black
Hammer of Hashut. With his rerror-causing Great Taarns and
his own deadly skills in batile, 1 hoped YVarzhnak would be
able to keep the Empire army at bay for at least one or two
turns, if not more. T had already decided two field as many
Hobgoblin Woll Riders as I could, so I needed somebody to
lead this motlev bunch. Sneekit the Hobgoblin Champion was
born, carrying the very sneaky and deadly Heart of Woe. The
Heart af Woe explodes when the bearer is slain, usually wiping
out anybody too close. Since Sneekit had only a single wound,
this would be a small but lethal area. A well placed challenge
should see to it that my suicidal assassin did more damage than
he was worth!

With three main characters chosen, T picked a few more magic
items to tidy up their rough edges, Astragoth was given a
Dispel Magic Seroll, a Power Scrall, and the Wand of fel. All
of this combingd 10 make him a potent foree, especially with
the very volcanic and destructive spells of the Chaos Dwarls.
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Slavemaster Varchnak needed an exira bit of of staying power,
50 1 bought him a suit of Armower of Mereoric Tron which gave
the Chaos Dwarf Hero a basic 2+ saving throw.

My character allowance was beginning to groan at the seams
by now, so I moved on o picking my regiments and war
machines. | really felt 1 had to take an Earthshaker Cannon.
Not enly would this blow large chunks in Jake’s army, but its
guake effect would slow them down considerably, giving me
more time to get my army off through the Drakenmoor Gap,
Next [ needed some units of Chaos Dwarts to carry all of my
loot, 1 chose two regiments of Warriors whose main job would
be to mn as fast as their stumpy linde legs could carry them! To
give covering fire to my retreating forces, [ enlisted a massive
unit of Blunderbuss-wielding Chaos Dwarls, They would
slowly retreat back towards the Drakenmoor Gap and then
break and run for it at the last possible moment.

Knowing Jake’s tactics quite well by now T was sune he would

_ have almost all of his army mounted on horses or monsters.

This would pose several problems, the most important of
which was their much greater speed, In only two turns Jake's
army would probably get close enough to stop my units
making march moves, doubling the time it would take to get
off the field of bartle. To counter this I took two units of
Hobgoblin Wolf Riders to act as a screen. The Wolf Riders
were to form a prodective shield around my army, preventing
Jake from making march moves himself and giving my army
the time it needed 1o escape, This would almest certainly mean
the demise of the Woll Riders, bul who cares, they'te only
Hobgoblins! After choosing both the core of my army and a
screen of greenskins, I still bad some points left over and
decided to get a unit that would have some real punch — Bull
Centaurs, Depending on how many Loot Points they had, this
unit would either charge straight in and do what they do hest,
or retreat with the rest of the army, ready to counter-attack
should Jake get wo close,

DEPLOYMENT

After rolling to see how many Loot Points my Chaos Dwarf
and Bull Centavr units had, I looked very carefully at the
valley hefore me. My two units of Chaos Dwarl Warriors
would start facing towards the Drakenmoor Gap and run like
Hashut himsell was chasing them! The Blunderbusses were
less valuable to me, with only a single Loot Point, and so they
would retreat slowly, facing the Empire army.

I was allowed (o place one unit outside my deployment zone,
=0 my unit of Hobgablin Woll Riders with short bows strayved
further towards the Imperial table edge, eager to start cansing
trouble amongst Jake's advancing roops, The other Wolf
Kiders were ready to rush out to my right, and stop Jake's army
outllanking me on that side of the valley.



Astragoth — Sorcerer Lord carrying
the Wand of Jet, a Dispel Magic
Seroil and a Power Scrall,

Slavemaster Varzhnak — Chaos
Drwearf Hero riding a Greal Taurus

armed with the Black Hammer of
Hashut and wearing Armour of

Meteoric fron.

Sneekit’s Badboyz 5 Hobgoblin
Woll Riders led by Sneekit — a
Hobgoblin Champion riding a Giant
Woll with shield and Hearr of Woe.

Sneekit’s Uyver Badboyz 3
Hobgoblin Woll Riders armed with
short bows,

@
X
-}

DEATH IN DEAKENMOOR

The Kinslayers

10} Chaos Dwarfl Warriors wearing
heavy armour and carrying shields.
They are armed with double-handed
axes. 2 Loot Points,

Varzhnak's Horde
10 Chaos Dwarl Warriors wearing
heavy armour and carrying shields.
I'hey are armed with double-handed
axcs. I Loot Poinrs,

Hashut’s Doom Platoon

5 Bull Centaurs wearing light armour
and carrving shields. They wield
double-handed axes, [ Lot Poinke.

Varzhnak’s Wall of Death
20 Chaos Dwarls wearing heavy
armour and carry a blunderbuss and
hand weapon. | Lot Point.

Earthshaker Cannon
With three crew wearing heavy
armour and carryving hand weapons.
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EMPIRE TURN 1

Jake: As the Chaos Dwarls
hurriedly organised their
defence, the Kislevite host
crested  the  hill  and
descended upon them. The
Empire Hero, Lord
Krieghelm, wurged his
Pegasus into a steep climb
and flew off into the ¢old
mountain skies. As the
ground dropped away from
him, the rest of the army
marched into the valley,

While the Winged Lancers,
Horse Archers and
Pistoliers spurred their
mounls on as fast as
possible, the Imperial
Quiriders advanced more
steadily, their repeater hand
guns levelled o fire. : i
EMPIRE TURN 1
I had decided to field nearly

all my characters in the big regiment of Winged Lancers.
Aldthough it could be risky having all my eggs in this one
basket, this type of ‘super-unit’ can provide a hammer-blow
charge which is almost impossible 1o resisl. The idea of the
mass of cavalry sweeping everything before them certainly
had dramatic appeal, if nothing else!

The Quiriders claimed first Blood as they fired a hail of shols
from their repeater hand guns into the Woll Riders just in front

of them, The solid wall of lead plucked a single Hobgoblin
from his saddle but the rest of them were unimpressed.

The armies were still a long way apart so there wasn't any
hand-to-hand combat and we went straight into the magic
phase. The winds of magic were a disappointing four cards and
my Grey Wizard Lord drank deeply from his Chalice of
Sorcery with no ill-effect, T started the spell casting with
firtdge of Shadows, and Gavin's eyes suddenly lit up with

WwhDsg
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CHADS DWARF TURN 1

horrifying memories of our past hattles. With no hesitation he
threw down a Dispel Magic Seroll and retaliated, Astragoth
used his Wand of Jet to cast Magma Pool, This spell allowed
him to move across the battlefield — undoubtedly he was
planning somcthing sneaky! The Wand of Jer allowed him to
cast the spell without using a power card, but unfortunately he
rolled a one, and the wand's power was exhausted straight
away. Ha! You won’t beat me with fancy toys! To add insult w
injury and 1o end the first turn, I used one of my own Dispel
Muegic Scrolls to stop the spell working.

CHAOS DWARF TURN 1

Gavin: As | had anticipated, Jake’s cavalry army came
flowing onto the battlefield at top speed. It would be up to my
gallant Wolf Riders to keep them at bay while the rest of my
army scarpered. To this end, Varzhnak on his Great Taurus
flew straight at the enemy, landing just behind an outerop of
rocks which shielded him from the unit of Winged Lancers,

When Lord Krieghelm had flown high in the previous turn, my
immediate thought had heen *He's going for the Earthshaker’,
Fortunately for me, [ had this covered. The Wolf Riders led by
Sneekit turned around and moved so they would be able to
charge the Imperial Hero and his menstrous mount if he did
charge the Earthshaker crew, I didn’t really want to do this
singe the Walfbovz were my screen, but hopefully this ohvious
trap would prevent Jake from launching a suicidal attack into
the heart of my army.

The rest of my forces withdrew as fast as possible, while my
second regiment of Wolf Riders changed position to get a clear
shot at the Horse Archers on Jake's right, Astragoth clumpid
forward in his mechanical frame, hoping to close the distance
so that his Shadows of Hashut spell would be in range. On his
left, the Bull Centawrs advanced to form a bodyguard for him.

The Earthshaker boomed and sent a massive shell MNying
towards the Winged Lancers. Unfortunately, the shell fell
short, almost hitting Varzhnak and his Great Taurus! The
ground trembled, throwing Varzhnak, the Winged Lancers and
the two Horse Archer units on Jake's left to the ground!

In contrast to the last turn,
the winds of magic blew
like a hurricane down
through the wvalley, as |
rolled an eleven lor the
number of magic cards.
Jake's Grey Wizard passed
his test for the Chalice of
Sorcery and we both had six
cards each. This could
prove important, since even
this early in the game a
single powerful spell could
tip the balance.

Once again Astragoth tried
to cast Magma Pool bul
Jake’s Grey Wizard, with
his Skull Sraff, managed to
dispel it. In return the Grey
Wizard used Bridge of
Shadows 1o transport my
Bull Centaurs back down
the valley. This had heen
despite my use of a Dispel
card to counter the attack. Was this the very same Grey Wizard
who had been dogging my every move throughout the
campaign? Perhaps Sigmar himself walked the world again in
human guise.

Astragoth then cast Skadows af Hashur, the terrifying form
smashing into the Horse Archers who miraculously escaped
the attack unscathed! This was very disappointing as a unit
which suffers even a single casualty from this spell is forced to
take a pamic test. As they were unable 1o move because of the
Earthshaker's quake effect, this would be wiped out if they
failed (a unit which cannot flee for any reason is destroyed).

Jake then played the Dvain Magic card and finished the tumn.
With the exception of the Bridge of Shadows, everything
seemed to be going quite smoothly.

TURN 1 VICTORY POINTS
EMPIRE: 0 POINTS
CHAOS DWARFS: 0 POINTS

EMPIRE TURN 2

Jake: A single unit of Wolf Riders was all that stood between
my cavalry on the southern side of the valley and the
Drakenmoor Gap — the Bull Centaurs were [acing the wrong
way and would take at least a turn or two to sort themselves
oul, Without a pause for breath my Pistoliers and the right-
hand unit of Horse Archers charged at the Wolf Riders who
promptly turned tail and fled rather than face almost certain
destruction. This put them ount of reach and the two units
slowed up. Meanwhile, as Gavin had predicted. Lord
Krieghelm plunged from the skies with his lance ready. The
target of his acrial attack, the Earthshaker crew, fled rather
than face his wrath. Gavin reasoned that Sneekit's Woll Riders
could see to the Imperial Hero and the crew would rally and
return to rain destruction in later tums. Evervbody else in my
army was picking themselves up afer the Earthshaker blast!
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Sneekit and his Badboy: prepare to charge as the Earthshaker crew flee from Lovd Kriegheim.

Ohnee again it was straight onlo the magic phase and this twrn 1
rolled an average seven cards. [ struck with a vengeance and
cust Traitor of Tarn on Slavemaster Varzhnak and his Great
Taurus, Gavin looked on in despair, — obviously he'd only
taken one Dispel Magic Scroll. | needed to roll a 10 or more on
3D6 to beat the Chaos Dwarl Hero's Leadership. With a quick
prayer Lo the gods of the dice, 1| rolled three sixes and the cruel
Slavemaster and his deadly mount were mine! Gavin almost
broke down on the spot!

Gavin then sneered along the table al me and used Tota! Power
to cast Eruption on my Pistoliers. A minialure volcano burst
from the ground beneath them and showered the riders with

EMPIRE TURN 2

molten debris, however, all but one of the voung noblemen
managed o escape! Not content with this, Gavin continued his
magical assaull by casting Shadows of Heashet on the scattered
Pistoliers. Fortunately, 1 was able o dispel this and saved my
hard pressed troops from more losses,

CHAOS DWARF 2

Gavin: As [ had foreseen, Lond Kricghelm had attacked the
Earthshaker Cannon and now Sneekit and his Badboyz
charged the Empire Hero, Things continued to go well, when
the crew rallied. They would be able to return to their artillery
piece nexl lurn. Sneckit’s Uvver Badboyez who had fled from
Jake's charge last tum were
still within 127 of Astragoth
and they too rallied easily,

On the southern slope of the
valley my Bull Centaurs
wheeled round to face the
enemy  again,  whilst
everyone else plodded
towards the Drakenmoor
Gap. I then realised the
other motive for the atlack
by Lord Krieghelm - he
was within 8" of my Chaos
Dwart Warriors and this
stopped them making a
march move and escaping!

We then came to the first
hand-to-hand combat of the
battle, with Sneekil’s two
attacks en Lord Krieghelm,
Both blows struck home
and one of them managed 1o
cut through the Hero's
armour and wound him.

Wwoe1
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Slavemaster Varchnak charges his master Astragoth!

The other two Hobgoebling and the Gianl Waolves in contact
attacked the Pegasus but they [ailed o score a single hit. Lord
Krieghelm struck back and hit one of the Woll Riders who
somehow managed to make his saving throw. The Pegasus’
attacks failed to hit home, Jake had lost the combat butl he
passed the break test with ease. However, because he had lost,
Lord Krieghelm and his Pegasus were driven aff and would
have 1o miss Jake's next turn. Hurrah!

A in the first mum, the winds of magic died down to a trickle of
four cards and, as an added insule, Jake's Grev Wizard Lord
suffered a wound as he drank from the Chalice aof Sorcery. 1
realised Astragoth was standing all alone in front of the entire
Empirc army! To extricate himself from his precarious
position, he attempeed to
cast Magna Peol but Jake
used up two Dispel cards
and finally a Dispel Magic
Scroll to make sure he
didn't get away.

Jake's reason for this
became clear as he used
Toral Power (o cast Bridge
of Shadows on Slavemaster
Varzhnak who was still
under the effect of the
Traiter of Tarn, With barely
suppressed  glee, Jake
charged the Sorcerer Lord
Astragoth with his own
second-in-command? Drat.
things were starting to look
decidedly dicey now!

My last chance at salvalion
was the single Dispe! card |
held, 1 wsed this on the

Traitor of Tarn affectin .
g £ CHAOS DWARF TURN 2

wDs2

Slavemaster Varzhnak, but [ failed o roll the four or more 1
needed to free him from its insidious power. I strongly
considered using my Power Scrofl to blast Varzhnak with
FEruption or Shadows of Hashut, bul decided to save it uniil
later. That's if Astragoth was going to have a later...

TURN 2 VICTORY POINTS
EMPIRE: 0 POINTS
CHAOS DWARFS: 0 POINTS




EMPIRE TURN 3

EMPIRE 3

Jake: Having recovered from the quake, my army advanced
once more on the Drakenmoor Gap. One unit of Horse Archers
turned o move around the north side of the valley while my
other units trotted straight at the Chaos Dwarfs. My Light
Wizard broke away from the Winged Lancers. This was for
two reasons, Firstly his spells (Lighr of Barde and Dearhiv
Sherredy) were not very useful while he was stuck in the second
rank of a unit: one had a 3" range and the other required a clear
lime of sight. Secondly, If the Kislev Horse Archers in fronl or
the Winged Lancers themselves got bogged down in a fight, he
would be able to move around the side and vse his spells to
swing the halance.

The Pistoliers ended up just out of range of the Wolf Riders,
while the Quiriders and
units of Horse Archers fired
into the combat between
Yarzghnak and Astragoth. 1
didn't care that the hits
were distributed between
them, I wanted them both
dead' The Kislevites scored
a total of five hits which
didn't cause a single
wound, while the OQutriders”
two hits wounded Asiragoth
once but bounced off the
leathery hide of the mighty
Gireal Taurus,

The Slavemaster hrought
down the Black Hammer of
flashur in a deadly arc,
cracking open the metal
carapace of Astragoth’s
walking machine and
wounding him. The CGreat
Taurus also caused a
wound, goring the Sorcerer

CHAOS DWARF TURN 3
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with ils massive horns.
Astragoth struck back in
desperation, aiming for
the soft spots of the
Cireal Taurus” mouth and
cyes but failed to cause
any damage at all, Secing
one of his most trusted
followers grimacing at
him with such malice,
Astragoth’s nerve broke
and he tried to flee.
However, just as he reached
the safety of some trees a
large, black shadow [ell
across him...

The two Wolf Rider units
and the Blunderbusses all
managed Lo pass the panic
tests cansed by Astragoth
losing the combat. They
steadlastly refused 1o give
in to despair and resolved to
revenge the death of their
evil master.

Since | had wo wizards in my army, the winds of magic were
noo reduced by the loss of Astragoth, Trolled an cight and dealt
out the cards. My Wizard Lord drank salely from his Chalice
af Sercery and I started the magical display with Bridee af
Shadows, The Great Taurus was (ransported across the
hattlefield and charged one of Gavin’s Chaos Dwarf Warrior
regiments as they tried to make their escape. Confused and
alarmed al being charged by their own leaders, the regiment
failed their ferror test and fled.

The Blunderbusses were the next target of my trinmphant Grey
Wizard, as he ensnared them with the Dance of Despair. While
trapped, the unit would be able 1o do nothing except twitch
forward a few inches in their movement phase.

Wos3
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CHAOS DWAREF 3

Gavin: Firstly, [ had to make terror tests for my remaining
Warriors and the Earthshaker crew, Both passed this, and then
failed the panic tests caused by their fleeing friends! The
Blunderbusscs, under the influence of Dance of Despair,
jerked and stumbled forward while the Bull Centaurs and both
of my Hobaoblin units desperately returned to the front in an
attempt to slow down Jake’s advance.

The Wolf Riders on the southern slopes fired their short bows
at the nearest unit of Horse Archers, One of the savages from
the apen steppes toppled from his saddle, translixed by a
black-shafted arrow, buat the rest still came on.

I rolled seven magic cards and Jake's Wizard Lord safely vsed
the Chalice of Sorcery. Indicating the traitorous Varzhnak 1
threw down my single Dispel card uttering “Vengeance will
not begin to describe the fury of his attack when 1 get him
back’, and then rolled a 1! So much for the big speech!

Bridge of Shadows was Jake's choice again, this time with the
aid of the Toral Power card. The Winged Lancers moved
forward to within charge range of my Blunderbussers, They

wouldn't be able to fight back while under the Dance af
Pespair and looked dead for certain, All T could do was just .

hope Take rolled lots and lots of ones!

TURN 3 VICTORY POINTS
EMPIRE: 6 POINTS
CHAOS DWARFS: 0 POINTS

WD64

The Outriders prepare a devastating volley against the unfortunate Hobgoblin Wolf Riders.

EMPIRE 4

Jake: With a rousing cheer the Winged Lancers charged
onward and into the Blunderbuss regiment, who could do
nothing but twitch and writhe under the elTects of the Dance of
Despair! With Slavemaster Varzhnak still under my control, 1
sent him and his Great Taurus bounding forwards into one of
the fleeing Chaos Dwarf units. The Warriors tried to run but
their stumpy little legs proved no match for the mighty wings
of the massive flving monster and they were caught and killed.
Lord Krieghelm had recovered from being driven off and
elected (o fly high once again, ready to dive down on anybody
left standing after the next .

The Horse Archers on my right concentrated their fire on the
Waolf Riders in front of them, but only a single Hobgoblin fell
to the fusillade, Then the Outriders cocked their repeater hand
guns — this was the moment they"d heen waiting for. Properly
known as *Von Meinkept's Whirling Cavaleade of Death’, the
repeater hand gun can be deadly in the right hands. With a
dealening roar the Qutriders fired and shot after shot ploughed
into the helpless Wolf Riders. Great clods of mountain dirt
kicked up around the Wolves and they disappeared in a haze of
gunsmoke and dust, Finally the debris settled, revealing the
blasted remains of the Hobgoblins — none had escaped.

To the right of this bloody carnage, the Pistoliers turned their
attention to the Bull Centaurs roaring up the valley towards
them. Loosing their own salvo of shots, they hoped for a
similar success to the Outriders, but without the special
weapons they only managed to wound their target once,

At the head of the charge against the Blunderbuss regiment,
my General thrust left and right with his lance. In the grip of
the Dance of Despeir the Chaos Dwarfs moved unpredictably



and only one of the madly
twitching warriors fell to
his attacks. Two more
Chaos Dwarfs [ell 1o
Empire lances and there
was no surprise when they
[ailed their break test and
tried 1o flee. We decided
that their panic would break
the Dance of Despair but
they were cut down anyway
as they ran. Sceing his dark
masters  all  hopelessly
slanghtered, Sneekit failed
his panic test and he led his
regiment towards the
distant horizon,

I relled double one for the
winds of magic and with the
card from the Chalice af
Sorcery this provided the
two power cards 1 needed o
cast Bridge of Shadows. My
Light Wizard WHE
magically transporied across the battlefield and into the woods
dominating the centre of the valley. After a fervent prayer to
Hashut, Gavin once again played a Divpel card on Slavemaster
Varzhnak and managed to roll the four or more needed to
dispel the Traiter of Tarm.

EMFIRE TURN 4

CHAOS DWARF 4

Gavin: The Bull Centaurs bellowed their anger and charged
headlong at the Pistoliers who had so arrogantly shot at them
last turn, The voung noblemen turned their horses 1o ee, but
in the confusion they crashed into each other, their horses lost
their footing and they generally dido’t get very far, Not far
enough anyway, as my Bull Centaurs smashed into their
regiment, double-handed axes carving bloody arcs of death!

The remaining Chaos Dwarf unit and Earthshaker crew pulled
themselves together and rallied. This was good news indeed. TF
I could get just a bit lucky and fight well, there was still a

DEATH IN DEAKENMOOR

chance 1 could pull off a win. The Great Taurus had been
unable to charge this turn, and instead repositioned itsell so
that it could breathe a gout of barning death over a unit of
Haorse Archers. Flames rolled over the Kislevites, but the
nimble cavalrymen managed (o avoid the worst of it and only
one fell screaming from his mount.

That blazing attack ended the turn since Jake declined to use
any magic and my only Sorcerer was dead. My chances of
pulling off a comeback were very slim, but there’s always
room for blind hope!

TURN 4 VICTORY POINTS
EMPIRE: 15 POINTS
CHAOS DWARFS: 2 POINTS

The Pistoliers are destroved by the devastating charge of the Bull Centaurs.

WDES
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EMPIRE 5
Jake: My unit of Horse Archers making their way around the
north of the valley spied the lesing Woll Riders and charged
into them. As Sneekit tried to negotiate the tricky rocks he was
cut down from behind, With a dyving cackle the Hobgoblin
Champion exploded, his Heart of Woee shattering into
thousands of deadly shards which slew two of the Kislevites!

Lord Krieghelm descended upon the Earthshaker crew once
more, who again decided (o Aee rather than face him. There

CHAOS DWARF TURN 4
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The Empire General, Margrave ven Eaminovich, leads his Winged Lancery against Slavemaster Varchnak and his Grear Taurus.

were no Woll Riders o bail them out this time! My Winged
l.ancers and a unit of Horse Archers were within 8" of the
raging Cireat Taurus but both units passed their rerror tests.
Standing right in front of the maddened Slavemaster
Warshnak, staring down the Name-licked nostrils of the Great
Taurus were the Horse Archers. They decided that discretion
was the betler parl of valour and, with a litile careful
manoeuvring, managed to get out of the charge arc of the
cnraged Chaos Dwarf Hero, There was no way they were
going 1o Aght a Great Tawrvs if they could avoid ir!

Omn the hill to my right, the
Outriders mrned to face the
Bull Centaurs and fired
dgain. They must have been
low on ammunition though,
since only one hit was
scored and even this [ailed
o punch through the heast’s
thick skin.

In a sudden burst of
cunning | saw a way of
getting rid of that accursed
Great Taurus once and for
all. The first stage was 1o
cast Bridee of Shadows on
the Winged Lancers who
charged into the heast. |
then cast Dance of Despair
on the helpless monster so
that even if 1 failed to kill it
and Slavemaster Varzhnak,
neither waould be ahle 1o
artack back!



CHAOS DWARF 5

(Gzavin: For the third time,
my Earthshaker crew
managed o rally which was
all 1 had to do before Jake
attacked Slavemaster
YVarzhnak with his Winged
Lancers. The Empire
General, Margrave von
Raminovich, thrust his
lance at the Slavemaster
hitting him several times,
but each cthrust was
deflected by the Chaos
Dwarf Hero's magical
Armour. The  Battle
Standard Bearer had more
luck, and with Slavemaster
Varzhnak busy fending off
my General he was able 1o
find a weak spot in the
Chaos Dwarl"s armour and
wound him twice, The
Gireat Tawrus was wounded
too as the Winged Lancer Champion and standard bearcr
punciured its lough hide easily with their lances, Again the
Dance af Despair was broken by Yarzhnak's headlong flight,
which took him clear of the Winged Lancers’ pursuit.

EMPIRE TURN 5

The winds of magic were a paltry four cards and no magic was
cast this turn. Hashut had delivered the Great Taurus back to
me, and now he was running away. Aasaagh!

TURN 5 VICTORY POINTS
EMPIRE: 17 POINTS
CHAOS DWARFS: 2 POINTS

CHAOS DWARF TURN 5
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EMPIRE AND CHAOS DWARF 6

Jake: Lord Krieghelm continued his relentless attack by
charging the Earthshaker crew, who for once decided to stand
and fight like Chaos Dwarfs! The Winged Lancers charged
towards the fleging Varzhnak and his monstrous steed, who
ran from the table, abandoning the rest of the army to its fate!

All three regiments of Kislev Horse Archers surrounded the
Chaos Dwarf Warriors and loosed a storm or arrows into them.
To their dismay, nong of the Chaos Dwarls was even
scratched! On the other side of the battlefield, the Outriders
had rather more success managing (o wound one of the Bull
Centaurs with their volley of fire.

In the fight against the Earthshaker Cannon crew, Lord
Krieghelm managed to skewer one of the Chaos Dwarfs who
defiantly confronted him. However, his Pegasus must have
landed hadly because it
totally missed with all of its
attacks. The crew struck
hack at the winged horse
managing to open a deep
gash along its side, To our
surprise, the combat had
been drawn — perhaps the
Chaos Dwarls should have
stood and fought the first
time they'd been attacked!

Finally deciding to take part
in the game, my Light
Wizard cast Light of Banle
on one of the Bull Centaurs,
This turned the creature into
an incandescent ball of light
which hurtled through the
rest of the unit, killing two
of them! The glowing Bull
Centaur itsell survived the
transformation and would
continue 1o move randomly
in the next tarn.

WDsT
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EMPIRE TURN 6 (ABOVE) AND CHAOS DWARF TURN 6 (LEFT)

Gavin: My remaining Bull Centaur tried to put as much
distance between him and his lethally glowing cousin.
Meanwhile, the Lord Ereghelm proved rather impressively
inepl al hitting Chaos Dwarfs as all his attacks missed, as did
those of his Pegasus, The Earthshaker crew struck back, Killing
the Pegasus under the Imperial Hero, who resolutely passed his
break test and fought on.

WDss

Finally the battle ended when the Bull Centaur who was
glowing from the Light of Batile, whizzed across the valley
only 1o be consumed by the magical field raging around it

The Chaos Dwarfs had been crushed without mercy, rightful
vengeance for the destruction of Wurthad and the massacring
of the Emperor’s Wood EIf allies at the Cathering of Might.

TURN 6 VICTORY POINTS
MPIRE: 22 POINTS
CHAOS DWARFS: 2 POINTS

DISASTER!

Gavin: Oh no, not again! 1'll have to think of a really cunning
plan next time. As far as this baule was concerned, with
hindsight I think it was lost from the moment Slavemaster
Varzhnak charged inte Astragoth, IF Astragoth had won the
combal I would have been without the Great Taurus but I
would s1ill have had my Sorcerer. As it was, Astragoth was
killed, and Jake dominated the battle with his Wikard Lord.
There are only a Few occasions when a battle is totally
irrecoverable, as there’s usually something you can do. My
plan from that point on had heen 1o use Sneekit and his Hearr
af Wae to charge into Jake's Winged Lancers and take
somebody with him, or at least hold them up For a rn.

[ have suffered very bad experiences with the Bridge of

Shadows spell in the past, so using my Dispel Magic Scroll so
early was understandable. However, looking back with perlect
hindsight, there was little thai Jake could have done so early in
the game, especially since 1 had the next turn, Jake said 1
should have taken more Dispel Magic Scrells, but [ felo that
rather than do everything | could to stop Jake's magic, 1
wanled to take the initiative and force him onto the magical
detensive. Despite saving poinls by using Astragoth as my
General, the relative cheapness of Empire wizards proved my
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downlall, Even when Astragoth died., the winds of magic were
still 206 and provided all the power cards that Jake needed to
finish off my army.

Some people lament about their poor luck, but [ normally
argue that your plan should be worked out so that luck doesn’t
come inte it. Certainly there are horrendous situations when
vour charging Griffon misses all his attacks, or something
simmilar, bul if you depended on the Griffon o attack that unit at
that time you were putting all vour eggs in one basket. Having
said this, my rash of poor Leadership tests caused by the Greal
Taurus, iis terror, and the subsequent panic tests, finished off
my army. Everybody who had heen heading for safety starled
running the wrong way, taking them further from the
Drakenmoor Gap and T saw the opportunicy to pull off a
recovery ship away from me...

TAKE THAT YOU FIENDS!

Jake: The field of battle was mine ence again! Wurthad had
been avenged and the Chaos Dwarfs would think twice about
invading the Empire, for a while at least,

Gavin is probably right when he says that it was my capturing
Varzhnak with the Trafer of Tarn thal was the mrning point in
the battle. However, this is only obvious with hindsight. When
I cast the spell, I expected it to keep this powerful character out
of my hair for a turn or two. [ didn’t imagine that my good luck
would last so long, In the end, | actually began 1o feel rather
sorry for Gavin as he looked at his hand of magic cards each
murn and his face dropped when he saw he had no dispels.

Having said this, I do also think that | plaved fairly well even if
I was never in any real trouble. The Pisteliers were the only
unit 1 lost and | knew they were taking a risk when they
confronted the Bull Centaurs, In fact, this was the only gamble
I made that failed o come off! Even Lord Krieghelm who was
in a very exposed and dangerous position survived the battle,
though he was injured and his faithful mount killed,

As T had intended from the outset, | controlled the magic
phases 1 stop Gavin doing the same and cremating me with
his deadly spells. This worked so well that by the time
Astragoth died, Gavin was almost totally helpless, T had Dispel
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WVon Raminovich tore off his helm and fung it to the bloody
arass. Gulping in gasps of ¢hill mountain air he swepl his
hand threugh his sweat-soaked hair. Grinning for no proper
reason, he wrned on his horse and beckoned to the Grey
Wizard Lord.

“¥ou have the thanks of the Tearina for vour timely help.”
He held out his hand and the Wizard grabbed his wrist in a
warriors” handshake.

“I have fellowed these foul abominations since the
Gathering of Might.” Said the magician. “Before then |
fought Morglum during the start of the invasion. I am glad
(o serve as the Empire’s puardian.™ ;

The Wizard smiled, rather erookedly von Raminovich
thought, and then turned away and rode off, Putting this
from his mind, the Margrave motioned to his Winged
Lancer escorts and galloped down towards the Drakenmoor
Guap, Ahead of him a figure staggered away rom a pile of
bodies. Spurring his horse on, yon Raminovich raced ahead

—
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he could do o stop me.

I still think that Gavin's lack of defensive magic was his
downlall. IF he hadn't had to fght his own Great Taurus as
well as the whole Empire army, he would have had a much
casicr lime. As this game amply demonstrales, you can never
rely an being dealt that vital dispel card when vou need it
Even if you have one, is by no means certain that you'll be
able 1o roll the dispel successfully, All in all, 1 think that the
humble Dispel Magic Scroll is probably the most useful magic
item in the whole game.

My light cavalry army proved itself very effective throughout
the battle, They are so fast that even if they cannot beat an
enemy in combat, they can ofien move out of their charge arc
and pepper them with arrows or shot from the side. By the time
the enemy has turned to face you, you've moved off
elsewhere. This is even more devastating when you can
include the deadly Outriders in your ranks, and most
destructive of all when you can gang up on each encmy
regiment in turn. The Hobgoblin Wolfboyz who were
destroyed by the combined fire of the Outriders and Horse
Archers learnt that lesson,

We've been playing a loi of Warhammer at the Studio
recently, and we'll be sure to oy this scenarie oul again with

~different armies. [t was great fun, and an interesting change

from the normal battles, Next time 1 think 'l take the Chaos
Drwarf side and see if 1 have any better luck than Gavin did at
escaping with the loot,
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of his bodyguard and leapt from the saddle just in lime to
catch the hattered form of Lord Krieghelm as he collapsed.
His armour was rent in several places and blood streamed
from hideous wounds down his chest and legs.,

Lowering the wounded man to the sodden ground, he called
tor his banner bearer for aid.

“Rest now, you're efforts are noted. Best now,..”

As the injured Hero was tended o, von Raminovich
wandered to the edge of the Drakenmoor Gap. The sheer
sided crevasse strelched down towards the Dark Lands,
which spread out in front of him like a painting. A shadow
from behind him blocked out the setting sun, and the guiet
voice of his banner bearer broke the silence,

“Should we post a geard, sir” Will they be back?”
Van Raminovich thought for a moment and then nodded.

“They'1l be back lad, don’t doubt that, Net for quite a while,
but they 1l be hack...” ‘
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Games Workshop Mail Order is a great way to purchase all the latest releases from
Games Workshop and Citadel Miniatures. Our Mail Order staff are all Games Workshop
enthusiasts and will be more than happy to advise you on any special character
miniatures or other models that you might need for your armies.

OUR MAIL ORDER TELEPHONE LINES ARE NOW OPEN:

Monday to Friday 24 Hour Service!
Saturday and Sunday 8am - 10pm.

if you are posting your order, please send It to:

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

TALISMAN"
DRAGON’S TOWER

The Talisman - Dragon’s Tower supplement contains a unigue
three-dimensional game board of the Dragon’s Tower together with
a superb model of the Dragon King himself. Also included in the
supplement are a new set of adventure cards detailing the events,
enemies and followers that can be encountered In the Tower and
the fabulous treasures that are to be found there!

Talisman - Dragon’s Tower contains four new characters for you to
adventure with: an Alchemist, Chaos Sorcerer, Astronomer and
Sorceress. Each of these characters is represented by a superbly
detailed plastic Citadel Miniature.

IMPERIAL CHIMERA Sl e
m G R R S L
BDXED SE ) e B
;

The Imperial Chimera is available as a
brand new multi-part plastic kit for you to
reinforce yvour Warhammer 40,000 Imperial
Guard army. Armed with a turret mounted
multi-laser, a heavy bolter and six lasguns
the Chimera is capable of destroying all
adversaries. Before the enemy can recover,
the Chimera charges forward to complete
its mission, delivering its cargo of troops to
key points on the battlefield.

The Imperial Chimera boxed set contains all
the transfers you need to complete the
Chimera in the markings of your cholce, as
well as a sheet of self-adhesive banners.

IL ORDER @ 01773-713213 MAIL ORDER T 017
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GAMES WORKSHOP MAIL ORDER IS

CONVENIENT!

Mail Order is convenient, with the entire range of Citadel Miniatures
and Games Workshop games, just & phone call away.

FAST!

Mail Order is fast. Most customers receive their orders within 2 days
in the UK. {Some second class orders, or packages over 1Kg may
take a day or so longer). Plus, on any telephone orders received
belore 1.00pm, our Special Delivery Service guarantees you'll
receive your order the very nest day,

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

MWost overseas orders are delivered within 8 days,

THE FULL RANGE OF PRODUCTS!

Our Mail Order service can supply the full range of Games
Workshop games and Citade]l Miniatures, and we don’t stop
there! We can also supply any individual game component or
miniature. So if the dog’s chewed your Warhammer 40,000
buildings, we can supply a brand new set! IF you want the
rulchook from Warhammer, we can provide it! If vou want
the dice from Space Marine all vou necd o do is ask!

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

We can also supply any component from any mulli-parl mode]
for those of vou who like to customise or converl your
miniatures.

L o
Chas and Ash check miniatures in the Citadel foundry.

FRIENDLY KNOWLEDGEABLE STAFF!

Our Mail Order service is staffed by enthusiastic hobbyists like
yoursell, whe will be more than happy to tell you about all the
latest releases for vour particular army or favourile game,

ACCURATE!

Every order is hand-checked against the catalogues 1o ensure
that every model is perfectly cast and that your order is exactly
what you want.

Seott grabs a brond wew copy of Talisman for o Mail Order customer.

PLUS!

No quenes! No parking! No bus fare! And ic's really great fun
using the catalogues o choose exactly the models you want for
yvour army. We've found that many gamers get wgether with
their friends to place an order so that the £2.50 UK and BFPO
postage is applied 1o the whole order and the money saved buys
them all a few extra miniatures.

Anv, Steve, Ed and Gordon, man the Mad Order hotlines,

IL ORDER T 01773-713213 MAIL ORDER T 017
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IMPERIAL
NEW! KMIGHT BARCN 2.99 each
Ciltadel Journal 8 is availabla now! This e “ E— {
isgue iz packed with great rules and KMNIGHT CASTELLAMN £1.75each |
modelling ideas to use in your games with KNIGHT PALADIM £1.75 each |
Morse special characters lor Warhammer, TR
Eldar walkers and Ork Gobsmashas for IMPERIAL WARLCHD TITAM (Baxed ast) £9.99 gach
Warhammer 40,000, Also included are
rules far Daemons in your Blood Bowl ELDAR
Chaca teama, and much more besides.
HEW! ELDAR SCCUT TITAM (Boxed sat ol 2) £3.99
Issua B of the Chtadel Journal is available now from Mail Order | ] j
pricad only £3.98 with FREE P&P within the UK and BFPO. Overseas AVATAR TSR E2.75 each
add £1 P&P, ELDAR WAR WALKERS £1.75 each
SUBSCRIPTIONS
Issue 1 and 2 of the Citadel Journal are now completely sold out and o4
| =tocks of lssues other back copies are very limited. To be cenain of WAH H M MER

your copy please place an early order. We now also offer a special
five-issue SubDSCTiplon,

Price: UK/BFPO — £20.00 Overseas — £30.00
With every UK and BFFO subscriplion we'll send your sixlh issug
absolutely FREE! Each aubscription to the Journal will begin with the
next issue 1o be published — unforlunalely we are nol able o include
back copies in subscrptions as they are in such limited supply.

BOXED ARMIES

These complate boxed armies contain everylning you need to put
together a8 powerful new army, including a complete force list and full-
colour banners.

WARHAMMER 40,000 BOXED GAME £30.09
DARK MILLENMIUM £19.09
" WHITE DWARF PASSENTS. WARHAMMER 40.000 BATTLES  £9.99
CODEX ULTRAMARINES £5.59
CODEX SEACE WOLVES £9.99
CODEX ELDAA £9.90
WARHAMMER 40,000 CODEX ORKS £9.90
2000 POINT SPAGE WOLVES ARMY (Boxed Set) £95.00 SUSTAINED EIFE DICE o
2000 POINT ULTRAMARINES ARMY {Boxed Sef £95.00 e S5 E ADHESIVE BANNERS e
1000 POINT SPACE ORK ABMY (Boxed Set) £110.00 Each pack contains 5 banners. (Available for
B e T Uttramarines, Space Waolves and Space Orks)
2000 POINT ELDAR ARMY (Boxed Set) £100.00 p——
20060 POINT SPACE MARINE ARMY (Baxed Set) £90.00 IMPERIAL GUARD
MEW! IMPERIAL CHIMERA (Plastic Kit Boxed Seff  £16.099
WARHAMMER e
MEW! RATLING SNIPERS £1.25 each
2000 POINT CRC AND GOBLIN ARMY (Boxed Sat) £115.00 — -
— MEW! TALLARN DESEAT RAIDERS LIEUTEMANT ~ £275 |
2000 POINT UNDEAD ARMY (Boxed Sef) £105.00 R '
- —— LEMAN RUSS (Plastic Kit Boxed Sei) £16.09
2000 POINT HIGH ELF ARMY [Boxed Set) £115.00 L —
[ALLARM DESERT RAIDERS F12.09
EPIC:;;. Bexed se1 containg 10 Dessrt Rziders
TALLARN DESERT RAIDERS £1.25 each
TITAN LEGIONS BOXED GAME £39.09 MORCHAN IRON GUARD LIELTENANT £275
SPACE MARINE BOXED GAME £39.92 Ry PRI, . e e
SPACE MARINE BATTLES (BOOK) £9.99 | SPACE MARINES
ARMIES OF THE IMPERIUM E14.99 NEW! LIBRARIAN TERMINATOR £2.99
- WRCAOR T (Cman: aivd icr smii) o IMPERIAL WHIRLWIND (Boxed Set) 14,99
ORK & SQUAT WARLORDS £14.09 MARANEUS CALGAR ULTRAMARINES COMMANDER  £4.99
HIVE WAR £14.09
EPIC TRANSFERS £3.50
Each pack contains 10 sheets of translers
[Avallable for Space Marires and Imparial forces) NEW! WASH SET 2 599

IL ORDER T 01773-713213 MAIL ORDER T 017
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WARHAMMER"® EMPIRE
ICE QUEEN OF KISLEY £2.89 sach

KISLEW WINGED LANCERS £2.99 each
CUTRIDERS - [‘2.!—'!_!31 each
| PISTOLIERS E2.89 EFﬂ:h
EF_JEE OF THE EMPIRE £2.99 each
ORCS
HEW! AZHAG THE SLALUGHTERER £19.99 sach

WARHAMMER QUEST"

WARHAMMER BOXED GAME £39.59
WARHAMMER BATTLE MAGIC £19.59
WARHAMMER - ARCANE MAGIC £14.59
WARHAMMER ARMIES - CHADS £14.58
WHITE DWARF PRESENTS: CHAOS DWARFS £0.09
SELF ADHESIVE E&NNEHS £3.50
F:ur;g :E{Efgﬂnss éim“ﬁ{ gtﬁ““éﬁ'; Dwarls and Undoad.) WARHAMMER QUEST BOXED GAME £29.99
NEW! WARRIOR PRIEST WARRIOR PACK £5.58
DARK ELVES PIT FIGHTER WARRIOR PACK £5.58
NEW! DARK ELF SPEARMEN £1.25 each
NEW! DARK ELF CROSSBOW ) £1.25 each LISM
CHAOS DWARFS TALISMAN BOXED GAME e -
ASTRAGOTH HIGH PRIEST OF HASHUT £4.99 each TALISMAN — DRAGONS TOWER £19.09
" CHAOS DWARFS WITH BLUNDERBUSSES £1.75 each TALISMAN — DUNGECHN OF DOOM £19,09
' BULL CENTAURS £4.99 each TALISMAM — CITY OF ADVENTURE £19.99

WH ’ TE DWA H F Su B Sc R I PTION S COPYRIGHTS AND TRADEMARKS

All suhject matter in White Dravart is & Copyright Giames Waorkshop Lid 15015,

UK. EUROPE, & THE REST OF THE WORLD All 11 Cinmes Worksaop prodaces, and all imzges oonlained thencin have bocn
i 5 I heatse ar as wark for kire. The exclusive capyright m the arwark ang

UK & BFPF: L2750 for ome year (12 issues). b s 3 s the property of Games Workshop Lul. £ Copyright Games

EURDPE; £35 Gor ane yewr. (13 sau4) """J.Is..:hl.'“l.l L) 155, Al nighins reseraed,

REST OF THE WORLLY: £50 For ane year, (178 esies] Registered Trademarks

Plzase send payments s Games Workshop Mail Ovler, Chewiee 51, Hilllep, Easraand, The falloaring ars a'l registerad trademarks of Cames Wocksbop Lic

MOTTINGHAM, KG1GE 3TY. AT payments should be in peosds stecling. Please make J K ) x

chiques paynhle 1o Ganes Worcshep L. Armapeddor, Bleod Bowl, Chivalry, Citadsl. the Citadezl logo, Confrontasion, Daerk

Anpels, Dark Futnre, Deatheing, Eldar, Eldar Attack, Epic, the Qoo Wioekshep Ioga,
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Trademarks
The: Fallowing are &l tmdemarks of Games Workshap Led,

Far V154 and Maztercand arders, plepss telephore cor 3l Orler hotkine on
(AL &0 650, Muonday 1o Freday, Sam - Spm BXT,

Plezse stale which issue you would like yous sobscriptian o stan wich,

.-'\np.s. Warrier, Avatar, Blood Angels, Blecdletier, Bloosdthissier, Dasmoneie, Dark

er, Death £one, Drageomasters, Dungeonguest, "Bavy Melal, Exe Armour, I'-m\,'l
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cling, Spece Hulk, Space Wolves, Squat, Squig, Swouping Hawk,

CORRESPONDENCE

Wwe welcome comments shout White Dwarl, Games Woekshop games and Citadel
siniarares. All letlers encept subscriptions and Mail Osder should be pddressed 1o The
Edirar, Whire Dwarf, Games Workshop, Heward Hovss, 16 Castle Boulevard,

Modtisghem NG EFL. Siriking Scvepion, Teemtisarar, Thunder Hemmer, Trall Slayer, Tazentch. Ulramnarines,
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voaezor MAIL ORDER FORM

CODE DESCRIPTION PRICE o |- Tk
PRICE
758604 |  HOBGOBLIN BIG > £1.35 | 2 | £2.70
= i |
|
Use this form fo mail order Games Warkshap products and Ciadel Miniatures from SUBTOTAL
this or any recent issue of White Dwarf, or fram Ihe Citadel Miniatures Catalogue.
When you have totalled up your order. please don’t lorget to add the postage and POSTAGE & PACKING
packing charge, PLEASE PRINT IN BLOCK CAPITALS AND USE A BLACK PEM.
METHODS OF PAYMENT GRAND TOTAL (TOTAL + P&P)
You can pay by cheque or postal ordar. Allernatively, we lake Access/Masiercard,
Visa, and (in the UK) Switch, If you wish to pay by credit card, please fill in the relevanl
details an the form below. Il you have & credit card, you can place an immediate ordar
by phoning our Mail Order Hotlines - bul make sure you have your card with you when POSTAGE & PACKING
Yo phone. d UK & BFPOQ: Add £2.50.
DESPATCH & DELIVERY Crverseas {including Eire): Add £40%: of order walus. If you
oy credil card, a charg il fha
We always despatch your order on the day of receipl. For UK lelephone arders, yau ::’-é U.T;,?:;ﬂ!rﬁ;ﬁ;zgm e e e, B ]

can use our Speclal Delivery Service which for an additional £2.70 per order
guaraniess that your package will reach you the very next day. R e
Plagse feal frae to photocopy this form

R e G e i ADBDRERS e e e T

B N PR L O SRR 0 . e e
I TR s e e b s ivics Postoode ... - e e e e
Method of Payment: Cheque . Postal Order Access/Mastercard | Visal Ll Switch
Card No: [ TT T T T TTTITTTTT I ] |ssueno: | (switchoniy
Card expiry date: .........ccoooiiiiiiiiinn Cordholder NBIMBS .. ... eerse s s s s pr sy s iman
Cardholder
T LT TF g e e e e o e O @
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Miniatures supplied unpainied. WARNING: Mol suitable for children under 36 months due 1o small pars and essential pointed components,

& Copyright Games Workshop Ltd 1995, Al rights reserved.
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IMPERIAL

LEMAN RUSS IMPERIAL BATTLE TANK

THE LEMAN RUSS IMPERIAL BATTLETANK
IS5 A MULTI-PART PLASTIC KIT WHICH IS
SUPPLIED AS 5 SEPARATE SPRUES
TOGETHER WITH FULL COLOUR BANNERS
AND TRANSFERS

THE ASSEMBLED AND PAINTED LEMAN RUSS IMPERIAL BATTLE TANK

IMPERIAL CHIMERA

THE IMPERIAL CHIMERA
15 A MULTPART PLASTIC KIT WHICH IS
SUPFLIED A5 T SEPARATE SPRUES
TOGETHER WITH FULL COLOUR BANNERS
AND THANSFERS

THE ASSEMBLED AND PAINTED IMPERIAL CHIMERA




SPACE

MARINES

MARNEUS CALGAR MASTER OF THE ULTRAMARINES

s R

CALGAR'S
BAMNMER POLE TOP
TOOEAM

CALGAR'S
RIGHT GAUNTLET
Flad2

MARNEUS CALGAR
TOoE4T

A COMPLETE i
MARMEUS CALGAR i1l
COMSISTS OF: i

1% MARMEUS CALGAR it}
* GAUMTLET 4

1 x BAMMER POLE Ll

1% BANMER FOLE TOR |

CALGAR'S
BANNER FOLE
Tonadn

LIBRARIAN IN TERMINATOR ARMOUR

STORM BOLTER
044174

LIBRARIAN BODY
TO1561

FORCE AXE
TO15E2

LIBRARIAN
BANNER POLE
7563

A COMPLETE
LIBRARIAMN CONSISTS OF:
1 x LIBHARIAN BODY
1 x STOAM BOLTER
1 x FORCE AXE
1 ¥ LIGRAFIAN BANNER POLE

UCa janpod Sy SSNINEY A PauRdun paiddng saunteuiy

i

@.
g
]
E
2
"]
fur
=
&
5
=
=
=
=
=9
o
=
n
=
=
1=}
=
o
g
2
[+
e

‘55 J0 E1Eak ¢l JOPUN USIEYS 10§ PLPUSLILAING. (0L GUE SEINJEILIY [SP2I0 POMO|EME 1O PIMELD Ji [NWIEY a0 SBLL YDIYm pEE] SUIE)

SITADEL
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IMPERIAL

RATLING SNIPERS

RATLING 1 RATLING 2 RATLING 3
2N FEET0G T2210:2

AATLING 4 RATLIMNG & RATLING B
Al TEE1VE 722101

Designed by Alan Perry

@ Copyright Games Workshop Lid 1985, Al rights resene,




IMPERIAL GUARD

MORDIAN IRON GUARD

IR GUARD IRON GUARD IRON GUARD IRON GUARD
WITH LASGUN 1 WITH LASGUN 2 SERGEANT WITH GREMADE LAUNCHER
(4453 04451 D4EE D455

IRON GUARD LIEUTENANT

IRGH GUARD IRON GUARD
WITH LASGUN 3 WITH LASGLUN 4
S ELAR 04452

MORDIAN IRON GUARD LASCANNON

IRCN GUARD
LIEUTENANT
Tazoan

IRQN GUARD IRCN GUARD
LASCANMNON LOADER LASCANNON OPERATOR (44519
(4258 04457

A COMPLETED MORDIAN IRON GUARD
LASCANMON CONSISTS OF:
1 x LASCANMON
1 % LASCANNON SHIELD
1 x LASCANMON STAND
2 %WHEELS

WHEEL LASCANNON SHIELD LASCANNON STAND
044313 o450 044511

COMPLETED LASCANNON

pansasad sWBU Iy 'SE61 pr] doysap, sowes Jybuddod g
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Designed by Michael Perry and Norman Swales
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CITALEL
NESTATITRES

IMPERIAL GUARD

TALLARN DESERT RAIDERS

DESERT RAIDER
SEAGEANT
4468

DESERT RAIDER
WITH MELTA-GUN
(4267

TALLARN DESERT RAIDER AUTOCANNON

DESERT RAIDER
GUNHER BODY
044618

DESERT RAIDER
GUNNER LEGS
4EE

DESERT RAIDER DESERT RAIDER DESERT RAIDER
WITH LASGUN 1 WITH LASGUN 2 WITH LASGUN 3
DB G442 Q4465

DESERT RAIDER LIEUTENANT

DESERT RAIDER
WITH LASGUN 4
4463

| DESERT RAIDER
LIEUTENANT
Faran

AUTOCANNON SHIELD
DL4BH 2 0443410
&
DESERT RAIDER
AUTOCANNDON LOADER TRAIL WHEEL
D487 244311 4313
A COMFLETE
TALLARN DESERT RAIDER
ALUTOCANNDN CONSISTS OF:

1x DESEAT RAIDER GUNMER BODY
1 x DESERT AAIDER GUNNER LEGS
1 ® AUTOCANNOMN
1x TRAIL
1% SHIELZ
2 x WHEELS

A COMPLETED TALLARMN DESERT RAIDER AUTOCANNON

Designed by Michael Perry and Morman Swales




AZHAG THE SLAUGHTERER

ORCS
&
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THE COMPLETED MODEL PAINTED BY THE STUDI) 'EAVY METAL TEAM

A COMPLETE AZHAG THE SLAUGHTERER
COMNSISTS OF:
1 x AZHAG BODY
1 x AZHAG HEAD
1% ATHAG LEFT ARM
| x AFHAG BAMNER FOLE
1 ® WYVERN SADDOLE
1« WYVEAN HARMESS
1 % WYWVERN HEAD
1 1 WYVERN NEGK
1 % WYWERN BODY
10 WYVERAN RIGHT LEG
1 x WHYWERN TAIL
1 2 WYVERN RIGHT WING
1 % WYWVERN LEFT WING

CITALRE]L
MRLAT LIFES

Designed by Trish Morrison and Gary Morley



AZHAG THE SLAUGHTERER

YWYVERMN RIGHT LEG
P OE2AE

WYVERN BODY WYVERN TAIL
[A[- TR el el

AZHAG LEFT ARM
e

WYWYERN NECK
el s

DEZAME

AZHAG HEAD
O52ET

2 Copyright Games Workshop Lt 1925, Al rights resened.

AZHAG BANNER POLE
052811

h"'fj 4 j

- st ol

WYVERN
HARHNESS

52810
WYVERMN LEFT WING

| i 102797 3
G | L

] WYVERN SADDLE
& 6268

Miniatures supglicd unpainled. WARNING: This product contzins lead which may be harmiul if chewed or swallowed. Citadel Miniztures are nat recommended for children wrder 14 years of age

CITAIIE]
NERIATTIRES

Designed by Trish Morrison and Gary Morley



Miniatures supplied wnpainted. WARNING: This product containg lead which may b= hammful if chewed or swallowed. Cilagel Miniatures are not recommended for children unger 14 years of age.
£ Copymght Games Workshop Ltd 1925, All rights reserved.

DARK ELVES

DARK ELF SPEARMEN

SPEARMAN 3
7590041
1

SPEARMAN 2
TEADNVE

SPEARMAN 1
TaE0Y

SPEARMAN T
TEHOLT

SPEARMAN &
TEADNA

SPEARMAN 5
FER00E

SPEARMAN 4
THEOG

THESE MINIATURES ARE SUPPLIED WITH PLASTIC SHIELDS

Designed by Aly Morrison and Calin Dixan




DARK ELVES

DARK ELVES WITH CROSSBOWS

CROSSBOWMAN 1 CROSSBOWMAN 2 CROSSBOWMAN 3 CROSSBOWMAN 4
7RS0T FRA01 4 TERS2 F5E01/E
A COMPLETE DARK ELF ,-ﬁiw- y
CROSSBOWMAN yor i fa
CONSISTS OF:
1 % CAOSSEOWMAN CROSSBOW
1 x CROSSBOW 75001

CROSSBOWMAN 5 CROSSBOWMAN & CRAOSSBOWMAN 7 CROSSBOWMAN B
TEA01E 7380178 =l TSRMT
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COMFLETED DARK ELF CROSSBOWMEN
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Designed by Aly Morrison




CHAOS DWARFS

ASTRAGOTH HIGH PRIEST OF HASHUT

ASTRAGOTH BODY
Toa851

A COMPLETE ASTRAGOTH
COMBIETS OF:
1 2 ASTRAGOTH BODY
1w ASTRAGOTH RIGHT AAM

1% ASTAAGOTH LEFT ARM
1 % EXHAUST AND BAMMER POLES

ASTRAGOTH RIGHT ARK
TEBBS2

Jiop

ASTRAGOTH LEFT ARM EXHAUST aND
FHRBGA BANMER POLES
TEAB5M

A COMPLETED ASTRAGOTH
HIGH PRIEST OF HASHUT

CHAOS DWARFS WITH BLUNDEREUSS

BLUNDERBLUISS 1
TEA1VE

BLUNDERBUSS 5

TELE

BLUNDERBLUSS 2
TR

BLUNDERBUSS 3
7581049

BLUNDERBLISS &

TEE1OT 750106

BLUNDERBUSS 4
TAE03

BLUNDERBUSS 7

Cesigned by Alan Perry
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CHAOS DWARFS

BULL CENTAURS

UPPER TORSO
: WITH AXE 1
;1} 758153

UPPER TOREO UPPER TORSC UPPER TORSO BULL CENTAUR

WITH AXE & WITH AXE & WITH AXE 8 STANDARD GEARER
THATEY TEAIS0 TSB1511 orsanesT

: BULL BODY BULL BODY
BULL BODY RIGHT SIDE 1 RIGHT SIDE 2 BULL BODY
LEFT SIDE 1 TER152 TER1EE LEFT SIDE 2

TEE15N THESE MIMATURES ARE SUPPLIED WITH THE APPROPRIATE PLASTIC SHIELDS AS STANDARD T5A15M4

Minigtures supplied unpainted. WARNING. This product contains lead which may be harmful if chewed of swallowed. Citadel Miniatures are not recommanded for childran undar 14 years of age
& Copyright Games Workshop Ltd, 1994, All rights reserved.

EXAMPLES OF COMPLETED CHADS DWARF BULL CENTAURS

CITADEL
MENIATUINES

Designed by Alan Perry



EMPIRE

IMPERIAL OUTRIDERS

OUTRIDER WITH OUTRIDER WITH
REPEATING PISTOL REPEATING MUSKET
D737 oraTaTi2
KMIGHT'S LEGS
Q7376413
EXAMPLE OF A COMPLETED IMPERIAL OUTRIDER Designed by Michael Perry

EXAMPLE OF A COMPLETED IMPERIAL MSTOLIER

IMPERIAL PISTOLIERS

o e

PSTOLIER LEGS
oTATTEY

Designed by Michael Perry

EXAMPLE OF A COMPLETED HERO OF THE EMPIRE

HEROES OF THE EMPIRE

HEAMC KMIGHT
WITH WARHANBER WITH LANCE
O7aTaas QTaTRAN

HEROQIC KMIGHT

Designed by Alan Perry

THESE MINIATURES ARE SUPPLIED WITH PLASTIC UMARMOURED OR ARMOURED HORSES AND THE APPROPRIATE PLASTIC SHIELD AS STANDARD
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Mineatures supplied unpainted. WARNING: This product contains lead which may be harmful il chewed or swallowed. Citadel Ministures are not recomimended for children under 14 vears of age
& Copyrighl Games Workshop Ltd 1985, All rights resenved,
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EPIC ELDAR

ELDAR AVATAR
£

ELDAR AVATAR
TEA3TH

ELDAR WAR WALKER

WAR WALKER BODY
TEAZEN

& COMPLETED ELDAR WAR WALKER
CONSISTS OF:
1 2 WAR WALKER BODY
1 ¢ \WAR WALKER LEGS

WAR WALKER LEGS
TE4IBZ

A COMPLETED ELDAR WAR WALKER

ELDAR REVENANT SCOUT TITAN

A COMPLETED

ELDAR REVENANT SCOUT TITAN

CONSISTS OF:
1 x SCOUT TITAN HEAD
1 x SC0UT TITAN PELVIS
1 x SCOUT TITAK

2 x PULSE LASER

PULSE LASER
04B1/5

SCOUT TITAN \-\
FIGHT LEG o
04914 :
aa.\.
SCOUT TITAN
PELVIS
0431/2

LEFT LEG
1 x SC0UT TITAN RIGHT LEG

SCOUT TITAMN

HEAD
045101

A COMPLETED ELDAR REVENANT SCOUT TITAN

FULSE LASER
4615

SCOUT TITAN
LEFT LEG
04913

Designed by Jes Goodwin




IMPERIAL KNIGHTS

KNIGHT BARON

A COMPLETE KNIGHT BARON
COMEBIETE OF:
1 % KNIGHT BARON BODY
1 x KNIGHT BARON BAMMER POLE
1% POWER LANCE
1 x BATTLE CANMON

..i
B
r.
KNIGHT BARON BANNER POLE |

TEO2d44 .

POWER LANCE
TE0EAE

BATTLE CANMNON
THOZL

A COMPLETED KNIGHT BARON

KNIGHT BARQMN BODY
TEO24M

KMIGHT CASTELLAN
AUTOCAMMON
THOIZE

A COMPLETE .
KHIGHT CASTELLAM

CONZISTS OF:
1% GASTELLAN BODY

. A QUAKE

1 % QUAKE CAMMON CANMON

1 ALTOCANNGH 7600872

CASTELLAN
A COMPLETED KMNIGHT CASTELLAN BODY
TE0121

KNIGHT PALADIN

CHAINSWORD
TEOIE
A CONPLETE -
KNIGHT PALADIN
COMWSISTS OF:
1 % PALADIN BOOY
1 % BATTLE CANMON BATTLE
% CHAINSWORD CANNGH
TEA113
PALADIN
A COMPLETED KNIGHT PALADIN BODY

TEOI

Designed by Dave Andrews

‘pasdasal s)6Y |1y ge51 P doyssiop, sewes yBuidon @
‘alig jo SIEaf | JEHUN UDUPIILD 19] PARUSMLLIODR] J0U BIE SSUMEILI [SPEND PRMOIEMS 10 Gamays ) INLey o0 Seus yaiysm fee) suEuca anpoid sy | aNINEY M PRiuedun psiddns saansiuiy

CTTALZEL
NETATIIRES



NEW REALMS OF ADVENTURE!

Talisman — Dragon’s Tower contains a UI'IIL'[II-’
three-dimensional game board of the L 's
Tower together with a superb model of the Dragon
King himself. This new section is placed at the
centre of the Talisman board and players must now
battle their way through the tower in order to defeat
the evil Dragon King. Included in the supplement
are a new set of adventure cards that detail the
events, enemiecs and followers that can be
encountered in the Tower and the treasures that are
Lo be found there!

e w Ltl:l!.]{‘t{'l‘- :lll ‘b.l
Astronomer and Sorc
superbly detailed plastic L.IL':lIJL‘-] Mlm'l.l'l.ll e,

THE DRAGON'S TOWER BOX PDI\T AINS
Citadel Dragon King plastic model kit » 3D Drago ower bo 4 New ( el Character models
4 Character cards = Rule sheet » 28 Tu-i-ﬂ' cards = | F‘LJlTI‘I Dice

Talisman = Dragon’s Tower is not a complete game.
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