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ell, there’s nothing like
having your army pounded
into the floor to make you sit

up and take notice! Last week, |
played another game of Epic 40,000
against that dastardly
Journal chap Paul Sawyer.

With three impressive Jake Thornton,

wins (and no losses) Editor
under my belt, you Adrian Wood,
Production

could quite rightly say
that | was getting a little
overconfident. The
Imperial forces were
invincible, | thought. The Orks
. might have numbers on their
" side, but that was it. They didn’t
stand a chance. WRONG!

_ L I made the fatal mistake of
underestimating my enemy, and compounded it with not having
read the scenario properly. That's the last time | do that (for a
while, anyway). It was interesting in a painful, sort of masochistic
sense, to watch nearly an entire Space Marine Tactical company
running away from his Mega-Gargant, though it was rather more
enjoyable watching his detachments of War Buggies disappear
under an avalanche of fire in the previous turn.

Editor

Steve
Anastasoff

lan
Pickstock

Next time | won't lose. | have a plan. My forces are picked, the mission
chosen. | will be leading a Dawn Assault and it will not fail. The army list
has been scoured for the perfect mixture of troop types, and the
battle fought and refought in my head. | can see the risks I'll be
taking and how to avoid them. | think.

Mark
Preparing for battles is part of the game. Some people have St
already made their plans months before 'cos they always fight the
same way with the same army. It only takes them

two minutes to take their army out of its box.

Others spend hours poring over the books

Warwick
| Kinrade

need to prepare, you still need a plan.
Well prepared generals are difficult to
surprise and equally difficult to beat!

afresh each time. Either way, you still kz Product Code: 60249999207
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EPIC IS HERE
8 The White Dwarf crew
Epic 40,000 has finally arrived on the shelves. Now you can
fight 41st millennium battles which are large enough to
determine the fate of entire planets! Epic 40,000 may use small
models, but its scope is huge.

1 7 THE LAND THAT TIME FORGOT
Nigel Stillman

Trees crash to the ground, and the very earth shudders and bucks at the approach of mighty,
primeval reptiles. Warhammer battlefields are set to resound with the bestial shrieks and roars
of the Lizardmen’s awesome living war machines: the Stegadons and Salamanders. Watch the
skies too, or you might just find yourself dive-

bombed by ferocious

Terradons guided by their %
agile Skink riders.
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From initial concept sketches through to final casting, our intrepid reporters have been finding
out everything you ever wanted to know about the process through which a Citadel miniature
comes to your gaming table.

36 TWO YEARS ON
Andy Jones

Dungeon adventurer Jones takes us on a
perilous journey through the dark,
subterranean history of Warhammer
Quest, and talks about how the game
has evolved over the two years since it
was released.

roam the Lustrian
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Page 28
Ever wanted to
know what goes
into making a
miniature?
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John Blanche 43 ILLUMINATIONS
talks about his Toby Hynes &
Paul Smith

Epic 40,000 cover.
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recent victims to be manacled and

Page 96
A special
Epic 40,000 battle
report refighting
Gogard’s last
stand.

hurled into the art vault. It’s been a few
months since they last saw sunlight, so
we decided to let them out for a while.

49 OVER THE TOP
Mark Brendan

Using the Space Marines and Imperial

Guard as examples, Mark gets on his

soapbox and tries to convince us all that

infantry are the key to victory in games

of Warhammer 40,000.
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56 THE OLDEST OF ENEMIES

The White Dwarf crew

A trip down Warhammer memory lane for all you sentimental old softies. Yes, we
proudly present a concise history of the conflict between the men of the Empire and
the hordes of Orcs & Goblins ever poised to invade the Old World.

67 FRONTLINE NEWS

The Newsdesk team
All the hot news from stores up and down the
length of the country.

74 ART ATTACK!

John Blanche
John reveals details of the work behind the
fantastic Epic 40,000 cover art.

81 FAITH AND VENGEANCE
The White Dwarf crew

This month sees the release of the Space Marine

Chaplain on a Bike, so what better time to say a

few words about how to use these righteous

warriors in your Warhammer 40,000 games.

89 DARK CONSPIRACY
Jervis Johnson

At last the smoke clears across Warhammer

battlefields worldwide. The time has come for you

all to learn the outcome of your endeavours.

Prepare to receive your results!

96 GOGARD’S LAST STAND
Andy Chambers &

Jervis Johnson

Giants of the gaming world, Andy and Jervis,
set about one another with some very small
models in the Gogard's Last Stand refight
from the new Epic 40,000 game.

In this battle, detachments from the Imperial
Fists Chapter of Space Marines defend a line
of bunkers from the rampaging Orks of
Gogard’s Warband. And when they’ve done
with that, they fight it all over again!

Incidentally, this is the same game as we're
playing in our stores all over the country as an
introduction to the system, so if you read it
carefully, you might be able to pick up a few
tips to thrash your mates with!
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THIS MONTH’S
RELEASE

Space Marine Chaplain
on Bike £8.00
(One plastic kit plus metal parts per box)

HARD AND FAST
JUDGEMENT

A further worthwhile addition to
your Space Marine Bike
squadrons screeches to a halt
this month in the shape of the
Space Marine Chaplain on Bike.

Check out the Faith and
Vengeance article later on in this
issue to receive some tips on
how to use this free-wheeling
redeemer in your Warhammer
40,000 battles. Also included in
the article is a 1,500 point
Ultramarines Space Marine army

list, including the bike squadron
pictured on the left, led by a
Chaplain Champion.

Inside the box you will find not
only the parts needed to
assemble your Bike and its
Chaplain rider, but also some
small optional extras which you
can use to personalise your
model. These include auto-
launchers and bike stowage
compartments, which will add
that individual touch to your
models no matter how rigidly
your Chapter adheres to the
Codex Astartes. Well, what are
you waiting for, there are heretics
just dying to repent out there!

lan

TRAINEE ILLUSTRATORS

DO YOU HAVE THE CREATIVE TALENT

TO JOIN THE BEST ILLUSTRATION TEAM

IN THE WORLD?

We are looking for young (18-25)
trainee illustrators to join the art
depariment at the Nottingham
Design Studio.

If you think you've got what it takes
to illustrate our books, games and
publications then we'd like to hear
from you. We are offering up to
twelve months on the job training
with our in-house artists. If you can
demonstrate talent, enthusiasm
and an all consuming thirst for
Games Workshop games and
miniatures then at the end of the
training period you could become
a full time member of our team.
Please don’t send us a portfolio.
Instead, write for an application
form to:

Janet Kilbourne, Personnel Depariment,

Games Workshop Ltd, Chewton Street, Hilltop, Eastwood,

Nottingham, NG16 3HY.

WOT A BARGIN!

Here's a deal you're not likely to see

aware, the price of White Dwarf has risen
from £2.99 to £3.50 in order to enable the
Fat Dwarf to guzzle more beer and get his
trusty axe re-sharpened. However, if you
take out a subscription with our Mail Order

department before Issue 209 comes out,
then you'll receive your next.year's supply
of White Dwarf at the old price!

White Dwarf 209 is dus to hit the shelves on
the 23rd of April, so you'd better hurry!

WwD4



THE WAIT IS OVER!

WAR WITHOUT END

It's here, and it has definitely
been worth the wait. Actually,
the new Epic 40,000 game is
probably the most intensively
played game we've ever
brought out. The game
developers played hundreds
of games to make sure the
system worked perfectly,
before unleashing it on the
rest of the Studio, and now
the whole world!

For those of you to whom this
is new, Epic scale warfare is
waged using miniatures
which are of a considerably
smaller scale than their

Warhammer 40,000
counterparts. This allows you
to represent much larger
battles, with many more
troops and vehicles (including
super heavy tanks and the
massive Titans) fighting on
each side.

As you can see from the extra
large release column on the
right, there is far too much
stuff out this month to talk
about each thing individually.
You'll just have to read the
Epic is Here! article later in
the issue if you want the
complete run-down.

Steve

which includes nearly all of
the new miniature prices
for our current range.

WHITE METAL HAS ARRIVED!

White metal miniatures have arrived at your local
stores! From now on we're making no more lead
miniatures, so all new releases, including the entire
Epic 40,000 range, will be cast from the new metal.
The new formula is completely lead free and gives a
more detailed and cleaner casting.

In this issue you’ll find the 1997
Citadel Miniatures price list,

THIS MONTH’S RELEASES

Epic 40,000 £50.00
(Boxed game)

Imperial Leman Russ battle tanks ... £5.00
(Three tanks per blister)

Imperial Hellhound flame tanks ........cccocsasverens £5.00
(Three tanks per blister):

Imperial Baneblade super heavy tank.................. £6.00
(One tank per blister)

Imperial Basilisk assault guns .......ooeemeeaees
(Two tanks per blister)

Space Marine Vindicator assault tanks................ £5.00
(Three tanks per blister)

Space Marine Thunderhawk Gunship ....
(One model per blister)

e £5.00

sirszssmanes 570U

Space Marines Battle Group ..........ueeemmseresesssces £5.00
(Plastic boxed set) -

Space Marine Tanks £5.00
(Eight plastic tanks per boxed set)

Ork War Buggies £4.00
(Four miniatures per blister)

Ork Big Gunz £4.00
(Five miniatures per blister)

Ork Battlewagons £5.00
(Plastic tank boxed set)

QOrk Mob £5.00
(Plastic boxed set)

Eldar Falcon Grav Tank £5.00
(Three tanks per blister)

Eldar Wave Serpents £4.00
(Two mimiatures per blister)

Eldar War Host £5.00
(Plastic boxed set)

Tyranid Dominatrix £7.00
(One model per blister)

Tyranid Hive Tyrants £5.00
(Three miniatures per blister)

Tyranid Swarm £5.00
(Plastic boxed set)

Warlord Titan £15.00
(Metal box set)

Great Gargant £15.00

(Metal box set)

(Tjﬁdel nﬂnlawms All letters exeept subscﬂpﬂom am Mai
: White: Dwarf, Games Workshop, Howard

iid inc j aﬁehommsanmntafme!l :
tier bu‘tItmayiakeaﬁtﬂe'iMe’foruslurepiyqu,sopiease-:

You can find Games Workshop on the World Wide Web at the following Internet
address: hittp://www.game p.com

SUBMISSIONS All material submitted to us for publication is only accepted on the
assumption that the copyright in it is, by the very act of submission, unconditionally
assigned by the author as beneficial owner and with full title guaranteed to Games
Workshop Limited, We also retain the right to edit and/or amend all material as we
sea fit. So, if you do nat wish to assign copyright in this way, pleasedanptssndus
yaur submission. We're afraid we cannot work' manyamerwstyi f
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THIS MONTH’S RELEASES

Orc Boar Boyz £12.00
(Four mounted miniatures per box)
Orc Boar Boyz Standard Bearer ........coocccinseenesnes £3.00

(One mounted miniature per blister)

Orc Boar Boyz Horn Blower ........cocesennnsecnneess £3.00
(One mounted miniature per blister)

Orc Boar Boyz Boss £3.00
(One mounted miniature per blister)

Orc Shaman £4.00
(One miniature per blister)

Orc Warlord on Boar £8.00
(One mounted miniature per blister)

Lizardman Stegadon £25.00
(One Stegadon kit per boxed set)

Lizardman Salamander : £8.00
(One Salamander and four Skinks per blister)
Lizardman Terradon £8.00
(One Terradon and two Skink riders per blister)

General of the Empire £6.00
(One mounted miniature per blister)

Bretonnian Transfers £3.50
(Ten transfers per blister)

Bretonnian Grail Knights £4.00

(One mounted miniature per blister)

WAAAGH!

Following on from last
month’s green tide of Orc
& Goblin releases, the
ranks of the greenskinned
hordes swell once again
this month.

In addition to a whole
regiment of Boar Boyz,
including a General on a
war boar (which is ideal
for representing Grotfang,
the Warlord from Idol of
Gork), there is a fantastic
new Shaman miniature
(which can also be used

in Idol of Gork, to
represent Nazgob).
ROOAAR!

From out of the mists of time
come the mighty, primordial
monsters of the Lizardmen:
Stegadons, Terradons and
Salamanders. In battle,

WARHAMMER PRIZE DRAW
'Every month, one of you lucky gamers will win a
three thousand point Warhammer army of your
choice in the Warhammer Prize Draw. To enter the
draw, simply fill out the postcard contained in your
Warhammer set, post it, and cross your fingers.
‘This month’s lucky winner is...

Daniel Cotgrove,
Kent
‘A three thousand point Warhammer army of his
choice will be arriving on Daniel’s doorstep soon, so
if the rest of you like the sound of this, just fill in the
card contained in your box of Warhammer for your
chance at the prize.

TO ARMS!

The moment | am
“sure that scores of
you Warhammer
Quest players out
there have been
waiting for has
finally arrived.
Sallying forth from
the chivalrous realm
of Bretonnia comes
a new hero, the
Questing Knight.

He strides forth
bedecked in fine
knightly  armour,

EWS NEWS NEWS NEWS NEWS NEWS NEWS NEWS NEW

these living war machines
bring terror to their foes,
causing even the most hardened
warrior to quake with fear.

For more information, see The

Land that Time Forgot article
later in this issue.

| SAY!
The forces of good need not
despair though, there are

reinforcements on the way! For
the Empire, there is a new
mounted General, which has
been sculpted with Rutgar, the
Empire General from Idol of
Gork, in mind.

For the Bretonnians are
individual Grail Knight blisters to
bolster their cavalry, together
with transfer packs to emblazon
their shields and armour.

Warwick

replete with shield

bearing his
ancestral device,
and wielding a
mighty broadsword.
| for one, shall
certainly be adding
this tough character
to my retinue of

THIS MONTH’S

Bretonnian Knight ......cccvceenssnesss £8,00
(Boxed set containing one miniature,
card and rulebook)

RELEASE

heroic adventurers.

THE QUEST FOR HONOUR

For a Knight of Bretonnia, the
most important part of life is
honour, and ‘as your Knight
progresses, he will earn or lose
honour based on his deeds.

THE LADY OF THE LAKE

The ultimate goal of any
Questing Knight, and the
greatest honour he can achieve,

is to become a Grail Knight. It is
this Quest which is the purest,
and the one to which all others
lead in the end.

The Questing Knight seeks out
Grail Shrines and areas sacred to
the Lady of the Lake to fulfill this
Quest. His greatest hope is to
one day meet his Lady, perhaps
in person, or even in a dream,
and drink from the Grail itself.

Mark






Eric 40,000 HAS WELL AND TRULY ARRIVED, THIS MONTH SEES THE RELEASE
OF THE BOXED GAME AND A LARGE SELECTION OF NEW METAL AND PLASTIC
MODELS SO YOU CAN START YOUR EPIC ARMIES. INSIDE THE BOX YOU’LL FIND
EVERYTHING YOU NEED TO START PLAYING STRAIGHT AWAY INCLUDING FULL
GAME RULES, SCENARIOS, ARMY LISTS AND TWO RIVAL ARMIES OF PLASTIC
CITADEL MINIATURES. THERE’S A WHOLE BATTLE COMPANY OF SPACE
MARINES AND THREE TIMES AS MANY ORKS TO GET YOU GOING!

For a while now, White Dwarf has been giving you sneak previews of the new Epic 40,000
game. Now it's been released, it's time to have a closer look.

What’s inside

After the satisfying feeling of tearing away that shrink-wrap and pulling the lid off, you can start
poking around inside. The first thing you see is loads of plastic sprues full of new tanks and
infantry. A selection of what you get is shown below, but if you turn the page you'll see the
whole lot. Then you notice the small (but perfectly formed) rulebooks, a simple but strangely
satisfying idea from Andy Chambers (ooer — Ed). You get a Rulebook, an Armies Book and a
Battles Book, a heap of dice, range rulers, army roster pad, playsheets and card components
such as blast markers, barrage templates and even two fully illustrated airstrips!

The game '

This completely new game system has been developed by Andy Chambers and Jervis
Johnson over the course of several months, and they've come up with a real cracker.
Surprisingly, all the rules are contained within a single 48 page book, and remember these
books are small!

The aim all along was to for Epic 40,000 to have close links with Warhammer 40,000, after all
the two games are set in the same universe! This plan has come off brilliantly as Epic 40,000
allows you to fight what feels like a mass of Warhammer 40,000 battles all on the same
tabletop. The fast and furious gameplay creates loads of action all over the battlefield every
turn with lots of shooting, firefights, and vicious close combats to resolve.

The army lists allow you to custom-build your own fighting force from a wide choice of armies:
The Forces of the Imperium (Space Marines, Imperial Guard and Titan Legions), Orks,
Tyranids, Eldar and Chaos.

Here's a selection of Space Marine and Ork
models from the Epic 40,000 boxed game.
These form the ideal core for two opposing
armies, and enable you to try out both of §

them in battle before you decide which force Space Madrie Scouls from the
you want to collect. Imperial Fists Chapter

Space Marine
Whirlwind




Inside the box there are three books that
provide the rules, army lists and a hobby
guide to Epic battles in the war-torn galaxy
of the 41st Millennium.

» The Rulebook shows you how to move and
fight with armies on the tabletop.

 The Armies Book details all the races in the
Epic 40,000 universe and explains how to
collect and organise an army.

« The Battles Book helps you get the most
from the Epic 40,000 hobby including
scenarios to play, a detailed colour section on
collecting and painting your army, and making ——— | L T
your own tabletop battlefields and scenery. A selection of colour pages from the Baftles Book

.

You can even re-create your existing Warhammer 40,000 army as part of
your Epic 40,000 force.

The Miniatures

Much of the great feel to the new game comes from the exciting new
miniatures. In fact, our first experimental battle scene photos had some of
the veteran gamers we showed convinced they were looking at
Warhammer 40,000 tanks!

The new models are extremely exciting, with the Citadel designers
creating lots of very collectable stuff. For example, the great thing about
the way the many of the new tanks have been designed is that you get the
option to mix and match different hull types with different tracks and turrets, allowing you to
create your own combinations. Many have been detailed with a mind-blasting selection of
battlefield paraphernalia such as camo-netting, storm bolters, tank commanders, equipment
packs, extra armour, searchlights and too many others to list.

The Battlefield

Epic battles are fought across a vast galaxy, so we wanted the Epic 40,000 battlefields to
provide plenty of ideas to represent this diversity. To start you off, Epic 40,000 contains brilliant
plastic buildings designed by Owen Branham. These allow you to recreate a blasted cityscape
on your tabletop. Not only this, but every set of infantry bases includes a spare bit of ruined
wall you can use to model up these buildings further. Owen’s buildings come as individual wall
sections of different shapes and sizes that can be assembled in many different ways. The
Battles Book also contains a host of ideas for your battlefields like forge worlds, ash wastes,
desert worlds, primordial jungles and many others.

As you can see, the Ork Battlewagons in the Epic 40,000 box
can be assembled in a number of different ways.

" g Evil Sun
Goff Ork Battlewagon Space Ork Stormboyz Ork Warbikes

Evil Sunz Ork Battlewagon Deathskull Shooty Boyz
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IMPERIAL GUARD

The mainstay of Imperial Guard detachments are their superb tanks
and artiflery. The Baneblade super heavy tank is the most ferocious of
these, their heavy firepower and thick armour making them mobile
bastions which reinforce the Guard lines or break through the enemies’.
Leman Russ battle tanks also fote lots of guns, enabling them to form
detachments which will shatter opponents with their massed battle
cannons. Helthound firethrowers support the tanks against assaults,
their only real nemesis, while Basilisk artillery pieces pour long range
fire into the foe, shattering their attacks and destroying their reserves
before they can even enter the fray.

Imperial Leman Russ
battle i‘a_i:f_rk Imperial Hellhound flame tank . Imperial Basilisk assault gun

SPACE MARINES - Blood Angels

Space Marines are the elite forces of the Emperor's armies. Their infantry are unsurpassed as deadly
attackers or stalwart defenders. Assault squads use jump packs to rapidly close in to close quarters
with the foe, backed up by the heavy guns of Vindicator tanks. Space Marine Captains often lead
detachments of the Emperor’s finest into the fray, where their heroism can tip the scales in favour of

the Space Marines even against outrageous odds.
Marine Vindicator Blood Angels Captain Blood Angels Assault Squad

Blood Angels Space

Ultramarines

Space Marine Terminators are blessed with the revered tactical dreadnought armour of ages past. They-
can survive attacks which would obliterate even Space Marines and are often mounted in Land Raiders
to form a combined group of virtually unstoppable warriors and war machines. The Whirlwind is variant
of the Space Marine’s standard transport vehicle, the Rhino. The Whirlwind carries missiles instead of
Space Marines, which it uses to barrage the foe with fire wherever they might hide.

Whirlwind Terminators Land Raider

Imperial Fists
Space Marines have two highly specialised machines to ensure they dominate the battlefield. The first is
the huge Thunderhawk Gunship, an awesome flier which combines deadly firepower with the transport
capacity to drop thirty fully equipped Space Marines onto the most vital objectives. The Land
Raider is a heavy battle tank which mounts quad lascannon capable of blasting enemy
tanks and war engines into oblivion. Space Marine Devastator troops trade off flexibility
for extra firepower to cover their brethren’s advance, whilst the task of Space Marine
Librarians is to destroy particularly dangerous foes with their lethal psychic powers.

Left: Land Raider
Right: Thunderhawk Gunship

Below from left to right:
Librarian, Devastator and
Assault stands




ORKS - Goffs
Orks use massed hordes of Boyz, Battlewagons and other machines to pound the foe into oblivion.
The Imperium may have quality in their favour, but the Orks most certainly have quantity and specialise
in swamping the foe in crushing assaults or longer ranged firefights.

Boyz Mob Battlewagon Stompa
Snakebites

Ork Boarboyz are tough cavalry mounted on bad tempered, vicious boars. Their speed makes them
highly dangerous as they come hurtling into combat with little warning. Boarboyz are easily capable
of breaking through the enemies lines and causing untold damage to an unprepared foe.

Left and
centre:
Boarboyz
Right:
Snakebite Nob
on Warboar.

Evil Sunz

Buggies and Bikeboyz are the most mobile elements of an Ork horde and are employed to sweep around
the enemies’ flanks are exploit gaps in the battle lines. Though lightly armed and armoured, Bikes and
Buggies can encircle the victims of the Ork’s assaults, cutting off their retreat and totally wiping them out.
Big Gunz balance the fast units by pounding the enemy with long range fire.

Bikebayz Smasha Gun War Buggies

Blood Axes

Ork infantry Is extremely diverse. Blood Axe Kommandos, for example, are infiltrators who
move ahead of the main horde to cut off roads and bridges, secure objectives and ambush
the enemy.

Blood Axe Kommandos

Bad Moons

Ork Nobz are heavily armoured and equipped Ork infantry which are always in the vanguard of a warband.
Like Terminators, the Nobz armour and force fields enable them to survive punishing fire before they rip into
the foe. Each Ork warband is led by a Warboss, who is usually equipped like his stalwart Nobz, though scme
Warbosses ride into battle on their own kustomised war machines.

From left to right: Splatta Kannon, Bad Moon Nobz, Bad Moon Warboss

Deathskulls

Ork Shooty Boyz carry longer ranged gunz than ordinary Boyz, allowing Ork warbands to outshoot
almost any Imperial detachment which gets in their way. Ork Battlewagons are dangerous machines
in assaults because of their assorted claws, rollers, spikes and other modifications so the Boyz often
hitch a ride into battle on the back of them!

Warboss Shooty Boyz Battlewagon



ELDAR

Eldar use mobility and firepower to offset their lack of
numbers. Their excellent selection of grav tanks and
skimmers means their armies fight with agility unthinkable for
other races. The Falcon grav tank is a classic example of
Eldar technology, combining high speed, firepower and
reasonable armour together with troop carrying capacity, so
that it can deposit squads of deadly Eldar Aspect Warriors
anywhere on the battlefield. The Aspect Warriors themselves
are ferocious opponents, every bit as skilled as Space
Marines and far quicker. In battle the Eldar are masters at shifting their troops about
the field, concentrating their forces against just part of the enemy, overwhelming
them while the rest of the enemy force clutches vainly after them.

=

Eldar Falcon grav tank

Eldar Wave Serpent

JU- TR TIIT]

War engines, like the aptly named Warlord Titan, are g ?ﬁﬁsuiﬁiaégﬁﬁiﬁfg:;npegaﬁmm
undisputed rulers of the Epic 40,000 battiefield. Their “

monstrous firepower and super heavy weapons are able to

shatter enemy forces at a distance and then flatten them at

close quarters. Their shields and multiple hits mean they are

also capable of shrugging off the mass of enemy shooting 4

they attract, making them ideal spearheads for attacks by "

lanks and-wacps. Eldar Striking Scorpions T

Every race has its own war engines of different types and r;;’ . aawgrt;ik

sizes, but the Imperium has by far the widest selection in the RO e
ta ta ta b
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form of the Titan Legions. There are many Titan Legions
which have served the Imperium since its very inception.
Titans often display bright heraldic colours to terrorise their
enemies and declare their illustrious heritage. However, they
are also sometimes camouflaged, as in the example here
from Legio Ignatum's battle in the Octarius campaign.

+ Two units of Eldar Howling Banshee Aspect Warriors.

The unit on the left includes an Exarch.
TYRANIDS

The Tyranids make terrifying foes. While the Tyranids can do battle at a range with various bio-
engineered weapons their true advantages lie in bringing their lethal infantry, such as
Genestealers and Hormagaunts, into close guarters. Their speed and strength are dangerous
enough, but the unshakeable power of the Hive Mind means they can pour forward through a
hail of enemy fire and come to grips with their shocked opponents before they have a chance
to escape. The power of the Hive Mind is channelled through synapse creatures like Tyranid
Warriors and the awesome Dominatrix. While these creatures are present to urge their broods
onwards the Tyranids are literally unstoppable.

Sams

Tyranid Termagants

Tyranid Lictor Tyranid Hive Tyrant

Tyranid Hormagaunts Tyranid Dominatrix
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The great range of Epic models
has been made by a small team
of Citadel designers, namely Tim
Adcock, Norman Swales and
Dave Andrews. When we went to
look, Norman was putting the
finishing touches' to the Ork
tanks, making hundreds of tiny

really Orky feel. Dave, on the
other hand, was dealing with the

Norman Swales has largest of the Epic models: Titans

specialised in Orks  and Gargants. He's already done
the Warlord Titan and Great Gargant featured in this issue,
but there are plenty more for him to make. They both looked
too busy to talk, but we did manage to bushwhack Tim as he
relaxed with a cup of tea, and we dragged him back to the
White Dwarf bunker to be interviewed.

It's Tim's first big project since he joined the Citadel team, so
we thought we'd ask him a little bit about himself before we
got onto the real stuff about his tanks.

Tim: | was brought up with tanks,
watching my old man making
models of them, getting dragged
along to Bovington Tank Museum
every year, | was surrounded by
them. A Panzer IV was my first
model, made when | was coooo,
about seven. My teenage years
were spent building 1/35th
models, and in the end | actually
went to model making college:
three years of drinking beer and
making models! | thoroughly

Tim Adcock

enjoyed myself. That was where | really got into Games
Workshop stuff, though my older brother had been into it
before me so | already knew a bit. Most of the things we made
at college were architectural, but there were a few guys who
were into special effects and stuff which was fun.

At college | ended up fighting lots of Warhammer battles with
my Dwarf army. After college | worked as a model maker for
six years, building props for beer adveris, architectural
models, all sorts of stuff. The Dwarfs were forgotten for a bit,
and then brought out again some months later. The last time
| fought with them | got absolutely trashed by the Undead. |
was creamed, well and truly! Obviously they didn’t have
enough tanks...

| came to work for Games Workshop by applying for a job in
Mail Order, but | brought some models and photos too and
ended up in the mould room, making the moulds for everyone
else's miniatures (unsung heroes!).| worked there during the

rivets to give each of them a

day, but my spare time was spent
making the Warhammer 40,000
Thunderhawk Gunship for the
1995 Games Day Ultramarines
display. That took lots of time, 3 or
4 hours a night every night.
Weekends too. But | learned a lot,
and I've been able to apply all that
to the new tanks. The biggest thing
| learned was how to make things
that can be cast, rather than the
limited run or one-off models I'd
been doing before.

Dave Andrews made
all the Titans

Now | think about it, I've actually got one of the Thunderhawks
at home. | suppose | ought to paint it up. One day...

It was the Thunderhawk that got me noticed, and with the new
Epic 40,000 on the way | was given the opportunity to have a
go. | supposed they liked what | did!

I've always loved tanks and the intricacy and detail which
everyone wanted to see in the new models was exactly what
| wanted to do. Rather than being like playing pieces, we
wanted to make them as individual as a tank can be, which is
(surprisingly) quite a lot. Extra stowage, baggage, track links,
crew, turret bustles, boxes, ammo crates, fridge-freezer,
bicycle... the list is endless. This makes it much more fun for
me to make the originals, and hopefully for you to build up
your armies too. With so many of the pieces being
interchangeable, you could make quite a sizeable army
without ever having to duplicate a single model! This makes it
look much more exciting. Paul Robins, our factory manager
and another treadhead, reckoned that with all the different
hatches, turrets, tracks and hulls, there were several
thousand different combinations you could make before you'd
have to duplicate one. And that's without any conversion work
on your part at alll This gives you the choice to make a
regimented army if you want, by collecting clean, “factory
finish” tanks fresh from the production line, or a rag-tag bunch
of battle-hardened veterans with all manner of battlefield
modifications, extra weapons, armour and equipment all over
them. The choice is yours. My army is a straight off the battle-
barges army, with only a couple of variants. Nearly everything
is clean and smart. On the other hand, | know that Gary
Morley's army is a veteran Imperial army and no two tanks
are the same.

I've just about finished all of the Space Marine variants, and
the last of those is going off to be cast up today. Next are the
Eldar. These are going to be a bit more of a challenge, but
that's an interesting opportunity rather than a problem.
Perhaps I'll see if | can pick Jes’ brains again on this one. |
think that if they come out as well as the new Falcons and
Wave Serpents did then thatll be great.

WHAT DOES THE FUTURE HOLD?

This is only the beginning for Epic 40,000. Over the course of the next few months we'll be releasing a huge selection of
new models, starting next issue with the rest of the Space Marine army. After that we'll move on to the Orks and then the
Tyranids and Eldar. Before you know it there will be extensive miniatures ranges for all of the armies covered in the Armies
Book. All the rules for the models shown in this article are in the Epic 40,000 Armies Book. This is also true for all other
new Epic 40,000 releases. There won't be supplementary rules as everything you need is in the box.

White Dwarf will be a hive of activity as far as Epic 40,000 is concerned. We will be publishing all sorts of exciting hobby
articles such as Epic tactics, modelling and painting articles, battle reports and historical campaigns to fight as well as
bringing you all of the new Epic 40,000 army releases. So if you're as excited as we are about this new game, then keep

an eye on White Dwarf for all the latest developments.
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in the depths of space,

vast derelict spacecraft

drift ever closer toward

the Imperium. These

space hulks harbour the

terrible menace of the

Genestealers - savage

alien monstrosities,

whose only purpose is to

destroy. The fate of all : -
. mankind lies in the hands 2 e — 0

of the Space Marines - the AR GRSy v

galaxv’s finest warriors Contents and components may vary from those illustrated. Plastic moulding may vary due to the

al'ld the only fOl'ce that complexity and detail of the mould.

stands between humanity

and the aliens’ relentless onslaught. Clad in mighty Terminator armour, the Space

Marines must obliterate all trace of the Genestealers or die in the attempt.

In Space Hulk two rival players control squads of Space Marine Terminators or vast hordes of
Genestealers in savage combat amongst the cramped corridors of derelict space vessels.

Not suitable for children under 36 months due to small parts and essential pointed components.

Citadel, the Citadel castle, Games Workshop, the Games Workshop logo, Genestealer, Space Marine ! M
and Warhammer are registered trademarks of Games Workshop Ltd. Space Hulk is a trademark of & ]
Games Workshop Ltd. © Games Workshop Ltd, 1997. All rights reserved.




TIME FORGOT

LIZARDMEN

The Lizardman army is the latest in the range of
Warhammer armies. Lizardman Generals have
been preparing for battle far and wide, ready to do
combat with Bretonnian Knights, or indeed any
foe foolish enough to challenge the armies of
Lustria. Over the last few months, the Lizardman
army has been steadily growing in size and power
as new troops come to the fore. So

far, mighty regiments of Saurus and _
Skink warriors, armed with a variety of \

deadly weapons, have emerged to battle

the hated enemies of the vast Lizardman
empire. There are also the great Kroxigor,
fighting in units of their own, or standing
amidst regiments of Skinks who direct the
towering monsters towards the enemy.
Leading these forces are the ancient
Slann Mage-Priests, borne along
by their dedicated Saurus
Temple Guards. These were
amongst the first of the
Lizardmen to be unleashed
upon the unsuspecting
Warhammer World.

REINFORCEMENTS

Now there are yet more new
additions to the Lizardman army
in the form of three monstrous beasts of
war. These creatures are often used to
carry Skink riders into battle, striking
terror into the hearts of any foe

by their mere appearance on

the battlefield. The first of . 1
these beasts is the 7
Stegadon. Armoured and e
bedecked with razor-sharp

horns, this enormous monster
carries a small contingent of Skinks

in a howdah on its back. As the
huge, unstoppable behemoth
lumbers forward towards the
enemy’s fragile battle lines, it
forms a dramatic and worthy

focal point for any £
Lizardman army. V4

Next are the smaller but no A
less deadly Terradons, which

glide over the battlefield. The

huge winged creatures carry two
Skink warriors on their backs,

who direct the great flying beasts

to drop large rocks, clutched in their claws, upon
the unfortunates below. Then, after releasing their
loads, the Terradons can dive into combat,
rending with their taloned claws and slashing with
their viciously barbed beaks. >

Finally there is the cold-blooded Salamander,
who is coaxed into combat by a team of Skinks.
Once in position it is goaded in to spitting forth a
deadly venom at the opposing troops, sowing
death and fear through the enemy ranks.

Each of these terrible creatures is
a deadly and exciting addition to
any Lizardman army, and
continue to give the armies

of Lustria a real edge in

any Warhammer battle.




MONSTROUS REPTILES

Stegadons, and Terradons are not spawned,
but rather hatch from gigantic eggs.
Salamanders, however, are like Sauruses in
that they are spawned in the swamps.

The main difference between the huge
reptiles that hatch from eggs, and the
aquatic creatures like the Salamander that
are spawned, is that the former have dry.
scaly skin right from the start, whereas the
latter creatures have smooth, shiny skin,
especially when newly spawned.

Stegadons are born with their bony plates,
which become harder and lighter in colour
with age. Their hides occur naturally in a
wide -variety of colours, from pale
blue/greys and yellows to rich greens and
browns, Newly hatched Stegadons have
mottled or striped hides to camouflage
them from predators.

As the young Stegadon gets older its
camouflage mottling changes colour
becoming less contrasting and more evenly
coloured, Old rogue male Stegadons battle
with each other for dominance by head-
clashing, and the beast with the biggest

spines and most impressive crest will tend to win.

reckless and aggressive contenders, so Stegadons
marked in this way are best for war! Indeed this is
Striking and colourful markings on the crests of  true of any of the great beasts of war used by the
the oldest beasts serve to deter all but the most Lizardmen army.
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TAXTIQUA ANTIXUA

; “THE TACTICS OF THE OLD ONES”
ATACTICAL TREATISE BY THE SKINK SCRIBE ZQUIXIWIZI
Upon the first day of the rising of Copac, Lord Tlazpoc stirred from his meditations. “Let the tactics of the

Old Ones be discovered and sec down upon scrolls!

5o said Lord Tlazpoc. So it was spoken, and so it was

done! | Zquixiwizi, high Skink of ltza was entrusted with this task. Now upon this plague are the secrets of
the Old Ones revealed and explained. Let the Mage-Priests study these maxims! Let the Mage-Priests be
satisfied! May Sotek be gratified with his rightful cribute in the pit of sacrifice!

THE COILED SERPENT

This is the correct tactic for use against the
‘accursed rat spawn because it is favoured by Sotek.
le is also effective against other enemies who
advance as a great horde. They are destroyed in the
manner of the boa-constrictor. They are crushed in
the coils of the anaconda.

Dismiss the Skink cohorts, do not bring them to
battle in great numbers execepting only small
detachments to scout on the extreme flanks. The
poisons of the rat spawn will find the weakness of
the Skinks and it is the sacrifice of rat spawn that
Sotek desires, not Skinks: The main strength of the
army should be Saurus cohorts. If Skinks must be
sent forth to fight, lec them' take the Dagger of
Sotek so that his wrath and desire for sacrifice will
protect them.

The Saurus cohorts are formed in colgrmnis no more
than four ranks deep. Several units are arrayed one
beside the other. Every alternate cohort is held back

* to protect the flank of its neighbour, thus creating
two lines of battle. The entire army can advance in
this manner or in an eblique line. In this way large
units of enemy will be ateacked by more than one

. cohort of Sauruses. Attack massed enemy units
“from front and flank so that they do not benefit
from their ranks. If there are not enough units of
Sauruses, use Kroxigor or Skinks strengthened by
Kroxigor or Stegadons in the second line.

Cohort ; C_‘chort Coheart
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THE TARANTULA

If the enemy can be predicted to rush forward and
attack in great force, adopt the strategy of
entrapment. The centre of the battle line is beld only
by Skinks who may adopt dispersed formacdion. Very
many Skinks gives the appearance of strength in
numbers, misleading the enemy and concealing the
trap. The flanks of the army are strong and may be
held by Stegadons, Sauruses, Kroxigor or Co[d One
Riders. The flanks are beld back.

The Skinks in the centre sting the enemy and
provoke them into advancing. The Skinks are
engaged and fall back. Their determination to serve
the Mage-Priest is strong and so they can be relied
upon to rally and not to quic the field if they have
already advanced far into the centre. Ensure that this
is done. As the Skinks falf back before the onslaught,
the great strength of the enemy has entered the trap.
Now the strong flanks move in from both sides to
crush them.

If the enemy sees the trap and attacks in strength on
one or both flanks, then advance the flanks to meet
them and attack with determination. Remember that
the destruction of the enemy striking force is desired.
The enemy centre may be too weak to threaten the
Skinks who can advance to assist the engaged
flanking troops.

GUARDING THE MAGE-PRIEST: Understanding that the Mage-Priest will certainly be attacked by the
enemy, the Old Ones devised correct ways for. the Mage-Priest to protect himself in battle. The Temple Guards
should protect the Mage-Priest’s palanquin from the front and flank. This is achieved if the Mage-Priest remains
in the centre of the Temple Guard cohort. The rear of the cohort is vulnerable to actack, especially from fast
enemy, reckless characters and flying foe. Therefore, it is said, allow Swarms of Serpents and Lizards to follow
behind the palanquin. If the enemy manifests himself to the rear, these turn and meet the attack, The enemy will

be overwhelmed while fighting these myriads of Sotek, allowing the Mage-Priest to move away from the danger.

..........4
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THE POUNCING JAGUAR

These tactics should be used when the enemy stand
back and refuse to come forward to fight, trusting in
their devious devices to win the battle from afar.
Against this enemy, imitate the action of the jaguar
who pounces upon his prey holding it fast becween
his talons and biting at its jugular with sharp fangs.

A strong force of Terradons is concentrated behind
the centre of the army or on one flank. They must fly
directly towards the devices of the enemy, which are
usually to be found sited upon high ground so as to
dominate the flat plains of battle. The Terradons
descend tipon them, smash the machines with rocks
and devour the crew. Fly high to strike fast. If che
foe have greater strength in flying troops, fly low to
avoid them. :

Do not rely entirely upon Terradons for chis task,
but organise small detachments ‘of Skinks. Direct
these to creep up on the enemy devices through
terrain, by oblique routes or around the flanks, They
should adopt skirmish formation: The enemy will
overlook such troops in their desperation to shoot at
the Stegadons and . Saurus cohorts which
simultaneously bear down upon them from the
front. With venomous arrows and javelins the
crews will be slain.

Against the hail of enemy arrows advance the
Stegadons. Many enemy missiles will harmlessly
glance off the howdah and the great shield crest, Do
not deploy the Sauruses in dense columns which are
vulnerable to enemy war machines, but rather in
fines and provoke the enemy to run onto their
spears. The Saurus warriors can change into a deep
formation to meet them. If the terrain is very
broken, consider concealing Salamanders which can
creep forward and spit venom a great distance.
They will menace enemy devices and reserves
forcing them to move forward to meet the Sauruses.
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THE SCORPION

This is a strategy for the open plain. The scorpion
fends with its claws and then suddenly stings with
its tail. To imitate this action with the army, divide
it into three battle groups. On each flank is a strong
cohort of Sauruses, supported by skirmishing
Skinks. They are deployed far forward and advance
quickly. These are the two ¢claws of the scorpion.

In the cencre and behind the claws is the tail of the
scorpion. This is made up of Cold One Riders
supported by Stegadons. When the claws are
gripping the enemy in hand-to-hand combat, the
scorpion stings with the tail. The strong force of
Stegadons and Cold One Riders attacks and
crushes the enemy centre.

The Mage-Priest and his Temple Guards are the
head of the scorpion, positioned just behind the
‘claws and between the Stegadons and units of Cold

Orie Riders. -
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THE HORNS OF THE STEGADON

For this method of attack the army is divided into a
[eft and right wing. A mighty Stegadon is placed at
the cote of each wing of the army. The Mage-Priest
commands from a position between the two wings
and if there are [esser Slann dignitaries present he
shall delegate the command of the wings to them.
Let the Mage-Priests be protected by Sauras
guards! Beside or behind the Stegadons march the
Saurus cohorts. The army advances and the
Stegadons hasten forth to crample the foe. This will
bring forth the enemy reserves. Then the Saurus
cohorts advance to grind them into the dust. The
guarding of the extreme flanks of the entire army is
entrusted to the Skinks.
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STEGADON

The jungles of Lustria are home to a variety of
huge lumbering primeval reptiles which have
dwelt there since before the coming of the Old
Ones. Stegadons are among the largest and most
aggressive of these creatures. They feed on the
lush vegetation and have powerful beak-like jaws
capable of grinding up the trunks of vast forest
trees or cracking the hard, rock-like nuts. They
use their horns to uproot whole trees before
devouring them, and can wallow in deep swamp

A—

relying on their thick scaly skin to protect them
from predatory crocodiles and deadly gigantic
piranha fish.

Stegadons often have several large long horns
projecting from their skulls as well as horns,
spines or plates on their backs, flanks and tails.
Their tails end in a spiny maul with which they
lash out at anything that tries to approach them
from the side or the rear. Since predators tend to
stay well clear of these creatures, they use their
natural weapons fighting each other in vicious
fights over the hulks of fallen trees, often
remaining locked in combat for days on end.
They seem to be slightly more intelligent than
Cold Ones and rather more active, probably
because they live out under the hot sun.

The Lizardmen soon made attempts to harness
these creatures as beasts of burden, especially for
clearing dense jungle to build temples, and for
dragging huge stones. It was not long before they
were used in battle, carrying crews of well armed
Skinks in massive bronze-clad howdahs on their
huge broad backs. They soon proved their worth,
crashing into dense masses of the foe leaving
immense damage in their wake.

PROFILE M WS

Stegadon 6 2
Skink Crew 6 2

W I AId
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SPECIAL RULES
SKINK CREW & HOWDAH: The Skink

crew of the Stegadon ride in a howdah
mounted on its back. The crew are armed
with hand weapons, spears, short bows,
javelins and shields. Their javelins and
arrows are poisoned and hits strike with a
Strength of 4.

SCALY SKIN & HORNY HIDE: The
Stegadon has a horny hide which gives it a
basic armour save of 4+. Its save can never
become worse than 6+ due to modifiers from
the attacker’s Strength. The Skink crew have
scaly skin which counts as light armour. This
gives them a save of 6+ which can never be
made worse by modifiers — see the Saurus
special rules in the Lizardman armies book.

COLD BLOODED: All Lizardmen are
cold blooded and naturally slow to react to
psychology, if they react at all! Roll 3 dice
when testing against Leadership and choose
the lowest 2 scores.

GIANT BOWS: Any Stegadon may be
armed with a giant bow. This shoots giant
arrows which are actually javelins carried in
great quivers on the howdah. The bow
requires two crewmen to shoot, and has a
range of 36".

The giant bow is shot in the shooting phase
along with other missile weapons. Because



the giant bow is mounted high up on the howdah,
it can shoot over intervening troops, but not
intervening terrain. Apart from that, it needs a
clear line of sight to the target.

Roll to hit using the crew’s BS in the same way as
for ordinary bows. If you score a hit, resolve
damage using the giant bow’s full Strength of 5. If
the model is slain, then the arrow penetrates the
rank behind: resolve damage with a Strength 4. If
the second rank model is slain the arrow
penetrates the third rank: resolve damage with a
Strength 3. Continue to work out damage as the
arrow pierces and slays a model in each rank,
deducting -1 from the Strength of the hit for each
rank pierced.

A model damaged by the giant arrow suffers D3
wounds. The arrow is not as powerful as a bolt
from a bolt thrower, so armour saving throws are
allowed and are modified for the Strength of the
hit as normal.

IMPACT HITS: In hand-to-hand combat, the
Stegadon has three types of attack: attacks from
the crew, attacks from the beast itself and impact
hits caused by the creature’s horny spikes.

When the Stegadon charges it automatically
causes D6 Strength 5 hits from its horny spikes.
These impact hits are inflicted first, before any
attacks from either side, in the same way as
impact hits from chariots as described in the
Warhammer rulebook. Note that no roll is made to
score impact hits, the charging Stegadon
automatically causes them.

SHOOTING AT THE STEGADON AND
CREW: Any shooting hits scored on the
Stegadon model are randomly divided between
the Stegadon, the howdah and the crew. Roll a
dice and consult the table below for each hit to see
which part of the model is struck. The howdah is
shielded by the huge horny crest of the Stegadon.
Anything which hits the horny plate does no
damage to the monster itself and is deflected from
the Skink crew. Hits on the howdah are therefore
disregarded, and are unable to penetrate to
endanger the crew. :

D6 Hit Location

Howdah (disregard hit)
Stegadon
Skink Crew

HAND-TO-HAND  COMBAT  AGAINST
STEGADON & CREW: Hand-to-hand combat
hits scored on the Stegadon model are also
randomly divided between the Stegadon, the
howdah and the crew, but with a better chance of
hitting the crew. Roll a dice and consult the table
below for each hit, to see which part of the model
is hit. Hits on the howdah are still disregarded,
because it provides cover for the crew and is itself
shielded by the monster’s horny crest.

D6 Hit Location

1 Howdah (disregard hit)
2-4 Stegadon
5-6 Skink Crew

NO CREW LEFT: If all the crew are slain refer
to the Monster Reaction Table in the Warhammer
rulebook to see what the Stegadon does.

CAUSES FEAR: The Stegadon is a huge, spiky
primeval monster with a loud frightening roar. It
causes fear as described in the

Warhammer rulebook.
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SALAMANDER

Salamanders are giant amphibians that dwell in
the jungles and swamps of Lustria. When they
hunt, Salamanders spit powerful venom at their
prey, which includes various animals such as
large birds, monster insects and even Skinks if
they are not fast enough to get out of the way! The
Skinks capture these creatures and train them for
use in battle as a sort of living artillery, as they
can spit their deadly venom over a long distance.

It is very difficult to train and control a
Salamander. In battle, each Salamander is
accompanied by Skink Runners who have the task
of goading and tempting it towards the enemy and
prodding it to make it angry enough to spit venom
at them. This is a hazardous task for the Skinks,
who risk getting eaten themselves! The venom is
extremely nasty and corrosive since it partly
digests the victim ready for the Salamander to
gulp it down in one go!

PROFILE MWSBS S TW 1 Ald

Salamander 6 3 3 4 4 3 2 3 6
SkinkRunners 6 2 3 3 2 1 41 6

SPECIAL RULES

SCALY SKIN: The Salamander and its Runners
have scaly skin which counts as light armour and
gives them a basic save of 6+. This save can never
become worse than 6+ due to modifiers from the
Strength of the attack.

COLD BLOODED: All Lizardmen are cold
blooded and naturally slow to react to psychology.
Roll 3 dice when testing against Leadership and
choose the lowest 2 scores.

SPIT VENOM: In the wild, Salamanders spit
venom when they are angry or irritated. The task
of the Skink Runners is to goad the Salamander to
face the enemy and spit its venom.

The Salamander can spit venom up to a distance of
24". Place the small round template from the
Warhammer game over the target to represent the
spray of venom. Roll to hit as normal using the
Salamander’s BS. If the Salamander hits, every
model under the template suffers a Strength 4 hit,
inflicting D3 wounds. The venom seeps through
gaps in armour so no armour save is allowed.

If the shot misses, roll the Scatter dice and
Artillery dice to determine how far off target the
venom lands and shift the template to the new
location. If you roll a misfire result, it
means that the Salamander didn’t spit
any venom at all, but gobbled up one of
the Skinks instead!

SKINK RUNNERS: The Salamander
is escorted by a group of four Skink
Runners. The Skink Runners and the
Salamander form a single unit in the
same way as a cannon and its crew. They
move together, and if obliged to flee,
pursue or whatever, they stay together
just like a unit of troops. Several
Salamanders can be grouped into a loose
unit in a similar way to cannons and
other war machines, in which case they
form the equivalent of a battery. Crew
can move from one Salamander to
another where required.

Should a Salamander’s Skink
Runners all be slain, it can still
move, fight and spit venom.
However, the beast is no longer
directed by the Skinks and therefore
is affected by the rules for Stupidity
as described on page 50 of the
Warhammer rulebook. Remember
that Salamanders are cold blooded
and roll 3D6 discarding the highest.

SHOOTING AT THE
SALAMANDER: When shooting at
the Salamander and its Runners, roll
a dice for each hit:

D6 Hit scored on:

1-4  Skink
5-6  Salamander
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AQUATIC: The Salamander and its escort of
Skink Runners may move over water obstacles
without penalty and will benefit from soft cover
while occupying water features.

TERRADON

Terradons are another type of prehistoric reptile
that has survived in the jungles of Lustria and the
South Lands, but few other places. Their natural
habitat is the high crags and tall trees of the rain
forest. Terradons are flying reptiles. They are in
fact expert gliders who can use the rising steamy
hot air of the jungle to stay aloft for long periods,
preying on birds as they fly. Terradons are so
good at soaring and swooping on the air currents
that they can remain airborne for days and have
been known to cross deserts and seas when ridden
by Skinks.

Skinks have mastered the skill of riding Terradons
that are big enough to bear the weight of two
riders. These Terradon riders are exceptionally
useful in battle, since they can fly ahead of the
Lizardman army and attack suddenly and silently
from above. Terradons have a wide wingspan and
cast an ominous shadow over the foe as they
swoop above them in battle. They have long
beaks full of sharp needle-like teeth.

Terradons are rather more intelligent than Cold
Ones and easily trained. They have been known to
dive from a great height directly into the sea and
emerge with huge fish in their jaws. They can
pluck enemies from the battlefield in a similar
way. The mournful cry of a distant Terradon is
enough to make the blood of any enemy of the
Lizardmen run cold!

PROFILE MWSBS S T W 1 A Ld
SkinkRider 6 2 3 3 2 1 4 1 6
Terradon 2 3 O 4 4. I 2 3. 3

SPECIAL
RULES

TERRADON
MOUNTS: The
normal rules for
mounts apply to
the Terradon,
except that it has
two riders rather
than one. To
represent this, the
enemy must kill
both riders before the
model is removed. For
example, if a regiment
of Terradons suffers 2
wounds, remove one model.
If it suffers 3 wounds remove
one model and record one Skink
casualty. If it suffers 4 wounds
remove two models and so forth.

SCALY SKIN: The Terradon
and its Skink crew have
scaly skin which counts as
light armour. The save

can never become /
worse than 6+ due
to modifiers from
the attacker’s
Strength.

COLD BLOODED: The Terradon riders are cold
blooded and naturally slow to react to psychology!
Roll 3 dice when testing against Leadership and
choose the lowest 2 scores.

FLY: Terradons can fly as described in the
Warhammer rulebook.

SKIRMISH: Terradons
skirmish formation, as
Warhammer rulebook.

DROP ROCKS: In the wild, Terradons drop
rocks onto the eggs of gigantic reptiles or creatures

always operate in
described in the




T

The Lizardman army advances in the form of the Pouncing Jaguar, its Terradons swooping down to
smash the Dwarf war machines and devour their crew.

with shells such as giant turtles to crack open the
shells. The Skinks have exploited this natural
ability by training the Terradons to go into battle
clutching rocks in their talons to drop on the foe!

Each Terradon carries one rock. All of the rocks
are always dropped on the first enemy that the
Terradons charge in the battle. This means that
after their first charge in the game they have no
rocks left.

The rocks are treated in a similar way to impact
hits from chariots or from a Stegadon. When a
Terradon drops its rock it automatically causes 1
Strength 6 hit. These hits are inflicted first before
cither side strikes in combat. Note that no roll is
made to score these hits, the plummeting
boulders automatically cause impact hits. If the
Terradons are charged, they immediately jettison
their rocks harmlessly in order to be able to fight.

goed source of mspn:anqn for
‘the L1zardman '-army
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Necromunda, a world of giant hive cities and glittering spires
crouched upon a dark underworld of anarchy and violence. In
the subterranean depths, the hard-bitten survivors of
Necromunda’s many terrors stallkk each other through
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HOW CITADEL
MINIATURES
ARE MADE

Games Workshop’s game worlds are a
_constant source of ideas and ‘inspiration for
the designers.

Every day we receive letters, faxes and other missives asking us how we

make our models. This short article is our attempt to give you some idea as to
how we design and manufacture the many hundreds of thousands of
Citadel Miniatures that are collected, painted and gamed with every year.

The Citadel Miniatures bit of Games Workshop
has been producing models for absolutely ages.
About 19 or 20 years ago, Alan and Michael Perry
were commissioned to produce a range of fantasy
adventurers and we’ve never looked back! Over
the course of the intervening years we’ve released
thousands of different designs (and they’ve not all
been Goblins!). During this time we've also
managed to assemble a team of figure designers
who few could argue are the best'in the world.

Of course, the sheer quantity and variety of the
Citadel range means that there are a host of
exceptions to just about every technique or
process we use. Nevertheless, we're consistent
about certain things, namely quality and
originality. We strive very hard to ensure that the
high standards of design we achieve are

maintained, and if possible beaten, each and
every time we make a new model. Coming up
with great designs is a continual challenge for our
designers, but we don’t think they do too badly!

We're always being asked where the designers
get their ideas and inspiration from, and the
reality is that there are many different ways for a
Citadel model to come into being. The most
important sources of inspiration and ideas are the
Warhammer  and  Warhammer 40,000
backgrounds and histories. Over the years these
fictional realms have become as complex,
intricate and detailed as our own world, and are a
great source of material for the design team.
Many ideas naturally evolve from the game
backgrounds and the writers and artists who have
contributed to them play no small part in the

Right: Dwarf
Daemon Slayer by
Aly Morrison.

Far Right:
Morgiana le
Fay, by
Michael Perry,
riding Trish
Morrison’s
Unicorn.

Left: Orc Big 'Un
Musician by Brian Nelson
Right: Eldar Wave

Serpent, by Tim Adcock.
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Jes Goodwin
often produces
finely drawn
concept
sketches before
launching into
a new model.
Shown here
are examples
from the
Warhammer
40,000 Chaos
project,
together with
the models
that Jes actually
sculpted.

development of ideas for models. Sometimes the
model, the illustration and indeed the game
description for a model all happen simultaneously
so it’s impossible to say which came first. The
existing ranges are a constant source of new ideas
as well, and the designers are always keen to
revisit, develop and expand a favourite range.

be incorporated into the design of a new model.
Many of the designers are military history
enthusiasts and the influence of this on some of
our ranges is obvious. There are scores of models
in the Citadel range which are derived in part
from real historical characters, troop types, events
and artefacts, However, they wouldn’t be Citadel
ideas if we didn’t adapt or mutate them to fit into
the backgrounds that we've already defined for
Warhammer and Warhammer 40,000.

Films, books, comics, even TV programmes can
provide interesting ideas which, if adapted, may

Below: Grail ang}:t C’hamp:on by
Alan Perry.

Right: Normal Swales” High Eb‘
Repeater Bolt Thrower.

- Above: Orion, the Wood EIf King in the
Woods, desxgnad by Gaty Morley

Above Left: Plague Marine Champion
by Dave Andrews.

Left: Colm Daxxms Dwarf General.
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Having come up with a basic idea for a miniature,
the Citadel designers set about sculpting what is
known as a master model. When complete, this
master is used to create a rubber mould from
which the metal miniatures you see in the shops
are produced.

Believe it or not, metal Citadel Miniatures are
made at actual size. That is to say, the Citadel
designers sculpt the models at the same size that
you see the finished metal models! We're
frequently asked how the models are reduced
down when we produce them, but amazingly, the
designers really do sculpt by hand every last tiny
bit of detail.

In order to get the master under way, the designer
makes a basic wire frame,
known as an armature, out of
fuse wire. The armature is
used to give the miniature its
initial pose as well as extra
strength. The shape of the
armature changes depending
upon the race or type of
miniature being sculpted. So
an Orc would have a wide
stooping frame, whereas an
Elf or Eldar miniature would
be taller and more slender.

Once the designer is satisfied
with the frame it is time to
start sculpting the miniature
itself. A modelling putty

Here are a couple of miniatures
which are well on the way. Above
is Gary Morley's Maiden Guard
for the High Elves, and to the
right is one of Brian Nelson's
Imperial Missionaries.
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SCULPTING THE MASTER

affectionately known as “green stuff” (because
it’s green and it’s stuff) is used to make the rest of
the model. The designer begins to build up the
body of the miniature over the wire frame
armature. Our designers call this first stage
“bulking out”. If any of the model is going to
show bare flesh, then the designer will spend time
finishing the muscles. If the figure is going to be
swathed in robes or whatever, then all that is need
is the general shapes as they’ll all be covered up.

At this stage, a good understanding of basic
human anatomy is important. Even though the
race of the miniature radically changes the shape
of the this anatomy (Orc bodies don’t look much
like human bodies), you need to know the basic
rules before you can break them!

The next step is to add clothing, armour and
weapons. Each of these details are difficult to
sculpt in their own way. Clothing, for instance, is
often creased and wrinkled around the body of the
master, making it look more natural. It is just this
natural look which is so difficult to attain. Plate
armour, on the other hand, requires a smooth,
unblemished finish and this can be equally
difficult to get right. '

The Citade] designers often incorporate into their
designs metal weapons that have already been
cast. First, a master is made of a weapon such as
a sword. This can then be sent off to the factory
and cast up just like an ordinary model, saving the
designer valuable hours each time a sword needs
to be used. Over the years, the Citadel designers
have built up a vast supply of
bolters, pistols, swords and the
like. These weapons can then
be added to a whole range of
miniatures to ensure that the
likes of Imperial Guardsmen
or Space Marines all have
matching weapons.




This is especially important with very military
types of armies such as Imperial Guard, where
you can imagine standard equipment and
weaponry being issued to everyone in the army.

As with many skills it is very difficult to instruct
people how to sculpt miniatures. The best way to
become a good sculptor is to practice and practice
and practice some more. Just as with painting
miniatures, the only way to get good is by having
a go and keeping going until you get good! If you
decide to have a go yourself, don’t be afraid to try
something different. Most of the Citadel
designers have their own unique ways of working
and no two sculptors works exactly the same way.

As you may know, not all miniatures come in one
piece, Large multi-part kits such as monsters and
daemons need assembling. These types of models
are often made in one piece and then cut it into
their component parts ready for the mould
making process.

Having said Michael made most of the Bretonnians, A few last liftle touches...

here’s Alan putting the final touches to a Knight.

Michael works on another Archer for
the Bretonnians. He designed most of
the Bretonnian range.

Adding detail to the Archer. Note that = E. gy 2 -
Michael is using another Archer “Green smff”, the two part putty thai  Placing the masters under a hot lamp
miniature as a base to work over, Citadel Miniatures are sculpted from. helps them to harden faster.
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MOULD MAKING

Cuiting in channels for molten metal to flow in
and air to flow out.

Carefully placing the tins is vital
for the mould to work.

s” are Ieﬁ to warm up for five minutes,
3bsf0re bemg carefully arranged on the rubber.
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MASTER MOULDS

Master miniatures from the Citadel
designers arrive at our factory and
go straight to the master mould
room. Here they produce a mould
that is used to cast a limited number
of miniatures in pure tin.

This is a very delicate stage in the
process of making a Citadel
Miniature, as up until now the only
copy of the miniature is the original
master made by the designer. If it is
damaged at this stage, the master
must be made again.

To make the mould, several different
master models are carefully placed
between two discs of rubber. This
sandwich is then taken and placed in
a heated hydraulic press. When the
rubber has heated up to a precise
temperature, several tons of pressure
are applied, transferring the detail of
the master info the now soft rubber.

After forty-five minutes, the rubber
has vulcanised and is solid. It is then
removed from the hydraulic press
and the two halves of rubber are
pulled apart to reveal a (hopefully)
perfect master mould. If we're
lucky, the master can be carefully
recovered and reused, otherwise it is
destroyed in the process.

The mould maker then cuts channels
into the rubber to allow the molten
metal to flow into and around the
mould, and also to let any air escape.
These channels go from the centre
of the mould to the miniature, and
then to the outside edge. If the air
isn't allowed to escape it will form
pockets. These will stop the the
molten metal from flowing into all
the nooks and crannies of the mould
and detail will be lost.

PRODUCTION MOULDS

These master moulds are then cast
enough times to produce the tins
from which the production moulds
are made.

Production mould making is almost
exactly the same as master mould
making. The main difference is that
these moulds are made from the far
more  durable “tins”.  Each
production mould is made so that it
has a dozen or so copies of the same
miniature each time it’s spun. This
allows us to cast up miniatures in
large quantities, in order to keep up
with your demand.



Metal studs are placed around the circumference of the mould so that the two

halves can be located together easily and accurately every time.

As with the master moulds, air
channels must be cut by hand for
each mould to prevent air pockets
forming and allow the air to
escape during casting.

The pressure of the
mould making
machinery  must be
careful monitored. Too
little and all the detail
will not be picked out,
too much and the mould
will be distorted.

MODEL CASTING

To cast Citadel miniatures, the moulds are placed in a centrifugal
casting machine which spins the moulds at high speed. This means
that when the molten white metal alloy is poured into the centre of
the mould it’s forced to the outer edges and all the air is pushed out
too. The recent change to our new white metal has also improved
both the quality and detail of the castings.

When enough molten metal has been added to the mould, it is
taken out of the machine and left to cool. After a few minutes, the
mould is separated revealing a dozen or so castings of the same
Citadel model.

Above:
Factory manager Paul
Robins, perusing the
mould archive.

Left:

Citadel Miniatures
being packed into
blister packs by one of
our vast army of blister
packers.
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TWO YEARS ON

By Andy Jones

Well, frankly I'm shocked. Looking at my diary, I see that we
are already rolling into 1997 with a vengeance. Apart from
heading towards birthday 34, the tenth Golden Demon award
since I did the first one, the end of the millennium, and so on,
it means that Warhammer Quest is now two years old. It
hardly seems that long since the first copies were rolling off
the presses, but spring 1995 it was! That means that people
have been playing Warhammer Quest for longer than it took
me to write it, which is something of an achievement as at the
time it felt like an eternity.

Two years in seems like a good point to recap and reconsider,
to take a look at the monster I have created, and especially to
take a look at how Warhammer Quest ties in with the new
Warhammer. After all, with one of everything we do sitting on
my shelves here at Ivory Towers, Nottingham, it is very easy
to forget that to many people, all of our games are

NEW! There are people coming into a
Games Workshop store for the

first time every day,

and to them every single boxed set and blister pack is a new
and exciting treasure trove. Not only that, but I think we can
safely assume that not all of you established Games Workshop
gamers buy or even play every single one of our systems — so
at least some of our games will be new to you too!

This means that every month one portion or another of White
Dwarf will be something of a mystery to most Games
Workshop fans. Well, bearing all this in mind, it obviously
never hurts to do a quick recap every so often. Let’s start with
a rundown of what the game is all about.

Warhammer Quest is a game of action and adventure, played
out over some of the most wonderful floorplans ever seen
(painted by Richard Wright of course). In Warhammer Quest,
you get to play a single Warrior in a group of four battle
hardened adventurers, each played by arother gamer. So, an
immediate difference between Warhammer Quest and our
other systems is that it is not really a competitive game at all,
the four brave adventurers have to pit all their combined skills
against the hideous monsters to be found in the dungeons and
caves below the Warhammer World. And there’s another big
difference: all the action in Warhammer Quest takes place
underground, in deserted Dwarf holds, deathly tomb
complexes, Skaven tunnel systems and so on.

Knowing the Warhammer World, you can easily imagine what
you are likely to encounter in the depths below. In
Warhammer Quest, you can feasibly run into anything from a
Giant Rat to a Bloodthirster. Probably not in the same
dungeon, though on the other hand...

Still, to balance the horrors you are likely, nay definitely going

to face (just you and three friends mind, no chance of fielding

a 3000 point army here), you can easily imagine what the

rewards might be. Lost Dwarf treasure, powerful magical

items, a small (huge!) fortune in gold, it’s all there for the

taking. Even a heroic death can be assured, if you are a
Troll Slayer with suicidal intentions!

\ The game works on a number of levels. In the box

: you’'ll find a 32 page rulebook, a 16 page adventure

N book, and a 192 page roleplay book. The idea is

that you can start with the basic game and

gradually work in as much complexity as you

like. Being a grizzled old gamer, even stooping as low

as going on occasional live action murder mystery style

horror weekends, I kid myself that I have a wealth of gaming

experience behind me (perhaps better described as a long

string of bad investments). This informed my decisions and
aims for what [ wanted from Warhammer Quest.



In my humble experience, adventure games of this type (I am
avoiding the roleplay stereotype as I am a firm believer that as
soon as someone plays any game they are role-playing straight
away. For example, see how much of an Orc I become during
Warhammer games, not to mention when 1 play the
Commandant in Escape From Coldirz, but that’s another
discussion) are bogged down horribly by the fact that you
have to read loads of stuff before you can even start playing.
And what’s the fun of that? Especially when the hundreds of
pages you have to read are laid out as if someone dropped
them all on the way to the printers, and then picked them back
up again, gave them a good shuffle and said “print that, it’ll
sell a million™.

No, 1T wanted Warhammer Quest to be clear and easily
accessible, with a minimum of stumbling around huge
rulebooks just for added “authentic realism”. I wanted to keep
the fun parts of “roleplaying” (urrgh!), and ditch most of the
arcane complexity, Maybe I'm just short of patience or
something, but I just wanted a game people could pick up and
play straight away.

Hence the 192 page roleplay book (eh?). What I mean is,
hence 192 pages of rules that you absolutely never have to use
if you don’t want to! The basic Warhammer Quest game
works just fine using the 32 page rulebook and a few packs of
cards. Cunning, huh?

Not only that, I wanted all the information at the players
fingertips, to keep the action moving fast. Hence Warhammer
Quest is played out using Citadel miniatures on wonderful
floorplans. Everyone knows exactly where they are, “cos the
models are laid out before them. No fiddling about with

WHAT YOU GET IN THE BOX

Getting everything we wanted into the Warhammer
Quest box was an incredible feat. Be wamed — once
opened you will never again be able to squeeze all the
game components back in! Even so. there was still loads
going into supplements and White Dwarf articles. The
basic boxed set contains loads of models (deep breath):

4 Warriors, 6 Orcs, 6 Orc Archers, 6 Goblin Spearmen.
6 Night Goblin Archers, 12 Skaven, 3 Minotaurs, 12

Giant Spiders, 12 Giant Bats, 12 Giant Rats, 12
Snotlings, and 10 Dungeon Doorways, as well as a 32
page Rulebook, 16 page Adventure Book, and 192 page
Roleplay Book, a how to play sheet, a 50 page
Adventure Record pad, 19 Event Cards, 23 Dungeon
Cards, 30 Treasure Cards, 17 blank Event Cards, 15
Spell Cards, 4 Warrior Cards, 4 Equipment Cards, 4
Warrior Counters, 6 Dungeon rooms, 5 Objective rooms,
§ Corridors, 3 T-junctions, 1 Corner, 1 Portcullis marker,
1 Cave-in marker, 3 Pit of Despair markers, 6 Webbed
counters, 15 Power Tokens, 10 Luck Counters, 18
Scenery markers, 6 large dice and 12 small dice. Phew!

“What manner of monster have I unleashed upon the world?” — Andy Jones.
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WARHAMMER QUEST, TWO YEARS ON

grubby paper chits for me! Also, all the information about the
monsters you meet, treasure you find, Warrior skills and so on,
is summarised on cards, and wherever possible each card
contains everything you need to know about it (often with a
picture too, even if that means I had to use really small print
for the rules). This greatly cuts down the amount of time you
have to spend reading through the rulebooks while you play.

And the icing on the cake is that this is a Warhammer game!
The sheer depth and detail of the Warhammer world made
writing Warhammer Quest a dream! If you enjoy the rich and
evocative world of Warhammer, hopefully you’ll be as
pleased with Warhammer Quest as [ am.

As you might be able to gather, I'm pretty chuffed with how it
all came out!

Left to right: In the
Warhammer Quest boxed
game you can choose to be
either a Dwarf, Wizard, EIf
or a Barbarian.

THE GAME

The basic game is designed to be played almost as a board
game. Each adventure is generated by a random dungeon card
deck, so the cavernous depths are explored as you go along.
Will the next card reveal a corridor, stairs down, a hazard
filled chamber, a T-junction or perhaps the Objective Room
you seek? The only way to tell is to turn the next Dungeon
card over, clip on the next floorplan and get exploring.

Likewise, whether jumped by monsters in a room, or caught
on the hop by an unexpected event, whatever you actually
meet in the dungeon is generated by event cards. There are
helpful event cards too, although don’t bank on getting too
many of these!

The good news is that every time you defeat all the monsters
revealed by an event card, you usually get rewarded with gold
and treasure: magical swords, shields, healing potions, extra
armour and so on. Again, this is all decided by card play.

Eventually you will arrive at your Objective room, the crux of
your whole adventure. Here the Warriors will prove
themselves worthy heroes, or die in the attempt (sometimes
they turn tail and flee, but we don’t talk about that much). Of
course, this assumes that you have not been trapped by a cave-
in or portcullis, got lost in the dark, or simply taken a wrong
turn somewhere along the line.

The rewards, for the worthy, are treasure and gold beyond
your wildest imaginings (well, almost, although Grimcrag
Grunsonn my battle level 10 Dwarf has some pretty weird
dreams, and most of them feature gold in one way or another).

THE ROLEPLAY BOOK

OK, so much for the introductory game. With me so far?
Good. Once you have played all 36 pre-written adventures,
and had a go at being the Dwarf (Grimcrag Grunsonn rules,
OK!), the Barbarian, the EIf and the Wizard, you will have a
pretty good idea about which Warrior is best for you. Now is
the time to open the mighty 192 page roleplay book. This
weighty tome explains how to keep your Warrior from game
to game, how to link your adventures into an ongoing
‘Warhammer Quest campaign saga of heroic adventure, how to
develop your Warriors from mere level 1 novices to battle
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WARHAMMER QUEST, TWO YEARS ON

level 10 lords, and how to use the thousands of Warhammer
miniatures available in your games of Warhammer Quest. Not
only that, but the roleplay book lists loads of new magic items,
events, settlement locations and so on. There is also a pre-
written, pre-laid out dungeon adventure, which has to be run
by a Gamesmaster (just for the real control freaks).

So, Warhammer Quest is a game of many parts, and it can be
as easy or as complex as you like.

The only drawbacks with cramming everything into the one
box are that you may need a surgical truss to carry
Warhammer Quest home, and once you’ve opened the box,
there is no way it's all going back in again. Be warned!

FOLLOW UP

Since the launch of Warhammer Quest we have followed up
with a good swathe of back up material. This splits neatly
between individual Warhammer Quest supplements, and
articles in White Dwarf magazine.

There isn’t enough space to go into detail about all the
supplements available for Warhammer Quest, but they come
in three flavours: Adventure, Warrior and Card packs.

ADVENTURE PACKS

There are two Adventure packs available, and each of these is
in some way a cut down mirror image of the Warhammer
Quest game. That is to say that you get new floorplans,
specially designed new Citadel miniatures to represent the
most important monsters in the pack, event and treasure cards
keyed into the monsters in the pack, and a rulebook which
works from the basic game right the way through to the full
blown roleplay game, pre-written adventure included. Each
Adventure pack is themed to a specific evil doer and his
minions. Lair of the Orc Lord is all about, you've guessed it,
an Orc Warlord called Gorgut, whilst Catacombs of Terror is
riddled with the forces of the Undead.

CARD PACKS

As Warhammer Quest is a card driven game, there are a
number of extra packs of Treasure cards available. These can
be shuffled into your existing Treasure card packs for diversity
and added kill power!

There are also packs of blank Event cards, so that you can
make up your own devious traps and fateful happenings for
the Warriors to stumble across in the dark. Also, you can fill

WD3g



WARHAMMER QUEST, TWO YEARS ON

in the blank Monster cards to generate encounters with all the
models from your Warhammer army. So if you play Undead,
for example, you can create a complete Undead event deck for
your home-made Labyrinth of Khemri adventure.

WARRIOR PACKS

Of course, one of the most exciting parts of Warhammer Quest
is the individual development of your own Warrior. There are
four Warriors in the boxed game, but there were so many other
candidates that we released a string of extra Warrior packs,
each with unique skills and abilities. Each pack contains a
wonderful model of the particular hero, together with a
complete rulebook, and all the card reference components
needed to use the Warrior in the basic game.

So far, we have (in no particular order), the Imperial Noble,
the EIf Wardancer, the Troll Slayer, the Witch Hunter, the Pit
Fighter, the EIf Ranger, the Chaos Warrior and the Warrior
Priest (I don’t think I've missed anyone).

In fact, we've just released the mighty Bretonnian Knight
which you can see below, and we have many other ideas
which may surface in the fullness of time.

DA MODELZ

The Citadel miniatures in the Adventure and Warrior packs are
great additions to any Warhammer army. Skabnoze, the Orc
Shaman from the Lair of The Orc Lord, is one of the key
characters in my mighty Orc army (I got good marks at the
staff tournament for selection and painting anyhow... ), and I

have also incorporated Gubbinz the Goblin Jester as a cool
Shaman, not to mention Gorgut and his Big *Uns. In fact, truth
be known, the basis of my Orc army started with my painted
models from Warhammer Quest coupled with those from Lair
of The Orc Lord:

Lair Of The Orc Lord

Warboss Gorgut, Orc Shaman Skabnoze, Gobbo Shaman
Gubbinz, 3 of Gorgut’s Big "Uns

Warhammer Quest

6 Orc Boyz, 6 Orc Arrer Boyz, 12 Gobbos with spears, 12
Night Gobbos with Bows, 12 Snotlings, 3 Minotaurs

So there you have it, my secret is out! [ started by painting up
my Warhammer Quest models, and ended up with a small
army of greenskins.

WARHAMMER SUPPLEMENT

Warhammer Quest —
The best supplement for Warhammer there is!

Warhammer is an exciting, well developed, action packed
world of adventure. Its geography, history, politics, conflicts,
races and so on are all detailed and comprehensively covered.
Warhammer is in fact probably the richest textured, most
complete, most darkly gothic fantasy realm you’re likely to
find. Here at Games Workshop, we’ve not only created this
world over many years (ask Rick, it’s driven him completely
bonkers), complete with thousands of illustrations, stories,
world histories, descriptions, legends and so on, but on top of

“Moidel supplied unpainted.

BRETONNIAN

relics await discovery!

Bretonnian Questing Knights roam
throughout the Old World, joining bands
_ of heroic adventurers to bravely battle
- their way through perilous dungeons
where foul monsters lurk and sacred

In this latest Warrior pack you’ll find
everything you need to play a
Quest game, including a rulebook, cards,
counters and, best of all, a specially
crafted model of a Bretonnian Knight,
sculpted by Gary Morley. You might like
to try painting yours up like David
Gallagher’s picture on the right.
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WARHAMMER QUEST, TWO YEARS ON

WHITE DWARF WARHAMMER QUEST ARTICLES

Since the advent of “Fat” Dwarf, there have been all sorts of
opportunities for new card floorplans, Event cards and lengthy
Warhammer Quest articles (yum!). Almost every month there
is something for the Warhammer Quest player, and actually all
the new Warhammer releases are Warhammer Quest releases
too (and vice versa)! Every White Dwarf Warhammer article
which introduces new bits of background information, troop
types and so on feeds straight into Warhammer Quest, and the
extra focused detail of the Warhammer Quest articles adds
extra flavour to Warhammer. After all, they are both set in the
same world, and feature the same characters and places, it's
just that they each focus on a slightly different bit.

I’'m not going to explain at length just exactly what every
Warhammer Quest article to date has been, but here is a list
(which I actually got from an Internet web site, rather than
trawling through all my own copies of White Dwarf!).

Warhammer Quest material in White Dwarf

Issue What’s in it

184 Introductory Article

185 Rules for Special Quests

186 More challenges, traps and treasure, with 6
hazardous new adventures

187 Information about Lair of the Orc Lord

188 Creatures of Darkness — Adding your own
monsters to Warhammer Quest

189 The Darkness Below — Producing your
own dungeons

190 New Dark Secret cards

191 A Horror Awakens — Three new Adventures

192 Into the Depths — Designer Dungeons

193 A Dungeon of your own — Event Cards

194 . Well Met! — A look at party composition

195 Domain of the Horned Rat— A Quest pitting the
adventurers against the malign Skaven

196 On the Waterfront — Part one of an article

detailing how to get your party out of the dungeon
and across the sea

197 Lost Kingdoms — Second part of the above article
198 Questions and Answers
199 Getting Out Once in a While — Using your

Warriors in Warhammer

200 Second part of the above article

201 A Green and Pustulant Land — Three Quests
pitting your Warriors against Chaos

202 Out of the Darkness — Just get out of that dungeon

204 Room For Improvement — Making the most of
your Dungeon floorplans

Quite a list, and we STILL have loads of stuff yet to cover
(Lizardmen for one thing, coming soon).

all that we have set the best tabletop fantasy battle system in
the Warhammer World too!

If, like me, you enjoy Warhammer for more than just the
opportunity to charge around with hundreds of Orcs at your
command (or even (o try out your latest tactical master plan),
then you’ll love Warhammer Quest too. Warhammer Quest is
really the biggest, best supplement for Warhammer there is.
It’s a completely new game set in the Warhammer world, so
you can expand your Warhammer hobby into a whole new
level of detail, and a different style of play, whilst still being
able to use all the models from your Warhammer collection.
It’s also an excellent way to start getting into Warhammer. All
you really need to start playing Warhammer Quest is a single
miniature, your Warrior. As you get new models, you can add
them into your games of Warhammer Quest, until you have
enough to start a small Warhammer army.

Warhammer Quest is not exactly the same game as
Warhammer of course, there’d be no point in that at all. No,
one is a battle game, the other a one-on-one adventure game.
However, they both share the same environment. But the
important thing is that with Warhammer and Warhammer
Quest, all your models are interchangeable. If you field
Undead in Warhammer, you can play adventures where the
Warriors meet nothing but the dark minions of some foul
necromancer, Likewise with Orcs, Chaos or whatever you
have in your collection. By the same token, any Warhammer
Quest miniatures slot right into your Warhammer armies too.

So, there you have it. Two years in and going strong! If you
are into Warhammer, and haven’t had a look at Warhammer
Quest yet, you are missing out on a colourful part of the
Warhammer hobby, not to mention a box crammed full of
Citadel miniatures! Why not check it out?
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A ORKSHOP*

GRAND RE-OPENIN

HAMMERSMITH
26TH & 27TH APRIL

On the 26th and 27th of April we'll be celebrating the re-opening of our

store in Hammersmith. We're going to have a weekend long Grand Re-

opening celebration, and on these two days you'll be able to take full ' " g
advantage of all kinds of crazy SPECIAL OFFERS. ; o

BUY THREE BOXED SETS AND GET THE
CHEAPEST ONE FREE!

BUY THREE BLISTER PACKS AND GET
THE CHEAPEST ONE FREE!

BUY ANY BOXED GAME AND GET A y
STARTER PAINT SET, SPRAY ; e
UNDERCOAT AND POLYSTYRENE ; i
CEMENT FREE! 5

BUY ANY ARMY BOOK OR CODEX AND ta
PICK UP A £5.00 BOXED SET FOR FREE! s

FREE T-SHIRT TO ANY CUSTOMER WHO
SPENDS £100 OR MORE!

T4

HAMMERSMITH |/
STORE

161 King Street
Tel. 0181 8469744

TOWN
HALL

A3IULS ONIN

VIRGIN

DALLING ROAD Jnain

Offers subject to availability. Offers only available on the 26th and 27th of April at
Games Workshop Hammersmith.



Toby Hynes & Paul émnth

John Blanche: Toby and Paul were the first
successful applicants for our Trainee Illustrator
programme which we launched exactly a year ago.
The process of finding these new artists began with an
advert in White Dwarf. We then sent every applicant a
brief to provide three line drawings for us. We didn’t ask
for fully rendered pieces because that meant that we could
see the strength of their draughtsmanship rather than the
rendering (rendering is filling in the bits between the
lines — the light and shade, highlights and shadow, the
modelling — and can hide a multitude of sins. With
line drawings there’s nowhere to hide!).

For our three subjects we chose a Space Marine, to
demonstrate that the applicant could draw armour
and battlegear, an Orc to demonstrate they could
handle drawing a monster, and an unarmoured
human to show that they could draw human
anatomy. Shortlisted applicants were then asked to
come for an interview bringing a fully rendered,
finished drawing with them.
At the interview itself, we weren’t just looking for a
successfully rendered illustration, but the applicants i
had to demonstrate a knowledge and passion for our games and models. This enthusiasm is at least as
important as the technical ability itself, because although we can train people in technique, we can’t make
people love the hobby. Both these points were fundamental in us choosing Paul and Toby over the many
other applicants.-

As Toby and Paul are the first of our Trainee Illustrators, we
didn’t know how long it would take to train them. We thought
that it would probably take most of their first year with us, but

we were pleasantly surprised! Astonished even! Take a look over

the next few pages to see what we mean, and at Paul’s Orc
(left) and Toby's Saurus and Dwarf fighting (above). Once
they arrived in the artistic hothouse that is the Studio (well
that's how we like to think of it, anyway), they both managed
to make themselves good enough almost overnight to be
production artists! Their work has already appeared in

Warhammer Armies Bretonnia and Lizardmen, the

Grudge of Drong and Idol of Gork Campaign Packs,

and the new Epic 40,000. Not bad, eh?

Not only have they been producing finished work
almost from their first day, but together with Des
Hanley and John Wigley they have managed to
forge ahead and generate a new Games
Workshop style.

With such a successful outing first time round,
we're having another go. So, if you think you
could be the next Toby Hynes or Paul Smith,
take a look at the advert elsewhere in this
issue and write now!
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Jlluminations

Over the last
year we’ve been
training two
new illustrators,
Toby Hynes and
Paul Smith,
who’ve been
quietly
beavering away
turning out
increasingly
high quality
work. Well, we
thought it was
past time that
we had a few
words with
these two, but
before we did
we asked
John Blanche
how he thought
they were
getting on.



Toby Hynes

Toby is a Games
Workshop
fanatic, and has
been for many
years. For two
of these he
worked for us in
our Kingston on

Thames store,
and still bears
the scars of
many a games
night. His
favourite army
is “all of . __ AU
them™. S i ) X

Seriously e - :
though, of all . : VAR - e : :
the armies a N\ e Fivst Sketches
Toby’s , " ' s, Above are the original illustrations
favourite are s - o S A28  Toby sent in, together with the fully
the W i e " rendered Savage Orc he brought to his
redoubtable S & 1A R f " interview. Why choose these subjects?

Dwarfs and y \ o j Toby: I wanted to do the Terminator in a

he’s led them ' - ¢ " different pose from usual, so I chose this

to victery on O position where he's supposed to be
many an B o i AR wheeling to fire. Unfortunately, everyone
occasion. e, Fe ] o thinks he’s dancing!

The best example of an unarmoured human

1 could think of was a Flagellant from the

Empire army ’cos they're completely

bonkers! P’ve gamed with them in the past and

they’re the best! We were using them in a

scenario devised by Warwick Kinrade recently
and they were wonderful in that.

For both Ore pictures, 1 wanted them to look
realistic and brutal, not cartoony. The big
Savage Orc turned out a bit dark because 1 got
carried away with the rendering. I'm
currently using the original line drawing of the
Orc above to form the basis of a colour vignette
which I'm working on at home.




When I drew this Bretonnian Halberdier, Alan and Michael
Perry had only just begun to design the miniatures so a bit
of interpretation was required to get the details right.

Lizardmen

Mayan Dinosaurs! The Lizardmen project was really enjoyable.
Again, there was no model for the Cold One’s Skink Rider at the

time, so I had free rein (if you'll excuse the pun).

Elbar Pyper
Fethike

The Vyper was a really
nice drawing to do,

since there weren't
many models about at
the time and I got one
to copy. It was drawn
at the same time
Richard Wright was
painting his splendid
colour picture of the
Vyper and this
atiracted a lot of

attention. This made
it an even bigger
challenge to do it
justice in black and
white. I'm quite pleased
with the result, one of my
more successful pieces.

I didn’t actually paint the model [
was given to use for reference.
Instead [ kindly donated it to Paul, who

has added it to his Eldar Warhost.




Paul Smith

Despite the fact
that none of
these pictures
are of the Eldar,
they are Paul’s
army of cheoice.
With nearly
2000 points
painted already,
and squads of
Exodites,
Shining Spears
and another
Vyper Jetbike
on the way, he’s
far from
finished yet!

Afrom Little Acorns...

Paul: The pictures on this page are the three
line drawings I sent in, plus the fully
rendered picture of Ragnar Blackmane
which I brought to the interview.

Basically, I tried to achieve different things
with each picture. The first one, the
Kislevite Spearman, I tried to show that I
can draw proper human anatomy, which is
vitally important. You've got to know that
before you can draw other races: if you
know the rules you can break them. If you
don’t know the rules...

The second picture is a frenzied Savage
Orc, which shows me breaking those rules.
Orcs are basically human shaped, but
exaggerated in lots of different ways. This
gives them a character all their own, and
this was what I was trying to capture.

The last one is the Space Marine. Again,
this is an important subject for a Games
Workshop artist as they are such a central
image. Space Marines are easy once you get
the right shapes (so I'm told), 'cos they’re
basically all the same. The trick is getting
the right shapes in the first place and I'm
not quite there yet. I was also trying to show
that I could extrapolate from what was
already there. This is a sort of Ultramarines
honour guard, something that hadn’t been
drawn before (or since!). Ragnar is an
extension of this, and he’s such a brilliant
character too. I don’t actually have a Space
Wolves army, but I have painted a model of
Ragnar Blackmane, and this inspired me.

Paul’s Griginal Submissions




...0reat ©ak Trees Grotw

John: This page shows some of the amazing
range of subjects the Games Workshop illustrators
have to tackle: Orcs, Skeletons and Khérn the
Betrayer. The Boarboyz banner and shields
picture inspired the designs actually used on the
finished models shown elsewhere in this issue.
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THE CITADEL

The Citadel Journal is
published by Games
Workshop, but it’s

written by you! Each
issue is packed full

of articles on
collecting, painting,
modelling and
gaming with

Citadel Miniatures,

written by
obsessive
hobbyists for
obsessive
hobbyists! So if
you’ve got a
brilliant idea for
a new 40K
mission or
have done an
interesting or unusual
conversion, then send it in
to Paul Sawyer at the

In this issue Journal... the world is
e Warhammer waiting.
e Warhammer 40K Issue 18 is out now priced
e Necromunda £4.00 from all Games
e Blood Bowl Workshop stores or post
free from Games Workshop
Mail Order.

R T 01773-713213 MAIL ORDER T 01773-71321



SEQUENCE OF PLAY
1: Movement Phase

« Declare flyer missions

« Determine initiative

o First player moves =
. Secoﬁd player moves CLOSE COMBAT

2: Shooting Phase AND FIREFIGHT TABLE

« Determine init'iative Roll a D6 and apply any of the modifiers below,

« Vehicles and infantry shoot the highest score wins.

. ine initiative

1 \?V(;tregzlgr;ﬁég slhoot Clase Combat / Firefight Modifiers |
3. Assault Phase Enemy has five or more blast markers +1

« Determine initiative Enemy has mote blast markers +1

« First player assaults T“d f'g"ff'ghfts " Own side has more psykers +1

. aults and firefights - : o
, si‘:‘”;’h::‘eyer e g Own assaultffirepower total is higher +1

: Rally 3 S ) *

 Roll to remove biast markers Assault/f!repower value is twice the enemy’s +2

« Roll to rally broken detachments Assault/firepower value is three times the enemy’s +3”

« Repair war engine damage and shields Assault/firepower value four or more times enemy’s +4*

» Check victory conditions * Apply the highest bonus only

CLOSE COMBAT RESULTS

BLAST MARKERS The difference Combat Score required for the
Super Heavy Weapon Firepower Blast Markers In scores Result : Winner to kill Loser to kill
1-3 e o 1 blast marker ~ Narrow win

4-8 8-15 1 blast marker 2 blast markers  Forced back
9+ 16 - 23 2 blast markers 3 blast markers Driven Off

- 24 + 3 blast maikers 4 blast markers  Hurled Back

* 1 blast marker if you score any hits 5+ blast markers Overwhelmed

TARGET FIREPOWER TABLE
Marching Vehicle or Intantry

1
2
2
3
A
B
5
-]
7
8
8
=}
i0
11
it
12
13
14
14

FIREFOWER
PO OONNOOU U LEDWDWNN ==

ONSNNOO UG WU DS DR N = -

15
* When firing at immobilised war engines in




MARCH

Terrain

Fortifications
Intact Buildings
Ruins, Rubble

Woods

Marsh, Swamp

River

Open Ground

Roads

No Effect = No effect!

Impassable = May not enter

Infantry Armour Bonus  Infantry

No Effect
No Effect
No Effect
No Effect
Dangerous
Dangerous

TERRAIN EFFECTS °

TABLE
Vehicle
Impassable
Impassable
Dangerous
Dangerous
Dangerous
impassable

War Engine
Impassable
Impassable
Dangerous
Dangerous
Dangerous
Dangerous

No Effect No Effect. No Effect
Add 5cm to unit's Speed if entire phase is spent on a road.

Dangerous = Roll a D6 when you enter, or when you start to move if already in the terrain. On
a roll of 1 the unit must immediately halt. If the unit is halted, roll the D6 again. The unit takes a hit
if the second roll is also a "1". Hits can’t cause criticals on war engines.

Anti-Tank
Barrage
Disrupt

SUPER HEAVY WEAPONS
Roll a D6 to hit, target’s Armour value counts as 4 (always roll 1 dice to hit, hitting on a 4+).
Firepower equals number of units fiom target detachment under Barrage template
Roll a dice: on a roll of 4+ place Blast marker on enemy. No casualties inflicted.

Heavy Barrage Firepower equats number of units from targst detachment under Barrage template x 2.

Artillery
Assault
Cavalry

Ciose Support
Flak

SPECIALISTS AND SPECIAL ABILITIES
Artillery does not need a line of fire and can make a Preparatory Bombardment attack.
Assault units add +1 to their Assault value but Range is 1educed to 15cm,

Double Speed, triple when charging in assault phase. Treat terrain as for vehicles.
Add +1 to Armour (max. 6+).

Count their Firepower value in close combat support instead of +1. i
When on Special Orders fire at enemy flyers as they perform transport/ground attacks.

Heavy Weapons +1 Firepower, increase Range to 45cm, but halve Assault (round up).

Hero
Infiltrators

Jump Packs

Psyker
Rampage

Rapid Fire
Save
Skimmer

Stubborn

Supreme
Commander

Transport (x)

Heroes have a Save (see below) and their Assault value is doubled.

Infiltrators are within command if within 60cm of HQ. They deploy up to 30cm outside
normal deployment or add +30cm to their first move.

Double Speed, triple when charging in assault phase. Ignore terrain when moving, but
must test if starting or ending in dangerous terrain.

Advantage in close combat/firefight. Some Fate cards are directed through Psykers

Roll two dice to score hits in close combat. Rampage units are always caught by the
enemy and destroyed if they lose a close combat.

Double Firepower when on Overwaich (does nat apply to heavy weapons).
Ignore any hit on a D6 roli of 4, 5 or 6.

Ignore terrain when moving. If starts or ends in dangetous terrain must take test
Skimmer can ‘pop up’ to trace a line of fire anywhere (and if targeted from anywhere).

Stubborn units may re-roll dice for any failed Leadership tests. The second roll counts.

Any detachment within 30cm of HQ becomes Stubborn. if Supreme Commander is in
close combat or firefight, may re-roll the dice once.

Transport units can carry X infantry units. Mounting or dismounting costs 5cm to both
the transport unit and the infantry unit. Can mount and dismount in same turn.
Troops in destroyed transport escape on a 4+.




2
(9) podsues)

+3 vl

8

wape 18A))

N
SNEYIBpUNL |

|e1sadg

R

AnNowly  jnessy

1amodaild

abuey peadsg

wun

SH3IATA

S

-

(2) wodsues}

JRUUNG

yoddng 9s0[9)

(1) wodsues|
Aojiuy
(2) wodsuei}

‘UIoqqnig 8.k SajolyaA auLiey 99edS JIY :8jOoN

I
ofienreq
Muel-iiue X g

Bu wope
wost wogL
wooe Wwoge
wiooe wooe
wogi woge
Wwog| woge
wosHy wope
wosy wooe
wogh woog
woGgy wooe

A

GuIyY
ybnoupealq

Jopasdg pue
ayig 3oeny
uolpenbg axig
JojeoIpuIp
io1epaid
3oeqIOZEY
PUIMPIYAA
iapley pueT

|ejoeds

&

inowly jnessy

lamodaulg

obuey peads

uun

SHTTDIHAIA

&

-

siopeRpuf +

aARg +

syoed dwnp
‘Jnessy +

aJy pides oN
‘suodeapp AnesH +
19YAsd ‘O1oH +
0laH +
1OPUBLILLIGYD

‘019H +

uloqqnig
‘all4 pidey

151 Auwie oy ur SUORAO [BIoASS BABY SHUN 959y,

v 0

+§ €

Muej-hue
auliely adedg sy
suue aoedg sy
aulep 3oeds sy
aulely aoedg sy
QULEW 97edg sy
auue|y adedg sy

auliEpy doedg sy

1

WwoG{ woQ

wiooe WwioQ |

N

suodespy woddng
SN0
slojeulua|

penbg Jnessy
penbg Jojelseaeq
JUBLEIq]
Lueiden

L1oiseN teydeyn

saulepy adedg

leadg

nouuy jnessy

Jamodauaig

abuey poadg

nun

A ILNYANI

dYIWIWNS SANIAdVYIAN 3DVdS

& 5
+G Z/e afeueg wiog | 1ah Jawwog-eybiy

inowJy jnessy

|eioadg 1amodaaid abuey poads nun

\

_/
N

2

QLoD 8s0ja Yore jo Lie]s oLy} je mEOU,Q.SUW 10} enjeA INnessy ay} [joY .

wmmaEmm +G od Z woQe

+g wosy

ejd +g wope

+G wogy

suondo uodeap +9 woog
+G wosy

+ wong

+p L I WGy WwogGe

leivads Jnouuy jnessy  Jamodaiiq abuey poadg nun

SATIDIHIA
\ L\
x A

wog|
Wwog|L
wage
wog|
waNg
wose
woge

Jutobbinbg
edwolg
uoBemyely
wbnoupeaiq
BIspoeads Aogien
uobemejieg
ABbng

zAogeyig

‘Isi Awire 8y} ur suoldo epeibdn [piaAes eAey syun asay|,

Aeliuy +p 0
Aiojipy -+ 0 4
+E I 8

SHI0 SV

SO sY

SHIQ SV

dnusig wosH

wogy
wog |

wop}

wogi
woo L

oY esind
zuny) Big
uyoleln
zhoquens
zAoqieog
SOPUBLLLLIOY

ynessy +
Afeaen ‘qnessy +
SIojeIIY] +

syoed dwnr
‘Hnessy +

suodespp AneaH +
IoAsd +

0loH +

I9jAsd ‘oo +

J9pUBLLIWIOD
‘0IBH +

zAoquuiols
zfog Aooys
~Aoapiem
ZOON/,SSOQIeM
Jpesydiep

SHIO SY
SWIO SY
_SHIO sV
SMIO SV
SHIO SY

YO 3Y
+p 4 3
nowly lnessy

<Plojiep
SO
Hun

AHLINYANI

AJVININNS SLINN MdO

woQe
abuey

wogo L

Jeloadsg Jamodali4 paadg







OVER THE TOP!
m Well, the answer to that is that your opponent —
probably has an equally huge, if not huger, gun B
; y Mark

and the outcome of the game is going to fall to

When we start building a new army for whoever gets the lucky hits in first. The way to Brendan
Warhammer 40,000, many of us (myself  ayoid falling into this trap is to evolve strategies

included) are guilty of devoting the majority of  based around” your squads. Characters are the Ever wond":red

our time and effort to devising the most fiendish icing on the cake:in combat termsand shonld be Wha_t tc: do with all
characters possible, then spending hours poring  thought of merely as very proficient troops, not those little blokes
over the codices and datafaxes working out which  the focal point of the army. After all, the character who tag along with
is the biggest tank we can squeeze into our s just one guy and a blat from, say, a lascannon or the tanks,
support section. Too often we only consider the 3 melta-gun could well do for him. A squad of the Dreadnoughts, and
poor old squads after we think we have achieved same points value will survive the same ordeal characters?

the perfect mix of these megastars of destruction, with only the loss of a single model, leaving his What can they be
and only then as a chore to fill out the mandatory  comrades to avenge him. The support section, by . domg tomake .
25% of our points allowance. After a while you jts very definition, is only there to back up the themselves useful? |

even start to believe that hard characters and lots  troops and provide them with covering fire whilst In this article
of nasty vehicles are all there is to Warhammer they get down to the serious business of N UNS aruicie we
40,000. This ain’t true, and it can seriously stunt completing missions and securing objectives. take a look at the

your (tactical) growth: ) s o . merits of the foot

LI | ‘Well chosen mfan.t.r) sq.uads form the bf:ickbone of *  troops in the vast
But,” you say, “I've got a really huge gun, so  any army, and their variety should provide an able =

why do I need to bother thinking about tactics? commander with the tactical flexibility he needs. : E _

When the fighting is fiercest, it is the might of each individual Space Marine which carries the day.



‘5,_. WARHAMMER &
You could fill volumes covering the tactics of all
the races in the Warhammer 40,000 universe, but

APART FROM THE TANKS...

The thing to remember about Imperial Guard
infantry is that they are the complete opposite
of Space Marines: hardly any armour, armed
only with lasguns, low Leadership and very low
points cost. However, they do have a vital part
to play in the Imperial Guard army. The first
thing to do is make sure that you include lots of
them. For a 1500 point battle take at least two
platoons of two squads each. This gives you a

- g solid base of forty men, plus their command
Ian Pickstock sections to keep them in line.

If you can, choose weapon upgrades and veteran skills to offset the
advantages of the enemy. So against Orks use heavy bolters,
autocannons and skills like Dead Eye Shots, as these are all particularly
useful when you have a lot of rapidly closing enemy troops (as you
always do when you’re fighting the Orks). Against Tyranids your main
_problem will be the Fear and Terror they cause, so take Crazed and
Grizzled veterans who won’t run off at the first sign of trouble.

Finally, use your massed ranks to your advantage. You get three
Imperial Guardsmen for the basic points cost of each Space Marine, so
exploit this. Lasguns may not be as formidable as bolters, but when you
open fire with a fusillade of forty of them, they still tear a pretty
impressive hole in the enemy line!

I'll be brief and illustrate my point with just a
couple of examples from the forces of the
Imperium: Space Marines and Imperial Guard.

These are two very different types of army, and
between them they reflect the ways in which most
other armies function too. For example, the
numerous hordes of the Orks can be employed in
a similar fashion to the massed ranks of the
Imperial Guard, whilst the Aspect Warriors of the
Eldar are expensive, elite troops in the same vein
as the Space Marines.

IMPERIAL GUARD

The Imperial Guard forms the bulk of the martial
strength of the Emperor. They are the common
soldiery of mankind, and in an Imperium of over
a million human worlds, their numbers are
incalculably vast. With constant recruitment to
fill the gaps created by endless wars against many
alien foes, even the quartermasters of the
Departmento Munitorum are unable to say
exactly how many men in arms they have to
provide for at any one time.

When you start to choose your Imperial Guard
infantry, it is immediately apparent that you will
be able to field a large number of them for
relatively few points. This is especially noticeable
if you have been used to the small forces of the
Space Marines. Although the quality of each

choice, it’s up to you. Once you’ve decided, you can get painting.

CAMOUFLAGE VARIANTS

Although the boxed sets and blister packs of Imperial Guard models available in your
local stores represent troops from particular worlds with specific histories and
backgrounds, they can easily be used as the basis for regiments of your own invention.

Throughout the Imperium each style of trooper, whether they be Catachan Jungle
Fighters or Ice Warriors of Valhalla, have hundreds of counterparts on thousands of
other worlds. With such variety, there’s no end to the paint schemes you can experiment
with. Shown here are some alternatives you might like to try. Obviously it’s not just the
colours, but also the style of uniform you need to think about — you're hardly going to
want a-heavy greatcoat and fur hat in the desert heat! Look at the terrain you and your
friends have, and pick something appropriate. For example, if you’ve got lots of ruins
and buildings then Cadian Shock Troop models in Urban camouflage might be the best

Urban camouflage

Choosing your camouflage
colours is simple. Troopers
will either be dressed for the
climate of their homeworld,
or the current battlefield. So,
is it lush green jungle,
endless wastes of pale blue
ice and brilliant white snow,
or a harsh world of burning
desert sands? Patterns too
should reflect this, eg leaf
pattern camouflage is out of
place on desert or winter

Jungle camouflage

Desert camouflage Winter camouflage gear, but perfect for jungles.
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Valhallan Ice Warriors pour out of the back of their Chimera and charge straight into the fray!

individual guardsman is fairly poor, you have the
advantage of being able to cover most of the
battlefield, so you're not going to get outflanked
easily. Usually Leman Russ and other battle tanks
are the order of the day for this army, and I cannot
refute the sense of this in many cases, but options
are there in the army list for creating some fairly
devastating infantry units by applying a few well
chosen veteran abilities. Consider the classic
scenario of Catachan Jungle Fighters trying to
beat back a Tyranid swarm over heavy jungle
terrain. This is a case when the tanks should be
left back at base and a deep line of infantry spread
across the battlefield instead. You'd need to
include some heavy weapon squads with your
normal troopers to keep the larger Tyranid
monstrosities at bay. Finally, faced with lots of
Fear and Terror causing creatures, don’t forget to
use the Imperial Guard veteran abilities that Ian
mentions on the previous page.

Imagine the look on your opponent’s face when
you deploy an army consisting primarily of
infantry when he was expecting to meet a wall of
tanks. Let’s face it, the lascannons he’s brought
aren’t going to be a lot of use against dozens of
individual troopers. The veteran abilities make
this quite easy to get away with because they
allow you to tailor units to particular tasks, giving
you a tactical edge over your opponent. For

example, you can use the troop carrying Chimera
to drop a squad of Freedom Fighters into
fortifications on your opponent’s half of the table.

Moving swiftly on, it is worth
mentioning the roles played by
more exotic Imperial Guard
infantry such as Ratlings and
Ogryn. Ratlings are the
archetypical snipers, so give
them Dead Eye ! or Stealth
and let the fun and games begin.
Sit back and watch as your foe’s
highly prized squ and
characters topple over with
needler toxins coursing through
them. Ogryn are far less subtle,
but no one can deny the
impressive effect of a ripper gun
on infantry. If you have not done
so already, try bunging them in a
Chimera and dropping them next
to your enemy’s best unit.

whose speed and mobility allow the
out vulnerable targets along your foe’s
line. A squad equipped with chainswo
and a banner are some of the best ¢
assault troops available to you.
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SPACE MARINES

The core of a Space Marine army is its power
armoured troops which are split into Assault,
Devastator and Tactical squads. Tactical Space
Marines are what you get in the Warhammer
40,000 boxed set, and are the most widely used
type of Space Marine squad. Armed primarily
with bolters and supported by a heavy weapon
and a special weapon, they are adaptable enough
to cover most combat eventualities. A lot of
players overlook Tactical squads in favour of the
more specialist squads, which is dicing with
danger. If you are playing a game in which you
don’t know what terrain or mission you will come
up against, then Tactical squads are an absolute
must because of their flexibility. Devastator
Space Marines are concerned with long range
heavy support, targetting enemy vehicles and
strongpoints. Up to four models in a Devastator
squad may be equipped with a heavy weapon.

Space Woivek\ Grey Hunter Packs carry a variety of close assauir weapons in addition to rhe:r bo!rers

Andy Chambers

THE EMPEROR’S FINEST

ensure that you deploy facing the part of the enemy you want to attack
and destroy. Once the battle starts, don’t expose your troops to enemy
fire needlessly, use terrain to shield your warriors from the foe as you
‘advance and keep your objectives in mind at all times. Make full use of
Overwatch and Hiding to dominate areas which the enemy will have to
cross to close with you.

The most important thing to remember about
using Space Marines is to deploy them right!
Don’t disperse them across the battlefront and
try to face the whole of your opponent’s army.
The one-to-one superiority of the Space
Marines will be lost if you spread them out so
far that the enemy can bring their inevitably
superior numbers to bear. Instead, keep ’em
massed on one flank or the other, that way the
table edge guards one side of your army.

‘You can use your superior strategy rating to

wb52

Space Marine Assault squads are tailored for
close assault as their name might suggest. They
are equipped with bolt pistols instead of the bolter
common to the other two types of squad. Assault
Space Marines should be equipped with a good
mix of assault weapons and the means to rapidly
engage enemy forces. Usually this is achieved by
giving them jump packs, but they could also be
deployed in a Rhino. There are two other types of
Space Marine powered armour troops which are
generally available but do not fall into the above
categories. These are Veteran squads, and Bike
squadrons which can basically fulfill any of the
above roles at higher velocity! Veteran squads are
equipped to fulfill what is essentially the same
role as Tactical squads, they are just considerably
better at doing it. Handle them with care though,
because they die as easily as their lesser brethren.
The specialist troops of the army are Space
Marine Scouts and Terminators which we will
examine at the end of this section.

Space Marines are amongst the hardest infantry in
Warhammer 40,000, and of course there is a price
to pay for such high quality. In nearly every battle
you fight with them you are going to find your
Space Marines horribly outnumbered, so how do
you prevent your beloved troops disappearing
beneath an avalanche of enemy soldiers? One
answer to this is splitting your ten man powered
armour units into five man combat squads. This
enables you to disperse your troops much more so
they can cover a wider range of eventualities.
This works particularly well with the Tactical
squad which can send a group in close, armed
with perhaps a melta-gun or flamer, to dish out
their special weapons’ particularly lethal effects.
All the time this group is advancing, their battle
brothers are providing covering fire with their
bolt guns and heavy weapon. To a lesser extent
this works with the Devastator squad by placing
the groups at either end of your deployment zone,
generally in some form of cover or fortification.
In this way you increase the area of the battlefield
covered by your heavy weapons and provide
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OVER A THOUSAND CHAPTERS...

There are a more than a thousand chapters of the Adeptus Astartes, each one comprising roughly one thousand
Space Marines. The most famous of the loyal chapters are those of the first founding, particularly the Ultramarines,
Space Wolves, Blood Angels and Dark Angels. Much has been written on these chapters, but there are many others.

Aurora Chapter

So, if you don’t want to paint Space
Wolves or Blood Angels, why not have
a go at one of the five shown here?
Better still, experiment with some of
your own ideas. We'll never get round
to covering all one thousand chapters,
so why don’t you have a try at one of
your own? If you stick to the
conventions and guidelines of the
Codex Astartes, as described in Codex
Ultramarines, you can’t go far wrong.
Of course, there’s nothing to stop you
inventing an alternative system of
colour schemes and markings from
scratch if you wanted to.

Novamarines

Black Templars

Doom Eagles

more adequate covering fire for the advancing
units. this works particularly well if your Assault
squads are going straight up the centre of the
battlefield where they will be protected by the
overlap of both combat squads’ fire arcs.

(Hey Mark, what about sticking all the
Devastator squads’ heavy weapons in one
combat squad and using the bolt guns to screen
them — Ian)

Cheers for that one, mate. Yes, quite right. This
tactic frees up your heavy weapons to concentrate
on your enemy’s hugely overextended character
and support sections, a task for which they are
ideally suited.

Finally, Assault squads can be particularly useful
when equipped with jump packs and separated
into combat squads. If your opponent has a lot of
heavy support such as tanks and Dreadnoughts,
then equip them with melta bombs and blind
grenades. That way you can attack the vehicles
with one squad, slapping melta bombs all over
them, whilst, the other covers them with blind
grenades. You can also give this back up squad a

plasma gun to discourage any hostile infantry that
get too close.

Moving on to Terminators and Scout squads,
consider these units as specialist back up for your
other power armoured troopers. Firstly, and
briefly, Scouts. These ultimately versatile troops
can perform a variety of different functions from
tank killers, if equipped with krak grenades
(always go for the tracks in close assault), through
spotters for heavy weapons back at your
deployment zone, to lightning assault troops
carrying out daring strikes against your foes.
However, beware of overwatch fire as these guys
aren’t full Space Marines yet and die a lot faster
than their more experienced brethren.

Terminator squads can be used to support
advancing troops. Move them in turn, running one
squad into position while the Terminators cover
their advance with rapid fire, and then swap roles.
Terminators also make terrifyingly efficient hand-
to-hand fighters with thunder hammers, storm
shields, and lightning claws for attack and a heavy
flamer for support.




Terminators can
also teleport into
combat, an
option which I
tend to find a bit
expensive  and
very unreliable.
You either win
the game on the
first turn with the
great carnage a
Terminator squad
is capable of
inflicting when
dropped straight into an enemy deployment area,
or get totally butchered. In the latter case a lower
than average set of dice rolls will spell disaster,
and you can be certain your opponent will waste
no time in totally shredding a squad which is
worth far too many victory points to be
considered cannon fodder, This is a tactic more
likely to succeed against low quality troops who
aren’t much cop in hand-to-hand. No one in their
right mind should attempt it against Tyranids. One
final word about Terminators is, don’t be blasé

about their apparent indestructibility, enough hits
can flatten anything. I once witnessed a squad of
Plague Marines armed with nothing more than
bolters massacre an entire Wolf Guard Terminator
squad with rapid fire. What an upset!

TACTICAL BRIEFING

Well, that’s about it for my humble scrivinings
about better employment of your infantry, I hope
it’s been of some use to you. Before wrapping this
up though, there are a few general points which
need to be addressed.

Firstly, don’t just concentrate on the tactics
available to your own army. Learn how the enemy
ticks as well and you will be much better prepared
to take them on. Personally, I know of people who
own copies of every single codex we’ve printed,
just so they’re ready to face anything by being as
knowledgeable about their opponent as they are
about their own army.

Secondly, you should not take this to be the be all
and end all of infantry tactics (as if you would).
Whilst it is always good to learn from the
experiences of other players, and sift through
their advice for what is useful to you and discard
what is not, there is no substitute for practise and
developing the best strategies for yourself. Trial
and error is the key. The only way around a
difficult opponent is to keep trying new things
and experimenting with the balance of your
troops until you come up with a way to win. Then
they will go and do the same thing right back at
you. This is the most challenging and satisfying
way to play the game, much better than just
standing on either side of the battlefield and
hammering at each other with huge vehicles and
mega characters until somebody crumbles. We've
all seen it happen.

A particularly good way to test your tactical
mettle is to plan the terrain you will use, and the
missions you will play, before you pick your
armies. After all, most battles do not occur
between enemies who just happen to meet with
one another. Rather, the battles tend to be fought
between armies who have been aware of one
another in the area for some time, and know of
their foes relative strengths and weaknesses. Try
experimenting in other ways too, in order to add
spice to your games, for example restricting
certain troop types, or equipment, to illustrate
dwindling supplies and personnel. The rules are
your oyster, so tinker with them as you see fit, as
long as any changes you make are acceptable to
all the players involved.

The final point is pretty much an appendix to the
second. Don’t take the word of “experts” over
your own experience. The tactics here are just
what work for me, but you may have an opponent
who sees through any or all of this. Using your
initiative is always preferable to following a
formula. Have a nice war!
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THE OLDEST OF
ENEMIES

From the very day that Sigmar founded the Empire, the humans that
live there have fought against the Orcs and Goblins, twenty five
centuries of war and bloodshed.

Perhaps the greatest rivalry in the Warhammer
world is that between the Empire and the Orcs &
Goblins, the oldest of foes who have fought
countless bloody battles. It is a classic
confrontation, and arguably makes for the
quintessential Warhammer game. The powerful
Great Cannons and Volley Guns of the Empire are
matched against the Rock Lobbers, Doom Divers
and Chariots of the Orcs and Goblins. Pegasus
riding Heroes duel with Wyvern mounted Bosses.
Heavily armoured Knights clash with ferocious
Boar Boyz, supported by solid Halberdiers,
Archers and Crossbowmen. Both sides have their
more exotic troop types as well: Flagellants, War
Wagons and Steam Tanks face off against Night

Goblin Fanatics, Giants and Squig Hoppers.
Battles between these two armies are always
highly entertaining affairs, and there is a long
history of such battles going right back to before
the time of Sigmar when barbaric tribes of men
fought the Orcs for possession of their tribal lands.

Many of these battles are detailed in the Orc &
Goblin and Empire army books. The pages of
White Dwarf have also added to this history with
battles such as the Gathering of Might (issue 182)
The subsequent narrative campaign detailed the
events of Waaagh Morglum, with the Battle of
Talabheim, and the Bridge of Doom scenario. No
doubt in the future more will follow.




3 A .TREAT_ISE ON THE HISTORY OF WAR BETWEEN THE LOYAL
MEN OF THE EMPIRE AND THE GREENSKINNED HORDES

Compiled in the year 2515 in the reign of the Emperor Karl Franz

Pre-Sigmar: Scattered barbarian tribes constantly fight
against the Ores & Goblins for land.

-15 to 1 The Rise of Sigmar: Sigmar unites the human
tribes west of the Worlds Edge Mountains against the

| /' Ores. The Orcs suffer defeat after defeat, and are driven
i, deep into the forests, or north into the Troll Country.

Sigmar rescues the besieged Dwarfs from the Orcs at the
' Battle of Zhufbar. He then defeats a massive horde of

Orcs & Goblins at the Battle of Blackfire Pass. Sigmar
. subsequently drives the Goblins from the forests and
~ mountains of the new Empire.

" In the coming centuries, Orcs raid the growing Empire
- from their mountain strongholds. Goblins attack Empire

towns and farms from the depths of the forests, but the
~ Orcs & Goblin hordes lack the strength to seriously
threaten the Empire.

1707 to 1712 Gorbad Ironclaw: Having subjugated
several other tribes, the Ironclaw tribe of Gorbad
. Ironclaw crosses the Blackfire Pass, defeating the Empire
~ defenders there. They pillage Averland and then invade
. the Moot. They destroy the Halfling defenders and the
|/ Count of Averland’s army at the Battle of Aver Down.

. Gorbad then sacks Averheim before marching on Nuln.
Nuln holds out for a while by burning the river bridges
across the city, but eventually falls after a valiant defence.

Wissenland and Solland follow. At the Battle of Solland’s
Crown, Gorbad kills the Elector Count of Solland and
takes the crown for his own. His forces rampage for
! weeks before moving north towards Altdorf.

At the Battle of Grunberg the count of Wissenland leads the
" defence of Altdorf. His cavalry army is forced to retreat by
Gorbad’s fast moving vanguard. During the battle Gorbad is
| badly wounded. The siege of Altdorf follows. During the siege,
the Emperor Sigismund is slain. Frustrated by their inability to
' capture Altdorf, and with Gorbad growing weaker from his

wound, the Waaagh loses impetus, and eventually gives up,
" returning to the Worlds Edge Mountains.

2302 Great War Against Chaos: Orc tribes are displaced by
the Great War against Chaos. Many move south into the
northern Empire.

2390 Idol of Gork: The events described in the Idol of Gork
. Campaign Pack take place, including the Battle of Rutgarburg
where Rutgar defeats Grotfang’s Orcs.

2420 to 2424 Grom the Paunch: After defeating the armies of
* the Dwarfs, Grom and his Broken Axe tribe invade the Empire.
Nuln is attacked and sacked. His forces then attack Stirland,
“Talabecland and Hochland. Wilhelm, the Prince of Alidorf,

| raises an army to defend the Reikland. In Middenland the

" Elector Count is defeated and the province pillaged. Grom
. builds a large fleet on the Middenland coast and sets sail
westwards. Grom defeats an Empire fleet in a huge sea battle
before his fleet is blown beyond the realms of the Old World.

Emperor Karl Franz riding his favourite Griffon, Deathclaw.

2506 Waaagh Morglum: Out of the Middle Mountains, |
rampaging through Ostland comes Waaagh Morglum. Raids !
on Ostland and Hochland follow, until the Orcs are brought to
battle on the plains south of Wolfenburg, Many of the Empire’s
greatest heroes join an army led by the Elector Count of |
Ostland and defeat Morglum Necksnapper and Gorfang '
Rotgut. These heroes include Kurt Helborg, the Grand
Theogonist, Ludwig Schwarzhelm and the Supreme Patriarch
of the Colleges of Magic

But Morglum is not finished. He amasses another horde in the
Black Mountains, using promises of slaves to enlist the aid of
the Chaos Dwarfs. At the Gathering of Might he shatters an
Empire army led by Karl Franz. Morglum’s forces are
subsequently defeated at the Bridge of Doom and the Battle of
Talabheim. The Waaagh is ended, but Morglum survives.

2512 to 2515 Azhag the Slaughterer: Azhag the Slaughterer
invades the Empire from the Troll Country. Aided by many
Goblin tribes he raids Ostermark and razes the towns of
Kohlizt and Nachtdorf. Empire forces rally at Bechafen. At the
Battle of Grim Moor, Valmir Von Raukov defeats the Goblins, iy
earning the Empire some respite, but is still forced to
withdraw. Wolfenburg is attacked, but holds. The town of |
Forstich is destroyed. An army sent by the Emperor, led by
Marshal Otto Blucher and the Grand Theogonist attacks
Azhag's army, at the Battle of Osterwald, Azhag disappears
and the Waaagh is over.




KNIGHTS OF THE EMPIRE

The armoured Knights of the Empire form the heart of their
armies, The Reiksguard and the Knightly Orders provide the
Empire army with its most devastating regiments.

o
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This impressive Knight Panther conversion by Mike McVey is
based on one of John Blanche's most spectacular full colour
pieces, which is itself based on a classical painting. As you can
see, regimental leaders offer excellent modelling and painting
opportunities and are the perfect place to show off your skills.

SRR

The Reiksguard Knights are the personal bodyguard of the
Emperor Karl Franz. They are an elite fighting force of highly
trained and expensively equipped troops who are loyal to the
Emperor in person. The men of the Reiksguard are recruited
from the noble sons of the entire Empire, young men seeking
glory and honour on the battlefield. They come from all the
provinces, from as far afield as Nordland, Wissenland, Ostland
and Ostermark. They accompany the Emperor on campaign
and on diplomatic tours. Although few in number, the
Reiksguard are the most important fighting force in the Empire
and form up in battle around the Emperor himself.

The Reiksguard are not the only knights available to the
Empire’s generals. There are also the Knightly Orders.

Knightly Orders are the brotherhoods to which many Empire
nobles belong. The three largest and most influential orders are
the Knights Panther, the Knights of the White Wolf and the
Knights of the Blazing Sun. Unlike the Reiksguard, these
Knights are loyal to their own lord, the Elector Count of their
home province. The Count can call upon these Knights to fight
as part of his army.
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Weapons: Knights carry a hand weapon and a lance, apart
from White Wolves who carry two-handed hammers.

Armour. Every Knight wears heavy armour and rides a barded
warhorse. All except the White Wolves also carry shields.

Save: 3+ for White Wolves, 2+ for others.

Empire Knights are 39 points each, apart from the White
Wolves who are 37 points each.
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ORC BOAR BOYZ

Orc & Goblin commanders have a bewildering array of troop
types available to them, ranging from Snotlings to Black Orcs,
to Giants. Despite this, the core of many an Orc tribe is its
Boar Boyz. These are the best troops an Orc Warboss can get
his green hands on. Fast moving, tough and often
accompanied by the tribe’s biggest Bosses, the Boar Boyz are
fearsome opponents. Although not as heavily armoured as a
Knight, an Orc Boar Boy makes up for this with the
savageness of his fearsome mount.

The war boar is a fierce and flatulent beast, far more
dangerous than a warhorse. Rough, tough and very
determined, they’'re as big as a horse, with a vicious temper
and a malicious mind. A war boar’s behaviour is in all respects
dangerous and unpredictable. Just the sort of qualities that
Orcs really admire!

Orcs that ride boars tend to be bigger and stronger than other
Orcs, often being the largest in the tribe. They can be equipped
with a spear to give their charges an even greater impact, and
can carry a magical standard to further increase their killing
power. The war boar is almost as dangerous an opponent, with
a good Weapon Skill and Toughness, and its great tusks giving
the beast the same impact as a charging Knight’s lance.

Often the Warboss will have his best Big Boss lead the Boar
Boyz into battle, along with his Army Standard Bearer, or lead
the unit himself, turning it into an unstoppable juggernaut.

Savage Orcs also have a liking for war boars. Savage Orc
Boar Boyz, with their protective tattoos and inclination to go
into frenzied battle rages, are easily as dangerous as their more
advanced cousins, especially once equipped with spears.
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Weapons: Boar Boyz carry hand weapons. They may carry
spears for an additional 2 points each.

Armour: Each Boar Boy wears light armour and carries a
shield. They ride war boars.

Save: Boar Boyz have an armour saving throw of 3+.
Orc Boar Boyz are 27 points each.

Not only are Orc Boar Boyz excellent troops to have in your
Warhammer Orc army from a gaming point of view, they are
great to paint and model as well. Why not check out Brian
Nelson’s new Orc Boar Boyz, together with Alan Perry’s
Savage Orc Boar Boyz, as a powerful addition your army?
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Above: The Orc Boar
Boyz’ banner was made
up  from  transfers
surrounding the powerful
central skull image.
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Left: The Ore Boss riding his vicious
war boar.

Below: The Orc Boar Boy Standard
Bearer. Notice the raw flesh painted
around the impressive hook on the end
of his left arm.




ORC GENERAL AND SHAMAN

The Orc General and
Shaman were both
painted by Dave
Perry. Dave used a
very limited palette
of Citadel colours,
consisting of mostly
dark and natural
shades. Red is the
only strong colour
on these miniatures,
helping to bring out
their banners and
devices. It is quite
easy to create a
striking look to your
army by limiting the
colours that you use to paint your regiments. Just having
two or three dominant colours will do, such as the red,
black and green that were used on these Orcs. This is
enough to allow you to paint the models with some variety,
but not so many colours that your mobs have an untidy and
disorganised appearance on the table top.

With these character models, Dave wanted them to stand
out from the units they accompany. For example, the Orc
General has been given a more detailed shield, with a
particularly striking back banner, helping to pick him out
from the rank and file of Orc Boar Boyz. As a final touch,
the flesh of both these Orcs has been painted quite pale.

These two character models were originally designed to be
used as Nazgob, Shaman Master of the Itchy Skabs and
Grotfang, Leader of the Iron Claw Tribe, in the Idol of
Gork Campaign Pack. However, they’re just great to use as
the General and Shaman in any Orc and Goblin army.

The Empire General was painted by
Torben Schnoor, and you have to
agree that it is a quite superb job.
Bear in mind that this is a character
model, and no one would be
expected to paint his entire army to
this standard! When you paint
armies, aim to paint the rank and
file troops fairly quickly, but neatly,
as you may have to paint up large
regiments, of perhaps 20 or more
models each.

When you come to paint your
character models, like your
General, Wizard, and even your
Champions, you should pull out all
the stops and do the best job you
can. Even if you haven’t been
. painting for long, you should take a
The Empire General was designed by Aly Morrison to be used little more time over your
as Rutgar, Count of Rutgarburg, in the Idol of Gork Campaign characters. If your army is led by
Pack. But, as with the Orc General and Shaman, this model your best model, everyone will be
makes an excellent Hero or General for any Empire army! even more impressed by the whole.

WDé1



' Imperial Year 1707

It took Gorbad less than a day to reach Grunberg, but without :3'
his siege equipment and massive hordes of Boyz he could not

L

[‘ Nuln and Averheim are sacked, Solland is all but destroyed,

| TImperial throne five years earlier. His army
" was composed of the cream of the Empire’s

by the Reiksmarshall, to intercept the

much of the southern Empire has been burnt and pillaged by
the tide of Greenskins under the infamous Orc Warlord
Gorbad Ironclaw. The Elector Count of Solland is slain, his
crown rests upon the Orc Warlord’s brow, and now the
unstoppable tide has turned its attention north towards
Altdorf. The Imperial capital itself now lies in the path of
Waaagh Ironclaw. Altdorf prepares itself to
resist the coming Orc attack, but the city
needs time to gather in supplies, bolster its
garrisons and build new defenses.

With this in mind, the Emperor Sigismund
gathered his finest generals at a council of
war. He would send a fast moving force, led

advancing Orc horde. Their mission would
be to use their speed to harry the Orc’s
advance, slowing them down and buying
Altdorf more time. The Elector Count of
Wissenland, Erich Adolphus, was the
Reiksmarshall at the time. He was the finest
general in the Empire and the victor of
several battles against a pretender to the

soldiery, all of whom had volunteered for the

dangerous task. He would be vastly outnumbered. As the
army rode out from Altdorf there was little hope for any of
these brave men, but they would sell their lives dearly for the

| greater cause.

With Kislev Horse Archers as their scouts, the army made

| rapid progress following the river Reik south. The column of

march then turned west following the north bank of the fast
flowing River Teufel, searching for a fording point. Kislev

' Scouts reported running battles with Goblin Wolf Riders

operating in the Hagercrybs, a range of hills to the north of
the Reikswald forest. Adolphus pushed on. Little did he

suspect that the Goblin Wolf Riders had already fled south to

report to their Warlord. The advantage of surprise had gone.

Gorbad Ironclaw welcomed the news that the humans were
on the march, his Boyz would relish a battle. He gathered his
own fastest troops. Boar Boyz, Wolf Riders, Spider Riders
and Chariots, and formed them into a vanguard. He would

\' surprise the puny humans by racing to meet them, leaving

the bulk of his force to follow on behind

Meanwhile, Adolphus had decided to make the risky
crossing of the river Teufel, His cavalry were vulnerable to

2 ‘ambushes this deep in the forests, he needed open ground.

Fording the deep river took all day, but by nightfall his entire
column, supply wagons and all, were safely across the raging
torrent. He turned back east, making for the fortified town of
Grunberg, where he could rest briefly and re-supply for the
expected journey south.

assault the town. He camped outside the town walls and
waited for his Wolf Riders to report back. By morning they
had. The humans had crossed the river and were moving

towards Grunberg. Leaving a force there to keep the garrison |
occupied and prevent them sallying forth, he raced to meet i

the humans, swinging south in order to
trap them against the river.

That day the Kislevites and the Wolf
Riders resumed their running battle in
the forests as the two armies closed.
The Empire force camped that night on
the river bank, their pickets keeping
watch deep in the forest. As they began
their march towards the safety of
Grunberg the large Orc army rushed |
from the tree line.

Adolphus quickly organised his men. !
He was trapped against the uncrossable
river Teufel, outmanoeuvred by the "

homestead, long since looted by Goblins.

vital supplies for the coming campaign. Out

of the tree line galloped the Orcs and Goblins, banners flying ':

and war drums beating, raucously chanting of their coming
victory. Gorbad Ironclaw himself led the way, riding in a'”:
chariot pulled by three giant wolves, the Crown of Solland on g
his head, the mighty axe Morgor the Mangler raised high in
his clenched fist.

THE BATTLE

First came a screen of swift Wolf Riders, their arrows sending
the skirmishing Kislevite Horse Archers fleeing towards the
river. Desperate to escape the oncoming horde, many
attempted to swim the fast flowing river and were drowned.
Lacking room to manoeuvre, Adolphus ordered the advance.
He would attempt to smash the Orcs aside with an almighty
charge. The Reiksguard in the centre brushed aside the
lightly armed Wolf Rider screen, as the Knights of the White
Wolf plunged forward in support calling upon Ulric to grant
them victory. Gorbad responded in kind. Savage Orc Boar
Boyz charged forward, as more Wolf Riders appeared from
the forests on the Ores’ left flank, galloping quickly to
outflank the advancing Empire cavalry. In the centre a
massive melee of flailing horses, lances, swords and clubs
swirled out of control. A volley of short ranged fire from the
Pistoliers ordered to intercept the outflankers sent the Wolf
Riders fleeing, only for the Pistoliers to be massacred by
Forest Goblin Spider Riders. Seeing battle swinging his way
Gorbad ordered his Chariots forward. Racing down from a

Orc’s fast moving force. He set up a,
command post in a nearby abandoned

Here he also hid his baggage train full of "§



hillock on the Orcs’ right this second wave sent the Empire
cavalry reeling, as the glorious Knights of the Blazing Sun

¢ Goblin Wolf Chariots. Adolphus was forced to commit his
| reserves. Leading the Knights Panther personally, the
_Elector Count made directly for Gorbad Ironclaw. Killing
j!"  the Warlord would send the rest of the Orcs running. But his
|\  advance left his valuable supply train vulnerable. The few
P brave defenders of the baggage train where slaughtered to a
: man by Orc Boar Boyz, and the supplies were looted.

Meanwhile the Elector Count, brandishing his Runefang,
charged into the melee, seeking Gorbad. The Orc Warlord
had seen Adolphus’ advance and spurred his Wolf Chariot
directly towards the Elector Count. Before his irresistible
charge many Knights Panther fell to the Chariot’s wheel
L scythes. The three great wolves, directed by Gorbad, leapt
f' at Adolphus, but with one mighty swing of his Runefang
i Adolphus decapitated all three of the slavering beasts. The
| Chariot came crashing to a halt, flinging Gorbad to the
. ground at Adolphus’ feet. Leaping from his saddle and
i clasping his bloody Runefang in both hands, the Elector

where cut down beneath the wheel scythes of the charging .

Count thrust the blade deep into the Orc’s chest. Roaring
with pain, the mighty Orc lashed out with Morgor the
Mangler. The blow sent the Elector Count reeling in pain,
his helmet buckled on his head, the crown of Wissenland
cleaved in two. The remaining Knights Panther rushed to
their injured commander’s aid, as did the Orc Boar Boyz.
In the maelstrom of carnage that followed, somehow the
two commanders where dragged apart. The battle raged on
bloodily until sundown.

As night fell the remaining Knights withdrew back along
the river Teufel. Pursued by Wolf Riders they made their
way to the ford, carrying the badly wounded Adolphus with
them. Without the leadership of Gorbad, the Goblins’
pursuit was disorganised and most survivors escaped across
the river, eventually making their way back to Altdorf. The

battle was lost, but not in vain. With their leader terribly

wounded and many of their fastest troops destroyed or
fleeing, the Orc’s advance was slowed. Grunberg
eventually fell, but Altdorf was well prepared for the Ore’s
subsequent siege. The city held out, and the power of
‘Waaagh Ironclaw dissipated. The Empire was saved.

A T

THE SCENARIO

The following rules should help you to
recreate the unusual Battle of Grunberg,
with its two almost entirely cavalry
armies. This battle is an Ambush
scenario from the Warhammer Battle
book, with a few special rules.

THE COMMANDERS

The Empire army is commanded by the
Elector Count of Wissenland. He is the
Empire General, wearing heavy armour
and riding a barded warhorse. He
carries a Runefang.

The Orc Commander is Gorbad
Ironclaw, a special character from the
Orc and Goblin book. He carries
Morgor the Mangler and is riding in a

| Chariot with wheel scythes and pulled
' by 3 giant wolves.

THE ARMIES

The armies in this battle can be of any

' agreed points value. They may include

any additional characters normally

' allowed by the army list, but these

characters must be mounted on an
appropriate steed, be it a warhorse, a
wolf, a spider or a boar. No monsters,
ridden or unridden, are allowed for

- either side in this scenario.

The Empire army consists almost
entirely of regiments of cavalry. They
can be either Reiksguard Knights, any

of the Knightly Orders, Pistoliers,
Kislev Winged Lancers or Kislev Horse
Archers. In addition to the cavalry you
may include a single unit of Spearmen
or Halberdiers. These are the baggage
train guards and must start the battle in
contact with the baggage train.

The Orc force may be picked from
Savage Orc Boar Boyz, Orc Boar Boyz,
Goblin Wolf Riders and Forest Goblin
Spider Riders only. The Orcs may also
include Goblin Wolf Chariots and Orc
Boar Chariots.

SPECIAL RULES

The baggage train can be represented
by a couple of wagons, some crates, or
a collection of civilian models. The
Empire army automatically includes

these for free. They do not fight and _

cannot move during the batile. These
are the army’s supplies for their coming
campaign. If the Orc side can destroy
the supplies by charging into contact
with them then he gains a bonus 2
victory points at the end of the game
The baggage train starts the game set up
in the Empire deployment zone.

The fast flowing river Teufel runs the
length of the board behind the Empire

army, leaving them nowhere to flee. If

any fleeing troops reach the river then
they dive in and attempt to swim to
safety. Most will drown. The Orc player
gets the victory points for fleeing
regiments as normal.

SET UP

Both sides set up in their normal
deployment zones using the rules
described in the Ambush scenario in the
Warhammer battles book. The Empire
are being ambushed by the Ores.

TERRAIN

You can set up the terrain in any

mutually agreed manner, so long as you

include the following terrain features.

The terrain set up for this battle is very
straightforward. The Empire’s board
edge is defined by the river Teufel. You
can actually use a river or simply
assume that the board edge is the river’s
bank if you want. Next to the river,
running parallel with it, is the road to
Grunberg along which the Empire army
is travelling. Again, this can actually be
placed on the board using sand or flock,
or you can simply imagine the road is
there. Somewhere in the Empire’s
deployment zone, a ruined building
should be placed in order to represent
the looted farm.

On the Orcs’ side of the table place
some woods and hills, to represent the
forest tree line out of which the Orc
army emerged before attacking the
Empire forces. Beware of putting too
much terrain on the board or it will
become difficult to manoeuvre your
regiments, and this is supposed to be a
fast moving cavalry battle.




T he Vampire Red Duke,
1] scourge of Bretonnia,
returns from the grave to
lead a devastating Undead
army through the fair land of
Aquitaine. His aim... to turn
Aquitaine into a new realm of
the nightmare Undead!

The Circle of Blood features

four new scenarios telling g crpp pAD, RULEBOOK AND BATTLE SCROLLS

a story of a deadly struggle
between the Vampire Red Count and Bretonnia,

culminating in the savage battle of Ceren Field.
The scenarios include special rules for the
events and characters involved.

This box contains three card building

models suitable for use with the Circle

of Blood battles or any Warhammer
games featuring the Undead. :

(- e ———
: Box Contcnts

1 CAMPAIGN
RULEBOOK

3 CARD BUILDINGS

20 SHEET ROSTER
PAD TO RECORD
YOUR ARMIES

4 BATTLE SCROLLS

FOR EACH PLAYER
&/ S A o 1

THE TOWER
OF WIZARDRY

HERO'S TOMB

THE BRIDGE OVER THE
RIVER MORCEAUX

THIS IS NOT A COMPLETE GAME, YOU WILL NEED A COPY OF WARHAMMER - THE GAME OF FANTASY BATTLES TO USE THE
CONTENTS OF THIS BOX. PLAYERS SHOULD ALSO HAVE ACCESS TO THE WARHAMMER ARMIES BOOKS UNDEAD AND BRETONNIA.




The Circle of Blood is the latest in the exciting series of Warhammer
Campaign Packs. Contained in the pack is a Circle of Blood scenario
book, written by Tuomas Pirinen and Jake Thornton, featuring four
unique scenarios which pit the noble defenders of Aquitaine in
Bretonnia against a ravening horde of Undead. These battles
culminate in a climactic clash between the two armies which will
determine the fate of the Dukedom. Also contained within the pack
are a set of beautifully rendered card buildings designed by Neil
Hodgson and Richard Wright, a roster pad, and eight baitle scrolls.
The cover painting is by Mark Gibbons.

By answering the three easy questions below you could win a copy
of the Circle of Blood.
1. Who wrote the Circle of Blood?

a. Tuomas Pirinen and Rick Priestley.
b. Tuomas Pirinen and Jake Thornton.
c. The Vampire Lord of Aquitaine.

2, Who painted the splendid box cover, shown on the right?

a. Dave Gallagher.
b. Mark Gibbons.
c. Neil Hodgson.

3. What is the name of the first Warhammer Campaign Pack?

a. Grudge of Drong.
b. Circle of Blood,
¢. Idol of Gork.

Send your answers on a postcard or the back of a sealed envelope, before the 11th of April 1997, to:

Circle of Blood Competition, White Dwarf, Games Workshop, Howard House, 16 Castle Boulevard,
Nottingham, NG7 1FL

The first 10 correct entries drawn after the closing date will each receive a free copy of the Circle of Blood
Campaign Pack!




GAMES WORKSHOP §
WANTS YOU
TRAINEE MANAGERS i

We are currently looking for new recruits to join the
Games Workshop Trainee Manager Programme.

This is a well developed and successful programme where, if you have the
qualities required, you could be managing a store within four months.

You will need to be:

= Maobile.
» Energetic and enthusiastic.
s Ambitious.
= Mature.

Fietall experience is preferred, but not essential. If you have no retail experience,
a previous role of responsibility would be useful.

In return, we can offer the right candidate:

* Good- Salary. =
» Excellent future prospects in a fast growing, exciting company. |
¢ Huge staff discounts.

Interested? You’d be mad not to be!

If you are interested in thié'position, send your CV or
apply for an application form and write to:

Stuart Martin (Retail Recruiter), Games Workshop Ltd,
Retail Vacancies, Chewton Street, Hilltop,
Eastwood, Nottinghamshire NG16 3HY.
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First things first, cards on the table, I think that
Epic 40,000 is just brilliant. Of course, I'm biased
because I helped design the game, but that doesn’t
change the fact that I'm really proud to have my
name printed in the rulebook. This is one great
game, a classic, even if I say so myself! But
enough of the ringing endorsements and self-
congratulation, and on to what we will be doing in
our stores to celebrate the launch of Epic 40,000.

Well, by the time you read this we’ll have already
been running special preview games in our stores
for over a week, and we’ll be carrying on doing
this right up until the game is launched. So, if you
fancy finding out what all the fuss is about, pop
down to you local store and ask, no, demand that
they run you through an introductory game
straight away!

You'll have to be quick though, because on March
24th, Epic 40,000 will be on sale, along with an
absolutely huge release of new Epic scale Citadel
miniatures. As the photographs plastered all over
the rest of this issue of White Dwarf show,
Tim Adcock, Dave Andrews and Norman
Swales have excelled themselves with the
miniatures they’ve designed for Epic 40,000.
However, if you think they look good in print, -
just wait until you see them “in the flesh”.

To celebrate the release of the game our stores
will be turning themselves over to an Epic
40,000 frenzy for two weeks. There’ll be
introductory and display games permanently
set up in the stores for you to try, and we’ll be
running special Epic 40,000 gaming sessions on
the stores’ Games Nights and on Sundays.

What's more, as the release of the game happily
coincides with the Easter Holidays, our stores
will be running special Epic 40,000 events
during the day throughout the holiday period.

As you can see, there’s lots going on, and I'd
highly recommend that you visit your local store
or give them a phone call to find out exactly
what they’ve got planned. Believe me, you don’t
want to miss out on this one!

Jervis Johnson

BIKE WARS!

As if the release of Epic 40,000 wasn’t exciting
enough for one month, that talented Jes Goodwin
fellow has gone and made what is probably the
best plastic kit ever! I am referring, of course, to
the superlative Eldar Vyper Jetbike.

Not wishing to pass up on the perfect excuse to
run some really fun Warhammer 40,000 games,
we’ve been holding a special Vyper s Nest event to
tie in with the release of the model. The whole
extravaganza reaches its climactic conclusion on
the weekend of the 22nd and 23rd of March, with
the appropriately named Bike Wars weekend!

All of our stores will be holding big “bring and
battle” games in order to find out who is the
hardest-riding desperado in town. All you have to
do to join in is turn up with your Warhammer
40,000 light vehicles and a willingness to blow the
hell out of anyone that gets in your way!

Contact your local store for full details and start
times, that is if you think you’re hard enough to
take part...

Jervis Johnson

The great Vyper
Jetbike model. You
can use yours to
get involved in our
special Vyper’s Nest
event this month.
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Stop, in the
name of love!

”Butler' No'”,'sent in by oo many peﬁple . ]
“oldies but goodies” surfaced as well. like “See my shirt, that’s
“you that is,” t'rom Shaun Reeves of Wa]sail The most surreal
quote was from Simon Heath and Peter McGlone with
“ROTATE THAT FISH!” You lot really are weird.

Steven Rees from Staﬁordslme sent in. the longest quote,
which was, “Your feeble attempts at resistance shall be
thwarted before this day is through, and on the morrow the

CAPTION COMPETITION RESULTS!

‘dark lords of Naggaroth will feast upon your flesh and
drink your blood from a golden chalice while their
fearsome steeds gnaw your broken bones. Thus swear
I, Lord Nelson of Clar Karond!” Phew!

Somehow I don’t think that would fit in the little
‘bubble, though.

Thanks to Michael Wood of Croydon, not only for his
entries for the caption competition, but also for the
cartoons he sent in! pre_,'\_fer, the winner of the caption
in over 30 entries, all of them futmy, such as, “I can
remember when all this was still fields,” and “The
‘winner gets to colour in Evan Moss.” But the winning
3quete is.. “S'[‘OP ]N THE NAME OF LOVE*"

(dm:t t ask me why)

For anyone that's interested, the actual answer was “Get bent!™
(Slmpsons fans ‘will understand). We were playing Flank
Altack and had moved the house in the plclure to make way
house untll 1 declared charges in :hat turn, tlwreforc runmng
my Cold Ones into a brick wall. Oh well. Thanks to everyone
who sent m a caphan, 1t s dead good to rcccwc fun stuff

MONSTERSAURUS!

Up from the depths, 40 stories high (ish), covered
in Skinks, if only he could fly, Stegadon...
Stegadon... Stegadon. Ggggrrrooowwwlll.
Stomp! Stomp! Stomp! Smash! Crash! Arrgghh!
Screeaachh! Oh no, this gigantic beast will
consume us all! Run away, run away! Screams!
Here they come, stomping down the street, killing
innocent people, and everything they meet, hey

pretty mean, (Nelson, Stegadon’s can't drive
jeeps. Put them away and get on with it! — Ed)

It’s here, it's here, the event of the year,
MONSTERSAURUS! (saurus, saurus) Coming
s00n (soon, soon), one night only (only, only), at a
store near you (you, you), already proclaimed the
best monster related promotion Games Workshop
has ever done (done, done). If you're going to miss
this you’d better be dead (dead, dead), or in jail (jail,
jail), or both! (Nelson get on with the article or I'm

hey they’re the monsters, and people say they're . o ) kil vou with a big pointy stick — Ed).

SPOTLIGHT GLASGOW

The Glasgow store has a long and glorious history: their long
standing feud with the battle brethren of Edinburgh has caused the
Emperor concern, but has served to hone their skills to a razor’s
edge. Store manager Eric Hillen (aka “the Great Bald One”)
collects EVERY Warhammer army except for Dwarfs, which he
despises. Eric’s newest recruit is Steven, a committed Dwarf player,
so if you go in to the store please lend: a bit of moral support to
Steven, who is probably feeling a bit outnumbered.

The store has a good selection of armies, and Eric is looking
forward to building up an Imperial Fists Epic 40,000 force, with
which he intends to challenge the hordes of the East (East Lothian
that is). Rumour has it that the East Kilbride and Ayr stores will be
throwing in their lot too, but on which side we can only guess. Call
into any of the stores for details of their inter-store wars.

Comments and sug‘gesﬁans about anymmg you've seen In Frontline News, or about our stores in: gensraf for that matter, should be sent to:
Games Workshop Frontline Newsdesk, Retall Office, Chewton Street, Hilliop, Eastwood, Nottingham, NG16 3HY.




OK. This month sees the release of the Lizardman
Stegadon model, a huge, walking castle. Also out
is the Terradon, not to be confused with Brian, an
anteater from Dudley, and the Salamander, the
great gobbling machine from deep within the
jungle. To tie in with the release of these smart
models, all the Games Workshop stores
throughout the country will be holding special
MONSTERSAURUS battles and events, like
monster only games, or demonstrations on how to
paint your monster. Whatever is played, there will
be guaranteed carnage aplenty. So get saving up
and find your paint brushes so you can JOIN IN!

Nelson

IF YOU WANT TO BE IN
MY GANG...

Those awfully nice designer types have taken pity
on those of us blessed with terrible filing systems
and dodgy memories. What was I talking about?
Oh yes, I remember. Coming soon to a store near
you is the Necromunda Companion.

This handy little number will combine all the best
articles from White Dwarf and the Citadel
Journal, together with a scattering of never-
before-seen items. (So secret, that they won’t
even tell us what they are). The exact release date

DATES AND
EVENTS
Qur stores will be holding the following
exciting events over the next month or so.

Contact your local store for more details of
the special events they will be running.

10th-23rd March Wper’s Nest — The Eldar
are on the warpath!

22nd-23rd March Bike Wars — Special
bring & battle event for bikes, buggies and,
of course, Jetbikes!

14th-24th March Preview games of Epic
40,000 being played in all stores.

24th March-7th April Epic 40,000 Frenzy —
Epic takes over all our stores.

7th-20th April Monstersaurus! — The
Lizardmen’s monster hordes are unleashed.

20th April-4th May Necromunda “Most
Wanted II” — Find out which House rules
Hive Primus.

Both the 'Eavy Metal roadshow and the
Black Library will also be visiting some of
our stores. Ask your local store for details.

for this beauty is still shrouded in mist, but it will
be shortly before the arrival of the next issue of
White Dwarf. At the same time, all our shops will
be running special Necromunda campaigns.

Your local shop will have all the details, so make
sure your fave gang is fully equipped, and lead
them on to uphold the glory of their House, or die
in the attempt. )

Evan Moss

MARK OF KHAINE

Attention all you Dark EIf generals! Keep your
eyes peeled next month for something really big
on the horizon. Something that will have your
enemies recoiling in horror and dread — a deadly
addition to any Dark EIf host. Something that I'm
sure you've been waiting for for quite a while...
Wanna know what it is? Well, I'm sorry, you'll
just have to wait and see next month, won’t you!
Ha! Ha! Ha!

The Frontline
News crew
who keep you
up to date
with all that’s
new and
exciting in

T Mo our stores.

NEW METAL

As [ write this, we’ve all just come back from the
National Managers Meeting, where every
manager was given a box of figures cast in the
new White Metal (what do you mean “What new
metal?”, go and read the article now! Read it?
Then I'll continue... ), so that they could test how
well the new alloy paints and converts. It’s a
tough old life being a Games Workshop manager
isn’t it? Initial reactions were very favourable,
with many managers commenting on the
crispness of detail.

From the 1st of April we
won’t be sending out any
more lead miniatures to the
stores (No really, this isn’t an
April fool. By the way, your
shoelaces are undone.), and
on the 1st of May we’ll take
all the old lead blisters off
sale. Our poor, overworked
shop staff will have to send
these back, so you'll really be
doing them a favour if you
buy up all their lead blisters. Boxed sets
containing lead will be returned at the end of May,
and after that you will never be able to buy lead
miniatures again, which would be ever so sad
were the new white metal not so fab!

Nelson

Jervis says it would be unethical of me to point
out that, as white metal is a bit more expensive,
April would be an excellent time to build up your
armies before the prices go up. So I won’t.

Jim Butler

Gmnmmmand
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Want to know
where your
nearest store is
and what’s
happening there?
Just look at the
alphabetical list
on the right and
give them a call.

New shops
marked in
RED. All shops
marked in

are not
open on
Sundays.

-~d

UK STORES

IRELAND
BELFAST: 20A Castle Court.
Tel: 01232 233684

DUBLIN: Unit 3, Lower Liffey Street,
Dublin 1, Ireland. Tel: 003531 8725791

MIDLANDS

BEDFORD: 10 Greyfriars.
Tel: 01234 273663

BIRMINGHAM: 116 Corporation Strest.
Tel: 0121 236 7880

CAMBRIDGE: 4 Quayside,

(Off Bridge Street). Tal: 01223 313350
COVENTRY: 14 City Arcade.

Tel: 01203 227311

DERBY: 42 Sadiler Gate.

Tel: 01332 371657

DUDLEY: Unit 36, Merry Hili Centre.
Tel. 01384 481818

LEAMINGTON: 22 Park Street,

Tal: 01926 435 771

LEICESTER: 16/20 Silver Strest.

Tel: 0116 2530510
LOUGHBOROUGH: 22 Biggin Street.
Tel: 01509 238107

MILTON KEYNES: Unit 2, West End
Extension, Silbury Boulevard, Milton
Keynes Shopping Centre.

Tel: 01908 690477

NORTHAMPTON: 6/7 The Friary, Upper
Level, Grosvenor Centre.

Tel: 01604 36687

NOTTINGHAM: 34a Friar Lane.
Tel: 0115 9480651

PETERBOROUGH: 3 Wentworth Straet.
Tel: 01733 890052

SHREWSBURY: Unit 2, Bridge Street.
Tel: 01743 362007

SOLIHULL: 690 Warwick Road.
Tel: 0121 705 7997

STOKE ON TRENT: 27 Stafford Street,
Hanley. Tel: 01782 205287

WALSALL: 39 Freer Street.
Tel: 0192 272 5207

WOLVERHAMPTON: Unit 98, Mander
Centre. Tel: 01902 310466,

NORTHERN ENGLAND
AND SCOTLAND

AYR: 10 Arran Mall (Dalblair Arcade).
Tel: 01292 610673

ABERDEEN: Unit 1, 30/40 Kirkgate.
Tel: D1224 621261

ALTRINCHAM: 18 Grafton Street.
Tel: 01619 299896

BLACKPOOL: 8 Birley Street.

Tel: 01253 752056

BOLTON: Unit 25, First Floor Gallery,
Shipgates Centre. Tel: 01204 362131

BRADFORD: 5 Broadway.
Tel: 01274 739353

CARLISLE: 2 Earls Lane, Lowther Street.

Tel: 01228 598216

CHESTER: 112 Foregate Street.
Tel: 01244 311967

DONCASTER: Unit 10, The Colonnades.
Tel: 01302 320 535

DUNDEE: 110 Commercial Street.
Tel: 01382 202 382

EAST KILBRIDE: 4 Righead Gate.
Tel: 01355 224 680
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EDINBURGH: 136 High Street,
Tel: 0131 220 6540

GLASGOW: 66 Queen Street.
Tel: 0141 226 3762

HARROGATE: 29 Beulah Strest.
Tel: 01423 564310

HULL: 30 Paragon Street.
Tel: 01482 589576

LEEDS: 12-16 Central Road.
Tel: 0113 2420834

LIVERPOOL: 47 Lord Street.
Tel: 0151 258 1404

MANCHESTER: Unit 3, Piccadilly Plaza.
Tel: (0161) 236 1762

MEADOWHALL CENTRE SHEFFIELD:
91B High Street, Upper Mall.
Tel: 0114 2569836

METROCENTRE NEWCASTLE: Unit
B14, First Floor. Tel: 0191 461 0950

MIDDLESBROUGH: 32 Dundas Street.
Tel: 01642 254091

NEWCASTLE: 63 Clayton Street.
Tel: 0191 232 2418

PRESTON: 15 Miller Arcade.
Tel: 01772 821855

SHEFFIELD: 16 Fitzwilliam Gate.
Tel: 0114 2750114 .

SOUTHPORT: Unit K2, Marble Place,
Tel: 01704 501255

STOCKPORT: 32 Mersey Square.
Tel: 0161 4741427

SUNDERLAND: 253 York Street {also
known as 253 High Street),
Tel: 0191 5673646

WARRINGTON: Unit 20, Time Square.
Tel: 01925 651 984

YORK: 13a Lendal.
Tel: 01904 628014

SOUTH EAST ENGLAND
AND LONDON
BASINGSTOKE: 3 Potters Walk, Wote St.

Tel: 01256 466050

BRIGHTON: 7 Nile Pavilions, Nile St.
Tal: 01273 203333

BROMLEY: 8 Bromiey Mall,

Tel: 0181 466 0678

CANTERBURY: & Iron Bar Lane
Canterbury. Tel: 01227 452 880
CHELMSFORD: Unit K5, The Gallery,
The Meadows Centre, Tel: 01245 480048

COLCHESTER: 2 Short Wyre Street.
Tel: 01206 767279

CRAWLEY: 11 Broadway.

Tel: 01293 552072

CROYDON: Unit 35, Drummaond Centra,
Keeley Road. Tel: 0181 680 4600

EALING: 52D St Saviours Mall,
Ealing Broadway Centre. Tel: 0181
8400171

GUILDFORD: 12 Tunsgate.
Tel: 01483 451793

HAMMERSMITH: 161 King street.

Tel: (0181) 846 9744

HARROW: 296 Station Road.

Tel: 0181 861 2350

HIGH WYCOMBE: Unit 29, The Balcony,
The Octagon Centre. Tel: 01494 531494

IPSWICH: 2nd Floor, Debenhams,
Westgate Street. Tel: 01473 210031

KINGSTON ON THAMES: 33 Fife Road.
Tel: 0181 549 5224

LONDON (CENTRAL): Unit F10, The
Piaza Shopping Centre, 1st floor, 116-128
Oxford Street. Tel: 0171 436 0839
LUTON: 12 Park Street.

Tel: 01582 417474

MAIDENHEAD: 2 Blandy House, 3/5 King
Street. Tel: 01628 21854

MAIDSTONE: Unit 6, 1-9 Pudding Lane.
Tel: 01622 677435

NORWICH: 12-14 Exchange Street.

Tel: 01603 767656

OXFORD: 1A New Inn Hall Street.

Tel: 01865 242182

PORTSMOUTH: 34 Arundel Street.

Tal: 01705 876266

READING: Unit 3, Cheapside.

Tel: 01734 598693

RICHMOND: Unit 8, Wastminster House,
Kew Road. Tel: 0181 9486122
ROMFORD: 12 Quadrant Arcade.

Tel: 01708 742140

ST ALBANS: 18 Heritage Close, High
Street. Tel: 01727 861193
SOUTHAMPTON: 23 East Street.

Tel: 01703 331962

SOUTHEND: 12 Southchurch Road.

Tel: 01702 4681251

STAINES: Eimsieigh Centre.

Tel: 01784 460675

SUTTON: Unit 26, Upper Mall, Times
Square Shopping Centre. ’

Tel: 0181 770 9454

THURROCK LAKESIDE: Unit 415, Level
3/Food Court, Thurrock Lakeside.

Tel: 01708 867133,

TUNBRIDGE WELLS: 4A Camden Road.
Tel: 01892 525 783,

WATFORD: Unit Q1A, Harlequin Centre,
Queens Road. Tel: 01923 245388
WINCHESTER: 6 St Georges Street.
Tel: 0196 286 0199

SOUTH WEST
ENGLAND AND WALES

BATH: 30 Upper Borough Walls,
Tal: 01225 314414
BOURNEMOUTH: 24 Post Office Rd.
Tel: 01202 319292

BRISTOL: 13 Broad Weir.

Tek 0117 9251533

CARDIFF: 29-30 High Street.

Tal: 01222 644917

CHELTENHAM: 18 Pitville Street.
Tel: 01242 228419

EXETER: 37 Princess Hay.

Tel: 01392 490305
GLOUCESTER: 35 Clarence Street.
Tel: 01452 505033

NEWPORT: 25 Skinner Street.

Tel: 01633 256 295

PLYMOUTH: 84 Cornwall Street.
Tel: 01752 254121

POOLE: Unit 12 Towngate Centre,
High Street. Tel: 01202 685624
SALISBURY: 1b Winchester Street,
Tel: 01722 330955

SWANSEA: 45 Princess Way.

Tel: 01792 463969

SWINDON: 17 Fleet Street.

Tel: 01793 436036

TORQUAY: 12 Market Street.

Tel: 01803 201036.

WORCESTER: 4 Charles Straet.
Tel: 01905 616707



STOP PRESS!

Closed on Sundays

Please note that Games Workshop
Southport is normally closed on Sundays.
However, it will be open on the Sunday of its
Grand Opening.

White Rose Centre

The Games Workshop store in the White
Rose Centre in Leeds will be open on the
25th March.

New Lincoln Store
Games Workshop Lincoln is now open. The
address is Unit SUA, Waterside Shopping
Centre, Lincoln. We don’t have a telephone
number as yet, but watch this space.




Each of the Warhammer Campaign Packs contains a selection of sumptuously painted and characterful card building _
for you to use in your Warhammer games. These range from the much frequented Dwarf Brewery and Drinking Hall to
the Orc idols of their miscreant gods, Gork and Mork, which sit in the midst of a complete Orc village. In addition to
these beautiful terrain pieces you also get a scenario book containing details of a complete Warhammer campaign.

. Each scenario book contains four new scenarios for Warhammer, three battles leading up to a larger final clash. The
outcome of the earlier battles effects the last one, so your chances of winning the whole campaign depend on how well
you do in all four games, not just your success in the final charge. Each scenario includes a detailed background to the
battle, a map of the terrain, victory cond s, and any special rules which effect deployment, game length, terrain, ete.

A pad of Battle Scrolls is also included in each Campaign Pack. These Battle Scrolls, one for each player for each battle,
present the forces you can choose for each battle. All the special characters involved in each battle are included, as well
as a selection of helpful tactical hints for both sides. -

al gaming supplement for a specific Warhammer army. In the case of the Grudge of
sed around the Orcs & Goblins and the forthcoming Circle of Blood is all a
ach scenario pitches the )
for use with other races. The new buildings are excellent, easy ake, gre in for all Warhammer pla
armies for the forces involved. But that’s not all igning campaign ps /e’ve taken the
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GRUDGE OF DRONG

Gallant Dwarfs pit their wits against the treacherous High
Elves in a titanic struggle for power, wealth and alcohol.

This pack includes the three Dwarf buildings you can see on
the far left. The largest one is a Drinking Hall, so it’s not
surprising the Dwarfs are defending it! Grudge of Drong
also includes rules for such typically Dwarf units as
regiments of drunken Dwarf miners, a hostage Brewmaster,
and a Dwarf Queen! A Dwarf Queen? Yes, Helgar
Longplaits, last queen of the Bronnlings, a brave warrior
(despite the lack of beard) and stout defender of the Dwarf

Waaagh! Those underhand humies have snuck into the tribal
lands of the Ironclaw tribe, and they need to be kicked out.
Get da ladz together and we’ll go and break some heads! Set
in the lands of the Border Princes, Rutgar of Wissenland and
his men have foolishly invaded Orc lands, and Grotfang's
Ironclaws and Uzguz’ Itchy Skab tribe will not stand for it!

With the battles set deep in Orc territory, we’ve packed the
box with enough huts to make a complete Ore village,
together with giant stone idols of the Ore gods — just the -
place for an Orc Warlord to live! We've also squeezed in a




ART
ATTACK!

By John Blanche

The new Epic 40,000 boxed game is here at last. But when you get your
hands on a copy, just take a moment to look at the cover art before you
delve inside. We think that John Blanche’s Epic painting is one of his best
to date, so Jake went to have a chat with him to find out how he created
such an impressive piece of work.

AN EPIC COVER

Jake: It has been some four years since John last
did any full colour work, so I started by asking
why he wanted to do the Epic 40,000 cover at all.
“The last piece of colour art that I did was the
cover to the Warhammer 40,000 box”, he said.
“When we originally talked about the Epic 40,000
cover, we decided that it should have some
relationship with the Warhammer 40,000 artwork,
and a good place to start would be to get the same
artist to do it.”

This was a very significant piece for John, partly
because of the long period of doing no colc
work, but also because it would need a lot in it, to
illustrate the enormity of war in the 4lst
millennium. He soon confessed, “To be quite
honest, it scared me to death!”

As its name suggests, the Epic game

proportions and consists of many

these, and bind them together. It needed to show
the Epic 40,000 battlefield, what you could expect




in the box, and satisfy everyone else
on the project, binding the team’s
collective ideas together. In order to
encompass all of these elements
John adopted a fairly unusual, but
highly adaptable approach to
planning out the painting. “I
sketched out on layout paper not the
whole scene, but either single
features, or figures, characters, or
groups. So I roughed out a sketch of
one of the new Land Raider models.
I got some of the guys at the Studio
to photograph some of our tanks at
interesting angles, etc and worked
from these too. Once I had loads of
sketches, I photocopied them at
varying sizes, and in some cases
made mirrored copies as well. In the
end I had a big pile of images. These

s ] W TR o
Wayne and John discuss the finer points of the painting.

were then spread over the conference room table I saw something interesting in a magazine or
and the rough for the picture was constructed a bit wherever I would cut it out and add it to the
like a jigsaw puzzle. This way we were able to try board. This gave me an ever-changing reference
out all sorts of different options. Bits could be library of fresh images for the painting.”

pushed around, made smaller, flipped
to travel in a different direction, or
removed altogether. As well as myself
this process involved other people

JOHN’S REFERENCE POINTS

including Alan Merrett, Jervis One of John'’s biggest sources of reference was Codex
Johnson, Andy Chambers and many of Angels of Death, using the pictures of miniatures for ideas

our other designers. In the end it was a and inspiration. These were pinned onto his constantly changing
very flexible way of getting something reference board along with all sorts of other stuff, like photos
everyone would be happy with.” of medieval, gothic cathedrals and south

i American tribes people.
Once again, the Blood Angels were

chosen because they would link into
the Warhammer 40,000 cover. 1 asked
John if. the main character was the
same as the hero on the front of the
‘Warhammer 40,000 box. “Hmm, I did
consider this, but decided that seeing
as both Games Workshop, and myself
as an artist, are always developing it
would be something of a retrograde
step. Since Warhammer 40,000 was
released, the Angels of Death Codex
has developed the image of the Blood
Angels so much... still, I suppose he
could be the same warrior, but after
he’s seen a lot more combat.”

Next, John bonded together five of the
biggest pieces of artboard he could
find to make a really solid painting
surface. He then traced all of the bits
onto the board, ending up with a pencil
sketch of what would be the final
painting. John also made a reference
board, the same size as the painting.
Onto this he stuck the original tracings i
and photocopies, together with photos R
of burning buildings, and other images
with the right sort of feel, taken from
magazines. “I updated this reference
material every week for the eight
weeks that I worked on the painting. If

John used this miniature of a
Space Marine Veteran as
inspiration for one of the figures
in his painting. Can you spot him?










Here are three stage-by-stage photographs of the central figure, an awesome Space Marine Commander,
complete with cloak made from the skin of some ferocious animal. As you can see, the figure remained
fairly consistent, but note the huge combi-weapon. The gun has been substantially changed from its
original design as a bolt gun/melta-gun combination, which looks almost Orky, to the more elegant
plasma gun/bolt gun in the final version. The reason why this was changed is simple. “Because he was
a character figure he needed an individual combi-weapon and I tried something a little bit experimental.
In the end though, this looked fartoo Orky and not enough like a product of the Manufactorums of Mars,
so I changed it. As I had started with this central figure, I had given myself the time to take some risks
and still be able to rework areas if they didn't come out right first time. You have to be adapiable!”

BUILDING UP THE PAINTING

Once he had the basic line drawing traced down, John took
about two weeks working over this framework, adding details.
At this stage it would be normal for an artist to block in colours
roughly, then work over the whole painting at once, working
each area up with progressively more detail. The central figure
would usually be the last to be finished. John chose to do it the
other way round, starting with the Space Marine Commander.
But why? Over to John again. “I was anxious to see what the
focal point of the painting was going to look like, so I worked
up the central figure and the command group around it, just to
make sure that it worked. This is because working to the tight
schedules that we have in the Design Studio only allows a very




REFERENCE MATERIALS

John used all sorts of obscure reference material
for his painting, but felt it important to explain
that his biggest source of reference was artwork
done for previous Warhammer 40,000 products.

“Games Workshop art is itself the biggest source
of reference material for the painting, all of the
previous pictures of the wars, characters and
vehicles of the 41st millennium. And I don’t just
mean the ones that I've drawn, but all the artists
in our art department. In particular the Angels of
Death Codex. The background for the Blood
Angels and Dark Angels Space Marines
is so inspiring, very grim and
gothic. I used a lot of stuff
from this Codex. One of
the command group
is based on one of
our miniatures,
take a close look
and see if you can
spot him.”

When asked where he
found inspiration
outside our artwork
and miniatures, John
replied that “the
background is
something I live every
day of my life. I can’t
go anywhere without
reinterpreting ‘real’
life in Warhammer
40,000 terms. For
example, Alan (Alan
Merrett, Studio design
manager — Ed) and 1
passed an enormous
juggernaut on the
M42 the other day,
and it had a huge
vehicle strapped to the
back of it. The shapes
of the vehicle made no
sense whatever. We
both saw it and
laughed to each other
because it was so
obviously an Ork
Battlewagon. Then as we drove by we realised it
was some piece of humble farm machinery... Yes,
particularly the Warhammer 40,000 universe, I
find it around me all the time!”. And that’s John’s
secret, he’s just drawing the view from his house!

limited time for reworking.
If I had to I would want to
spend that time getting the
focus of the painting right.”

“l don’t want to go into
how I put down each
brushstroke, as it’d be

fairly boring. But I do
think it’s interesting that
I used Citadel paint, just
like I do on my models.
These were shaded with
artists inks. This is a

technique inspired by classical oil painting, though I didn’t
want to use oils because, to achieve depth of colour with them
you need to build up numerous thin layers. Each layer has to
dry before adding the next, and with oil paints this takes a
couple of days, at least. Oil paints do get beautiful results,
they're just far too slow for this kind of work.”
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'}-.‘ From the depths of the Lustrian jungle come the
g& nightmare monsters of the Lizardmen. Are your
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"  warriors valiant enough to stand before them?
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FAITH AND VENGE

Probably the single most important and unifying
factor in the lives of the disparate chapters of the
Adeptus Astartes is their faith in the Emperor,
uniting them in a common bond. The keepers of
this sacred faith are the Chaplains, who in
addition to ministering to the spiritual welfare of
their Space Marine charges, also take to the
battlefield in support of their chapter.

SPACE MARINE CHAPLAINS

The first Space Marine chapters were founded
centuries before the development of the Imperial
Cult and the dominion of the Adeptus
Ministorum. As a result, every Space Marine
chapter has its own cult practices and its own
priests, known as Chaplains. Whereas the
Adeptus Ministorum has gradually extended its
influence over all the many thousands of
individual cults that once existed throughout the
galaxy, it has never been able to influence the
Space Marine cults, which remain as stubbornly
individualistic today as they ever were. Other
civilian cults are denounced as heresy, and their
adherents rooted out by the Ministorum’s troops,
but the Space Marine Chaplains care nothing for
the ravings of the Ecclesiarchy and ignore the
dictates of the Imperial Cult in favour of their
own ancient traditions.

The Chaplains administer the rites of their
chapter, performing the ancient ceremonies of
Initiation and Vindication, as well as leading their
brethren through the prayers of faith and sacred
psalms of the Emperor. It must not be forgotten
that Space Marines are devout warriors. Their
faith in the divinity of the Emperor is as vital to
them as their skills at arms, and their spiritual life
is deep and complex. The Chaplains accompany
their brothers into war, chanting the liturgies of
battle as they lead the way into the ultimate
consummation of battle and death.

Troop Type MWSBSS T W I ALD
Chaplain
Champion
Chaplain
Hero 4 6 6 55 2 6 2 9
Chaplain

MightyHero 4 7 7 5 5 3 7 3 10

4 5 5 44151 9

SPECIAL RULE

Leadership. If any Space Marine unit within 8"
of a Chaplain fails any Leadership-based test
(such as a psychology test or a Break test) then it
may retake the test immediately.

1st COMPANY CHAPLAIN

This Terminator Chaplain is a survivor of

‘many campaigns, a feat which has earned

him the right to wear the highly prized
Terminator armour, and minister to the
spiritual welfare of the veterans of the 1st
Company. In the sample army on the
following pages, we have decided to call
him Constantine, a Space Marine who
occupied this post at some point in
history. Since there is no special character
mentioned in the Ultramarines Codex to
lay claim to this position, you are quite at
liberty to make up your own hero with an
appropriate personal history. This can be
a lot of fun, and not only adds a new
dimension to your game play, but can also
provide you with interesting modelling,
conversion and painting projects.

Of course, Space Marine chapters are very
diverse and so are their Chaplains. Let’s have a
look at some of these more unusual examples.

Dark Angels Chaplain




WOLF PRIESTS

Where other chapters have both Apothecaries and
Chaplains, the Space Wolves have their Wolf
Priests. These dour warriors combine the
attributes of both medic, trained in the arts of
healing and the lore of genetics, and cult leader,
heavy with the accumulated wisdom of ages. The
Wolf Priests have no master but the Great Wolf
himself, the Master of the entire chapter. They
live within the heart of the Fang, and watch over
the recruitment of fresh warriors as well as the
well-being of the Space Wolves themselves.

The Wolf Priests are also known as the Choosers
of the Valiant. They may be seen standing on a
rocky pinnacle, watching the battles of the native
Fenrisians. Sometimes, after a hard fought battle,
a Wolf Priest 'will choose from amongst the
Wolfbrothers a young warrior whose valour has
earned him a place amongst the Space Wolves.
Often the chosen warrior will have suffered
wounds which would ordinarily kill him, but the
skill of the Wolf Priests can heal those with the
will to live.

The Wolf Priests guard the chapter’s genetic seed,
bio-culturing new implants and maintaining the
vigour of the strain by weeding out any weakness
or mutation. They implant the. cultured organs
into newly recruited Space Wolves, and watch
over the development of the recruits as they
mature into fully fledged Space Marines. Their
knowledge is deep, and for many centuries they
have studied the effects of the cursed Wulfen gene
helix in search of a way to modify and make safe
the Chapter’s genetic seed. However, their efforts
have only succeeded in preventing the curse
spreading, and it is unlikely that the damage can
ever be repaired completely.

ULRIK THE SLAYER

Brother Ulrik is the oldest of all living
Space Wolves, if one discounts the
Dreadnoughts which sleep deep
within the subterranean labyrinth of
the Fang. He is older even then the
Great Wolf Logan Grimnar, who has
served the Emperor now for over six
centuries. Indeed, he is the only
warrior who remembers the Great
Wolf as a young Blood Claw, full of
fury and future promise.

During the first Armageddon War,
Ulrik fought alongside the Wolf Lord
Kruger’s Great Company. He single-
handedly cut down three of Khorne’s
World Eaters in hand-to-hand combat,
earning the unusual accolade of a
salute from the Lord of the World

Wolf Priest Ulrik the Slayer

Eaters himself.

In battle the Wolf Priests use their apothecary
skills to heal their wounded brethren. Their
healing powers are great and few tended in this
way will die. For those who are past even the
Wolf Priests’ ministrations, it remains only to
utter a final prayer for the departing soul, and to
remove from the fallen warrior the still living
tissues from which new genetic implants can be
cultivated by the Wolf Priest.

The Space Wolves have the greatest respect for
their dour, steadfast Wolf Priests. In battle the
presence of a Wolf Priest will fortify those Space
Wolves nearby, strengthening their wills yet
further, and lending heart even in the most
desperate circumstances.

MWSBS S TW I ALD
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SPECIAL RULES

Space Marines. The usual Rapid Fire special
rules apply. The Break Test rules are not generally
used as individual characters are never subjected
to these tests, but when fighting as part of a Space
Marine unit the Break Test rule does apply. In
addition, the Space Wolves Acute Senses and
Hatred rules also apply, as described in the Space
Wolves Codex.

Troop Type
Wolf Priest

Leadership. The Wolf Priests command respect
and awe from the Space Wolves warriors. Any
Space Wolves within 8" of a Wolf Priest may re-
roll any failed Leadership test once. This gives
them a second chance to pass a Break or
psychology test, for example.

INTERROGATOR-CHAPLAINS

The Chaplains of the Dark Angels administer the
rites of the chapter, perform the ancient
ceremonies of Initiation and Vindication, and
chant the liturgies of battle as they lead their
brothers into war.

When Dark Angel Chaplains have proved
themselves they are inducted in the Deathwing
and given the title of Interrogator-Chaplain. This
title is awarded because it is their sacred duty to
attempt to make any of the Fallen that are
captured repent their past actions. Fallen who
repent are rewarded with a quick and relatively
painless death. Those who refuse inevitably die in
agony during the interrogation, as the
Interrogator-Chaplain is forced to use ever more
drastic measures to try to make the heretic
understand the error of his ways.

An Interrogator-Chaplain is allowed to add a
single black pearl to his rosarius for each of the
Fallen that he convinces to repent. Such is the
power of Chaos, or such were the arch-heretic
Luther’s oratorical skills, that few of the Fallen
repent before they die. Master Molocia, the
greatest of the Interrogator-Chaplains, died after
over 300 years service to the Chapter with only 10
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Spearheaded by their Chaplain, the Ultramarines su orwards to recapture an Imperial city.

black pearls on his rosarius. No other Chaplain Troop Type MWSBSS TW | ALD

has emulated this achievement. 7
Chaplain

The Dark Angels Chapter has a number of inner Champion 4 5 5 44151 9
levels or ¢ It is only when a Dark Angel Interrogator-

reaches the highest level, or Inner Circle, that he Chaplain 4.6 8.5 52 6.2 9
learns the full truth of the history of the Chapter. Master

Chaplains who reach this level are known as Chaplain FETT BE53 T3 10
Master Chaplains.

DEATH COMPANY CHAPLAINS &
INTERROGATOR-CHAPLAIN ASMODAI

On the left is Asmodai, one of the most notorious Dark
Angels Interrogator-Chaplains of all time, a Space
Marine whose tenacity and single-minded dedication
to the pursuit of The Fallen has gained him galaxy-
wide notoriety. You can see that his robes are the
bleached bone hue of the Deathwing, into which all
Interrogator-Chaplains are inducted.

A Death Company Chaplain of the Blood Angels is
shown on the right. If it were not for the stabilising
presence of these inspirational warriors on the field of
battle, the psychotic blood lust of the Death Company
would result in the victims of the Red Thirst
rampaging unchecked, perhaps even turning upon
their own brethren. In terms of inspirational
leadership, there are no Chaplains who have as
difficult and important a task as the Chaplains of the
Blood Angels’ Death Company.




SPECIAL RULE

Leadership. Interrogator-Chaplains are
inspirational individuals and spiritual leaders. If
any Space Marine unit within 8" of a Chaplain
fails any Leadership-based test (such as a
psychology test or a Break test) then it may retake
the test immediately.

Immune to Psychology. The complete
fearlessness of Dark Angels Interrogator-
Chaplains in the face of horrors that would drive
a normal man insane is legendary. Therefore they
cannot be affected by fear or terror and are
immune to all psychological effects.

The two Chaplains included in this army, Constantine and Mercurius, perform very different tactical roles. As you can
imagine, the bike-riding Mercurius is best deployed right in the thick of things, raking across the front of the enemy battle

the face of the horrors this army is designed to confront. Remember, Scouts do not benefit from the same Rapid Fire and
Break Test rules as fully trained and battle-hardened Space Marines. The army is highly manoeuvrable, and can cover a lot
of the battlefield despite being low on numbers (even for a Space Marine army). Its great weakness, however, is a lack of
heavy firepower, which has been sacrificed to gain greater mobility. So instead you’ll just have to make the most of what
you’ve got. If there are any tanks or Dreadnoughts which need blowing up on the enemy side, use the Land Speeder to pin
them down until the Assault Squad can get in to administer the coup de grdce with a taste of power fist.

On the opposite page is an example of an army
chosen with a particular role in mind. It is a rapid
engagement army which would be ideally
deployed as an initial strike force against some
of the more horrifying denizens of the 4lst
millennium (I am thinking specifically of Chaos
and Tyranids here). So what do we mean by all
that? How does it work? The army is character
heavy for a start, and this is no accident,
particularly the inclusion of not one, but two
Chaplains, and a Company Standard Bearer.
This makes for an even more indomitable than
usual Space Marine force, one that can stand in
the face of even the worst horrors. Scouts have
been left out to make way for these more
seasoned troops, and even though Space Marine
Scouts would seem a natural choice for such an
advance element, they would most likely quail in

line with the rest of the bike
squadron, and bolstering the
morale of the Space Marines at
the sharp end of the assault as
they take the fight to the enemy.

Constantine, by contrast, is a
Terminator drafted in from the
First Company of veterans to
lend his support and battle
experience to the Space Marines
assigned to this task force.
Constantine, together with some
of the other characters, is slower
moving than the bikers and
should be used to form a stable
backbone for the force. Here, he
can prevent enemy troops from
manoeuvring behind the advance
units, slowly following them up
to defend captured objectives

Mercurius leads his Space Marine Bike squadron into the heart of the Chaos lines!

against enemy counterattacks.

wDs4




ULTRAMARINES
1,500 POINT SAMPLE ARMY

CAPTAIN SIXTUS .....ccommivmmimansssinuiusvssssimunais 1O LS

TroopType M WS BS S T W | A LD
Sixtus & 7 i 5 5 3 7 3 10

Equipment Bolt pistol, frag grenades, power armour, power
sword, and plasma pistol. Haywire Grenade and
Displacer Field.

EPISTOLARY LUCIEN.........ccsosrrmmmsmmsssiss

TroopType M WS BS S T W | A LD
Lucien 4 6 6 3 5 8 6 2 8

Equipment

ceererenennn 197ptS

Bolt pistol, frag grenades and power armour.
Psychic Hood, Conversion Field, and Force Axe.

CHAPLAIN HERO CONSTANTINE ...........ccocce...... 133pts
TroopType M WS BS S T W I A LD
Constantine 4 6 6 5 5 2 6 2 9

Equipment Crozius arcanum, rosarius, terminator armour
with storm bolter, power fist and targeter.

CHAPLAIN MERCURIUS......cccccimmmmmnnninsesisssssssnenn. 36 PLS
TroopType M WS BS S T W | A LD
Mercurius 4 5 5 4 " LG TR T | 9

Crozius arcanum, bolt pistol, frag grenades,
power armour and rosarius. Aegis Suit.

Equipment

Bike with krak auto-launchers.

TECHMARINE REMUS. .......cccocnimrnmmmmanmmnnmssnnnnen . S3PIS
TroopType M WS BS S T W I A LD
Remus 4 5 5 & "g . 9 9

Equipment Bolt pistol, frag grenades and power armour.

Servo Arm.

VETERAN SERGEANT CAVAE ....+20pts to Assault Squad

M WS BS S T w | A LD

Troop Type
Cavae 4 5 5 4 4 1 5 1 9

Bolt pistol, frag grenades and power armour.
Power fist, plasma pistol and jump pack.

Equipment

COMPANY STANDARD BEARER CANUM ............60pts

TroopType M WS BS S T W | A LD
Mercurius 4 5 5 4 4 1 85 1 9

Equipment Bolt pistol, frag grenades and power armour.

Refractor field.

ASSAULT SQUAD ...ccvierirnnncnsssnsssnsanssans

TroopType M WS BS S T W | A LD

Space Marine 4 4 4 4 4 1 4 1 8

Equipment Bolt pistol, frag grenades and power armour.
Jump packs, blind grenades, 4 power swords, 4
chainswords, 1 power fist, 3 plasma pistols and 2
hand flamers.

e 46 1p1S

BIKE SQUADRON.....cccccunimisesnsssanssmnsnnssnas

TroopType M WS BS S T W | A LD

Space Marines 4 & @ 4 41T 4 8

Equipment Bolt pistol, frag grenades and power armour. 3
Bikes fitted with twin linked bolters, and
targeters. Melta-gun, plasma gun and power
sword, Attack bike with twin linked bolters,
targeter, heavy bolter and frag auto-launchers.

oo RRNER

LAND SPEEDER ......osssenssessnsssmissanssssmmmsensnsssnsessss 14518

TroopType M WS BS S T W |
Space Marines 4 4 4 4§ 4 1 4 1 8

Equipment Bolt pistol and power armour. Heavy flamer and
multi-melta with targeters.

wD85
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‘which helped give a really solid look to the black.

Mark Leake painted the Ultramarines Chaplain
pictured here. The Ultramarines are the
archetypical Codex Chapter, and colour schemes
from Codex Ultramarines should be followed
very closely when painting these Space Marines.
For this reason the Chaplain’s armour has been
painted black, with the left shoulder pad
indicating his Chapter colours and badge. Black
can be a particularly difficult colour to shade and
highlight, especially on large areas. Mark mixed
blue into both the highlights and the washes,

Note as well the grimy, rusty appearance of the
engine and exhaust. This is important on all
vehicles, and gives them a much more battle-
worn and well used appearance.

BIKER CHAPLAINS

With the correct balance of equipment, a Chaplain
mounted on a bike can be deployed very quickly
and efficiently to the areas he is needed most, to
carry out a variety of key tactical roles.

Primarily, all Chaplains are very good for the
morale of other Space Marines within 8" of
themselves. As well as holding together important
advance elements of the army, they can, if
necessary, be moved from one side of the table to
the other in the space of a single turn to support
shaken units, thus ensuring they do not break.

An obvious use for bike mounted Chaplains is to
lead bike squadrons into close quarter fighting
against enemy infantry, perhaps supported in turn
by an attack bike. Mercurius is a classic example
of this. Chaplains are all tough hand-to-hand
fighters, even if they are only Champions as here,
rather than Heroes or Mighty Heroes. The sheer
mobility offered by riding the bike means that
they can be used to assassinate weaker enemy
characters with impunity. Psykers are a very good
example of this kind of “soft target”.

wDs6

Wargear options are where your Chaplain can
really be tailored for a particular role. Equip him
with melta bombs, and hey presto, for an extra
five points you’ve got yourself a seriously lethal
tank killer. An Interrogator-Chaplain screened by
a squadron of Ravenwing should prove
particularly effective in this role, since their
jinking ability will disrupt enemy shooting should
the enemy attempt to halt his approach. Another
obvious piece of equipment ideal for this kind of
operation is the trusty power fist.

If you really want to go to town on your foe, then
there is the overkill approach of equipping your
Chaplain with a Vorrex Grenade. Beware of
vehicles enhanced with Vortex Detonators,
though. They can really put a crimp in your day.

Chaplains with a particularly useful string to their
bows are the Wolf Priests of the Space Wolves
Chapter. In addition to the usual Leadership rules,
the Wolf Priests are trained in the arts of the
Apothecary. Wolf Priests are equipped as standard
with a medi-kit, and by giving them a bike to ride
as well, they become capable of dispensing swift
medical attention to Space Marines anywhere on
the tabletop.




Blood Chaplain




GAMESRWOREKSHOP!

GRAND OPENING

DUBLIN
26TH & 27TH APRIL et

On the 26th and 27th of April we’ll be celebrating the opening of our store in 9AM SATURDAY &
Dublin. We're going to have a weekend long Grand Opening celebration, and 10AM SUNDAY
on these two days you’ll be able to take full advantage of all kinds of crazy
SPECIAL OFFERS.

BUY THREE BOXED SETS AND GET THE
CHEAPEST ONE FREE!

BUY THREE BLISTER PACKS AND GET
THE CHEAPEST ONE FREE!

BUY ANY BOXED GAME AND GET A
STARTER PAINT SET, SPRAY
UNDERCOAT AND POLYSTYRENE
CEMENT FREE!

BUY ANY ARMY BOOK OR CODEX AND
PICK UP A £5.00 BOXED SET FOR FREE!

FREE T-SHIRT TO ANY CUSTOMER WHO
SPENDS £100 OR MORE!

NIVM SHOTIHOVE

S1L07 IHL

DUBLIN STORE
Unit 3, Lower Liffey Street,
Dublin 1, Ireland
Tel. 003531 8725791

Offers subject to availability. Offers only available on the 26th and 27th of April at
Games Workshop Dublin.



DARK CONSPIRACY:

THE FINAL CHAPTER
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THE STORY SO FAR

Over the last few months a huge campaign has
been fought by Warhammer players all over the
world. Below, I'll explain the background to the
campaign for any newcomers — those of you
who’ve been in from the start can skip this part
and jump to the section which is entitled
“Compiling the Results”.

The planets above the Warhammer World are
suffused with magical energy, which the
Lizardmen are using to move their agents, and
small contingents of Lizardman troops, around
the Warhammer World. They are doing this in
order to recover artifacts stolen from them
centuries ago. During January the agents did their
best to recover as many of the artifacts as
possible, using either hired mercenaries or their
own troops, and then in February a huge
Lizardman and mercenary force attacked the
Crusader City of Antoch to recover a specific item
known as the Staff of Jade. The Lizardmen
require as many of these artifacts as possible in
order to perform a special magical ritual. If
successful, this powerful ritual would stop the
Realm of Chaos, located around the northern pole
of the Warhammer World, from enveloping the
whole planet with its dark power. If the ritual
failed the mortal realm would be overwhelmed in
moments by an obscene orgy of blood and terror.

How well the Lizardmen did at recovering their
artifacts was decided by the battles fought by
Warhammer players in January and early
February. In order to take part in the campaign,
players simply had to play games of Warhammer
and then post the results to me. The results of

these battles, and the overall outcome of the Dark
Conspiracy campaign, are described on the
following pages.

(A more complete explanation of the background
to the Dark Conspiracy can be found in last
month’s issue of White Dwarf — Ed).




el ARDMEN

N CHAOS

= "| The deception of the Lizardmen
was evidently enough to even fool
the forces of Chaos. Overall, the
Chaos  armies aided the
Lizardman cause, with the
majority of their battles being
fought as agents of the reptilian

Lustrians. They won a little over
half their battles. .

THE EMPIRE

In the main, the Empire fought
valiantly against the Lizardmen, not
realising the peril they put themselves
in by doing so. However, the armies of
Karl Franz had little

success in stopping the

Lizardmen from Kol Fane _3__'_&_‘_:

acquiring their artifacts, e 5

winning well under half

their battles. ||
e el durshen,

"HIGH ELVES

The High Elves, failing
to glean anything at all
of the true purpose of
the Lizardmen, were

D¢p1bynlm! o
O b relay

8,
"'%ﬂ-r‘-

i 33‘:% amongst the most
[ chkaginegt successful at stopping

the recovery of the lost

artifacts. Only the

stalwart Dwarf

Wwarriors were more
eminent at this task.

Of all the armies fighting to
regain the lost artifacts,
none were as tenacious as
the Lizardmen themselves.
Their armies were amongst
the most successful of all,
and fought more than four
times the number of
battles of any other race in
pursuit of their cause.

RECOVERY OF THE ARTIFACTS

The first part of the Dark Conspiracy was the attempt by the Lizardmen, using contingents of their own
troops together with units of agents from the other races, to retake the artifacts stolen from them by the
Bretonnians. You can see here a summary of how well each race performed, together with a few excerpts
from the hundreds of letters that you sent in.

/

DARK ELVES

The Dark Elves were, significantly, not only the most
successful army in recovering the Lizardman plaques,
but also the most successful army overall, winning
almost two-thirds of their battles. Below are a few quotes
from some of the battle reports you sent in.

Questing Knights were decin
't know they had 3 attacks... )”

: ﬂml Dark EIf general into a frog.”

Dﬂmﬂg the magic phase, the sweet !'ady Morgiana le Fey rum.r ] ;

BRETONNIA

With the source of the the
stolen  artifacts  being
Bretonnia, it was not
surprising,  that the
Bretonnians were by far
the most  vehement
opponents of the
Lizardmen, fighting more
than twice as many battles
as any other race to foil
the Lizardmen’s plans.
However, despite their
tireless efforts, they met
with somewhat mixed
success, losing
significantly more battles
than they managed to win.

SKAVEN

The Skaven, alongside the Chaos Dwarfs, were the
worst performing army of all. They were, however,
second only to the Bretonnians in the fervour with
which they fought against the Lizardmen. This can of
course be attributed to the long standing hatred the
Skaven have for the Lizardmen and their serpent god, to
whom so many of the rat-men have been sacrificed.

rﬁey won.”

nerares '_mm a.rtempung fo ckarge rhem, %

n Lo map up the remaining Dragon Princes and Archers, o

There were cries of “chicken tonight!” as a Warpﬁm Thrower ..




THE REALM OF CHAOS
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WOOD ELVES |

Perhaps due to their
proximity to Bretonnia, the
Wood Elves were highly
active in their opposition to
the Lizardman plan. Like their
High EIf brethren, they were
among the most successful of
the races at this misguided
task, although marginally less
so than their distant cousins

from Ulthuan.

DWARFS

Tucked away in the Dark
Lands, the Chaos Dwarfs
barely saw any action with
either side. Of the few
battles they did participate
in, they only managed to
win just over a third, a
lacklustre performance
only matched by the
Skaven.

UNDEAD

The Lizardmen
found the forces of
the Undead
particularly easy to
bend to their ways,
and with the
exception of the Dark
Elves (and, of course,

the Lizardmen |/=™T%" the the Knights of i 12 8 o

themselves), the o Leoncoeur  in howeve}‘, winning

Undead were | sy baitle, winning oply §11ghtly more

unwittingly the most : Alinost s e victories than the

successful at furthering | wo & thirds of all &m,‘:;-;, s unfortunate Chaos

the Lizardman plans. their conflicts. e b Dwarfs and Skaven.
—

DWARFS

The Dwarfs were second
only to the Bretonnians in
the fervour of their

ORCS AND
GOBLINS

The Orcs and
Goblins could be

warring against the
Lizardmen. They,
were, however,
considerably more
successful than

found, on the
whole, to be willing
accomplices to the
Lizardmen. They
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THE SIEGE OF ANTOCH

Over these two pages, you can see just a few of the hundreds of photos, maps, diagrams, illustrations
and reports that were sent in. The Siege of Antoch was quite evidently a tense and exciting affair, the
battle ebbing and flowing as each side strove to maintain the upper hand. Hopefully, the quotes from all
your letters describing the battles that you fought capture some of the feel of this excitement.

“The Dwarfs pushed forward under heavy artillery

g < Sl YD &

o et T i
o arma. Trebs

o o e

fire from Dark Elves, and claimed the battlefield after | §¢ | & === T

some heroic fighting by the Dwarf King.”

“A company of Dwarf spears performed the seemingly
impossible feat of surviving four rounds engaged from |
all sides by two units of Sauruses and a vast block of
| Skinks. In the final turn, with 70% casualties, the
= indomitable stunties broke all three units and won the
| battle. Great stuff.”

“ ..all that remained of the initial Dwarf force was 3
I Slayers, Grungi Fungusson, and Snorri Henglhammer |
sobbing over the spilt Bugman's XXXXXX.”

i 8. | >, ﬂ I.

Skaven hordes!”
“The determination of the Bretonnian and Skaven
alliance was proved, as not one lizard or corrupted
human survived!” A

| “Seeing a chance to charge the Knights, I risked it...”
" | “’Ere we go, 'ere we go, ere we go! That showed
those Lizardman seum!”
“The Knights could only watch as the peasants they | o |
were entrusted with protecting were killed. But it | 4 E
didn’t matter, Bretonnia won!” 5




“As the morning mists rolled back revealing the
Lizardman horde. the valiant Bretonnian Knights rode
forth. At their fore the Bretonnian General rode,
pennant fluttering in the breeze. With a ﬂamboyanr
gesture he slammed shut his visor, lowered his lance | -
| and uttered a single word: ‘Charge!””

“The Bretonnians then tried a risky plan and ignored
the main Ore battle line. They went for the flanks at the
side (not to be confused with the flanks in the front).”

“The Bretonnians fought with valour and were only
Jjust defeated.”

e

“The tower that was guarding the city gate would have
fallen to a unit of twenty Saurus warriors if Marius
Leitdorf and Karl Franz had not charged them in the

flank and destroyed them all.” |

!
“The lizard spawn had broken through to the east, and | 3 A
1 the sounds of vicious street fighting reached even the | O <
inner sanctum of the Chapel of the Lady."” {

“The warriors continued ﬁghﬁng, somehow hopmg to | | 3
turn the odds.” ! | e

“All was lost... ™

“This was a massive game, full of blood, guts, and
action. This was also the final game, and a good end
to a brilliant month of playing.”

"

“Everything hung on the last roll of the dice... -

|
| “Things started 1o go terribly for the Bretonnian arnty.
| I don’t know what happened, the dice were horrible!”

“The Bretonnians were left shamed and dishonoured.”

“Allied forces unable to repulse the last attack! All is
lost! Arrrgh!” e




COMPILING THE RESULTS

Once the results started coming in I collected
them together. I'd like to say that I did this in an
efficient, organised manner, but that would be a
lie. The truth is I kept them all together by the
simple expedient of stuffing them all in the big
drawer on the right hand side of Nelson’s desk.
Then yesterday, (Monday 17th February, if you
really want to know), I transferred the results
from Nelson’s desk to a large Games Workshop
carrier bag and brought them down to the Studio.

At this point Andy Chambers kindly volunteered
the services of assistant games developer Andrew
Kettlewell to help me sort everything out, and we
spent an entertaining few hours counting up the
results of the hundreds of battles you lot had
fought: 1283 battles at the last count, to be exact!
We divided the battles into two types as we
counted them: the first was for the battles fought
in January in which the Lizardmen and their
agents collected artifacts from all over the
Warhammer world, and the second was for the
Siege of Antoch.

The results of all this number crunching can be
found on the previous few pages. The final %
would determine if the Lizardmen managed to
stop the growth of the Realm of Chaos, and if not,
by how much it would grow. If the Lizardmen
could get to 100% or more, by my arcane
calculations, they would prevent it from growing.

More importantly, for me at least, I've also
included as many quotes and photos as possible
from the letters, battle reports, short stories and
pictures that many (if not most!) of you sent in
along with the results of your battles.
Unfortunately, the sheer quantity of letters we
received means that I can’t include anything other
than a tiny fraction of the stuff I'd like to. Suffice
to say that if you're one of the people who wrote
in, give yourself a pat on the back for making
Dark Conspiracy so much fun for me to run! But
enough of my waffle, check out those final
results at the top of the page...

CONCLUSION

So there you have it, the Lizardmen just
manage to stop the Realm of Chaos
from destroying the world. Of course,
it’s a shame that they had to flatten the
City of Antoch in order to do so, but
you can’t make an omelette without
breaking eggs, as they say in
Bretonnia... And with that, all that
remains is for me to thank all of those
of you who took part in the
campaign around the world and
wrote in to us with the results of
your battles. I'd also like to
thank all of our valiant shop
staff, who did so much to drum up support for the
event. [t really was a great effort by all concerned.
Thanks once again, and until the next time...
have fun!



IN THE GRIM DARKNESS OF THE FAR
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With the release of Epic 40,000 this month, we couldn’t miss the opportunity to let you all in
on the fun. So, we pried Jervis and Andy away from their many other projects and shackled
them to a games table for an afternoon. As this is the first time you'll have seen an Epic battle,
we've taken the chance to explain how the game works, rather than concentrate on the tactics
used by each player and the exact actions of each model each turn. Hopefully, this will make
some of the intricacies of the rules clearer, and show the strengths and weakness of the
different unit types.

For this particular battle, Andy and Jervis fought out Gogard'’s Last Stand, one of the historical
refights from the Epic 40,000 Battles Book. This scenario makes an excellent introductory
game as it is quite simple and involves small forces. We'll be running
it as an introductory game in our stores, so if you're lucky
enough to have a Games Workshop near you, you'll be
able to pop down and have a go yourself after you've

seen how Andy and Jervis fared.

Andy and Jervis fought the battle twice. The first time
they used an Ork warband, which was
replaced by a Great Gargant for the second

battle in order to demonstrate how the
rules for war engines work. The only
other slight change we've made is that
in the background to the scenario
the Space Marines involved are
Blood Angels. In this battle report the
Space Marines are Imperial Fists because
that's the chapter we painted for our
Studio army. Andy took command of
the Orks in the first battle whilst
Jervis commanded the Space
Marine defenders. They then
swapped sides for the second
game, with  Jervis now
commanding the Great Gargant

and Andy trying to stop him.




SCENARIO

Having had the
bulk of his force
destroyed by the

Space Marines The Great Ee
whilst attacking Gargant or Ork One of the detachments
the Imperial city warband must be of Space Marines must
of Balle Alpha deployed within !:Je d(_eployed on this road
Ork Warboss, o0cm of the 1 junction ' in or a['m_md the
Gociidie it for northern edge of the ruined buildings.

9 : the battlefield.
revenge. He's

determined to do
as much damage
as he can before
the Space Marines
arrive to finish him
off. To this end he
plans to attack the
Imperial city’s
defensive line and
destroy two vital
bunkers. In the first
battle, we've
replaced Gogard's
Great Gargant with
a warband of Orks,
to explain the basic
infantry and vehicle
rules. The Orks’
objective remains
the same: destroy
both bunkers.

The bunkers
form part of a
ring of defences
for the city of
Balle Alpha and
are the Ork’s

objectives.

The ruined buildings are the
remains of Julipea, a settlement
which was destroyed by orbital fire
bombing earlier in the campaign.

detachments enter the battle
from the two roads toward
the south of the battlefield.

On the following pages you'll see lots of blue boxes with titles like “Initiative” and “Why 15cm?”.
These contain explanations of the rules and other important concepts used in Epic 40,000, and
will hopefully enable you to understand much better the workings of the game. Also, the card
section in this issue contains reference sheets for the Space Marines, Orks as well as general
game information. Why not punch them out and use them to help you follow the battle? Enjoy!

GAME ONE
DEPLOYMENT

The Space Marines set up first. In this scenario

the Space Marine player chooses any one of

his three detachments to deploy at the road R
junction, the other two detachments enter the
board in the Space Marines movement phase
via the roads. Figuring that the Devastators
will take longest to move onto the board,
Jervis chooses to deploy them in the
ruins, leaving the Land Raiders and
Tactical detachment in reserve.

The Orks may deploy up to 20cm
onto the board. Andy starts by
placing his three Stompas on the
road with the bulk of his force to
their right. Each of the
Battlewagons carries a stand of
Boyz or Nobz. Finally, Andy
places the Stormboyz units on his
extreme right.
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THE SPACE MARINE FORCE

In this battle the Space Marines are split into three
detachments. A detachment is a group
of units who fight together. Each
detachment must have a
commander, and may have a
psyker and up to ten main force and
support squads or squadrons.
These details can be written
out on a detachment card
(like the ones shown here)
which lists all the relevant
game information  for
easy reference during

the battle.

R A

TACTICAL SPACE
MARINES

Tactical Space Marines are good
all round troops. They have good
armour and close combat ability.
DEVASTATORS However, they lack the long range

Space Marine Devastators carry heavy weapons into battle. This gives them of the Devastators.

more firepower and a longer '

range than the Tactical

squads, but their bulky

weapons make them less

effective in close combat.

CAPTAINS
Space Marine Captains are heroes, they are
very tough in close combat and get a saving
throw against any damage.

FORCE CITUS.

| This detachment consists of
four Land Raider battle
tanks, and gives the Space
Marines some much needed
fast moving fire support.




LAND RAIDERS

Land Raiders are Space Marine
battle tanks. They have superb
armour and carry two powerful long
range weapons. In addition to this,
they can also transport two units of
infantry, usually the elite Space
Marine Terminators.
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FORCE LENTUS.

The Tactical squads of Force
Lentus are led by a Space &
Marine Captain. g

FORCE ACTAON.

Together with the Land Raiders of
Force Citus, these Devastators
provide the Space Marines with
some heavy firepower.

RHINOS

Rhinos are the basic transport vehicles
of the Space Marines, and several other
vehicle types are based on their rugged
design. They are fast and can carry two
units of infantry, but have no firepower.




THE ORK FORCE

Boyz through the :n the first battle the Orks form a sing1_e
desert, towards b 58S : arge detachment led by their
the defences of Rt A : 3 ; o Warboss Gogard. The different troop
Balle Alpha. g o, it types in this detachment are described
: : iy - on this page. This detachment
represents all that remains of
Gogard's army after his crushing
defeat in the attack on Balle Alpha. In
the second battle this detachment is
replaced by a Great Gargant which

Gogard commands personally.

Gogard leads his -~

THE WARBOSS (GOGARD)
The Ork Warboss is the detachment
commander, he is very mean in close
combat and very tough tool

Ork Boyz are the standard Ork troop
type. They love nothing better than to get
up close to “Stick da boot in!”.

NOBZ
Ork Nobz are more survivable than the
Boyz as well as being even harder in
close combat.

1
TORMBOYZ

Ork Stormboyz are specialist assault
troops equipped with jump packs which
makes them very fast. )




THE WEIRDBOY STOMPAS
The Weirdboy is a psyker who uses his A Stompa is a large armoured vehicle, shaped a
strange mental powers to zap the enemy bit like a giant Ork. They are pretty good at both
at close range. shooting and close combat fighting.

BATTLEWAGONS

Battlewagons are fast tanks with a long
ranged weapon. They are also good at
close combat due to the crushing rollers,
sharp spikes and claws mounted on the
front. A single unit of Orks can hitch a
ride on each Battlewagon.

Waaagh Gogard
readies prepares
for battle.




INITIATIVE. To determine
who has the initiative, one
player draws a counter at
‘random from a cup at the
| start of each phase. This will
‘allow him to decide who
moves, shoots or assaults
first in that phase.

The number of each side's
‘counters in the cup depends
on each army's strategy
rating. The side with the

‘to the lower side’s two.

In this scenario, the Space

Marines always have the [ 4

initiative in the Movement
and  Assault
Counters are drawn in the
Shooting phase as normal.

phases. |

The Land Raiders of Force Citus patrol the streets of Balle Alpha before they are called into action.

THE MOVEMENT PHASE

Jervis has the initiative and lets the Orks move first. Ever in
character, Andy decides that the Orks will assault, and marks
this with an Order dice. This allows them to move, shoot with
reduced effect, and move again in the Assault phase. The Orks
advance en masse, with the Stompas gaining an extra 5cm
worth of movement for spending their entire turn crunching
down the road. In his hurry to reach the Space Marines Andy
gets too close and Jervis yells “Snap-fire!”. Two Battlewagons
have strayed within 10cm of the Space Marines and Jervis rolls
once to hit each of them. He misses both.

With the Ork's movement complete, it's the Space Marines to
go. Jervis puts his Devastators onto overwatch. This will

: R

SNAP-FIRE. A unit that
‘gets within 10cm of the
enemy in the movement
phase can be snap-fired at.
The unit fired on stops
10cm away and the firer
rolls a D6 to hit them. You
cannot snap-fire at enemy
units that start their move
within  10cm, or units
moving in the assault
phase. A snap-fire shot is a
single roll to hit against the
target's armour.




increase their accuracy when firing, but
restricts their movement. He marks the
Devastators with an Order dice to remind
everyone. Turning his attention to the two
reserve detachments, Jervis races
forwards at top speed with his Land
Raiders to get them into combat as soon
as possible. They will not be able to fire
this turn because they have marched.
Jervis decides to be more cautious with
the Tactical detachment and they assault
instead. They spend the entire turn racing
up the road, riding in their Rhinos, and so
get the +5cm road bonus to their move.

SHOOTING PHASE

In the Shooting phase the players take
turns firing one of their detachments at a
time, starting with whoever won the
initiative for this phase. It's Jervis again,
and he begins the slaughter with the
Devastators of Force Actaon who are
closest to the Orks and may not survive
long enough to shoot if they don't go first!

He checks which units are in range and
have a line of fire. All the Space Marines
are close enough to shoot, and with such
a big target everyone can easily see some
part of the advancing wall of Orks.

Next Jervis adds up the total firepower of
the detachment. Each of the four

Devastator units has a firepower of 2,

giving a total of 8. Captain Actaon'’s unit has a firepower of 1, but as they are on overwatch they
are able to use their Rapid Fire special ability (which allows them to double their firepower
when on overwatch) and so this becomes 2 as well. Adding this to the 8 from the Devastators
gives a total of 10 firepower for Force Actaon.

The Blast Markers Chart (on the reference card in this issue) tells us this inflicts 1 Blast marker
on the Orks. Having placed the Blast marker Jervis refers to the Firepower Table. He cross
references firepower 10 with the vehicles or infantry in the open column and sees that he will
roll 5 dice to hit (see the table below, right). Now he looks
up the armour value of the targets. Battlewagons are
armour 5, so he will need to roll 5+ to kill them. The Ork
Boyz units have armour 4, so he will need to roll 4 + to hit
them. This is the lowest armour rating in the detachment.
Rolling five dice Jervis gets two 1's, a 3, a 4 and a 6.
Because the Devastators are on overwatch they can reroll
any shots that miss. Jervis needs at least 4's to hit, so he
rerolls the 1's and the 3. This time he gets a2, a3 and a
5. Discarding the dice that have scored less than a 4 Jervis
has scored 3 hits.

As the incoming fire will obviously hit the closest Orks first,
the three hits have to be allocated to the nearest enemy
units. The closest one is a Battlewagon (armour 5) so
Jervis allocates one of his sixes to this, destroying it. The

Advancing Orks
engage Force
Actaon who withdraw
in good order

Meanwhile, the
Space Marine
Land Raiders have

moved up to support.

The Orks and
Force Lentus
clash in a deadly
assault, that sees the
Orks in turn being
forced to pull back.

'requlred Instaad of takm a;ndrmai
tum any:detachment rnay either:

allowa the. detachmem to
reroll misses in the shooting phase.

| .  Halves a
detachments fi'riapcwer
|Iows them to move in

Marching. alSo assumes that a
de chment is not maklng usa of

next closest target is an Ork Nobz unit (armour
4) Jervis allocates the 4 to this. Nobz have the
Hero special ability, giving them a 4+ saving
throw to avoid being destroyed. Andy fails this
save and the Nobz are killed. The next closest
target is a Battlewagon on the road, and Jervis'
final 6 destroys it.

Now it's the Orks turn to shoot back. Andy
adds up the firepower of his detachment.
Checking the ranges, he finds that every Ork
unit can hit at least one Devastator stand, so
his entire detachment can fire. Adding together
the firepower for all the Orks gives a total of 31.
Ouch! This puts 3 Blast markers on the
Devastators who are in a far from enviable
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rom his ceve;-fng -pqsftion Actaon watched his men withdraw,
Istruggling beneath the weight of their heavy weapons. Back
; through the smoking ruins he could see the Orks still
advancing, Battlewagons would easily outpace his troops. The
comm-net crackled in his ear, “Force Lentus reporting. We have: wur
position Captain, what are your orders.”
““Form a defensive line; hofd the road and await support. Protect the
fortifications brother Lentus, Dorn is with you. Honour your chapter.”
‘Actaon turned fo see a column of four Land Ralders racing across the
‘desert flats, manoeuvring into firing positions. He rallied his battered

men to him and issued new orders. They would form a new firing fine
here, supporting the Land Raiders.

. On the road to his left Actaon saw Brother Lentus’ men meet the Orks
“head on. The distant sound of fmng echeed acmss the desert's mc_ky

Force Lentus. He Increased the magmftcaym of his aufosenses
visor, focusing on the Ork Warboss. The brutish alien roared threats
“and abuse at his followers, and Ifre warband swung rotind, s:;‘.fi rakmg
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LINE OF FIRE. As long as

a unit can see at least one
unit of an enemy
detachment it can fire,
Friendly troops do not
block lines of fire, and if
‘troops are in cover, like
buildings, then they can
- always fire out.

T

THE ASSAULT PHASE.
Detachments which have
been marked with an
Order dice as assaulting
may act in the Assault
phase. The Assault phase
represents a Warhammer
40,000 type battle: close
range firefights and close
combats, often in dense
terrain. The detachment
must move towards the
enemy in the Assault
phase. During the Assault
phase close combats are
resolved before firefights.

position. Having placed these, Andy refers to the Firepower Table. The Orks are assaulting (charging
forward, blasting from the hip) so their firepower is halved, rounding up. So their 31 firepower is

reduced to 16. They also have 1 Blast marker on them from the
hits they took earlier in the phase and this is subtracted from
their firepower, leaving a total of 15. Cross referencing 15
firepower with the vehicles or infantry in cover column on the
chart shows that Andy gets to roll 6 dice to hit.

Space Marines have an armour value of 5, but infantry in cover
gets a +1 bonus to their armour value, making them armour 6.
Andy needs to roll 6’s to hit the Devastators as they hide in the
ruins. He rolls six dice and fails to get a single hit!

And that’s all the shooting. The Space Marine Tactical troops are
still in their Rhinos and out of range, and the Land Raiders have
made a march move this turn so they can't fire either.

ASSAULT PHASE

Jervis has the initiative and decides to go first in the Assault
phase. The Tactical detachment are assaulting, so they move
forward to support the Devastators, turning off the road and
leaping out of their Rhinos. None of the Space Marines charge

BLAST MARKERS. Blast
markers represent how much
fire a detachment is taking.
They affect a detachment's
fighting ability as a whole,
reducing its firepower and
making it harder to win close
combats and firefights. Blast
markers can also pin a
detachment down and make it
difficult to rally. Blast markers
remain with a detachment.
Detachments lose 1D6-1 Blast
markers in each rally phase.

into close combat so Jervis goes straight on to work out if there are any firefights. Firefights occur in
the Assault phase between all opposing detachments that have units within 15em of each other. Both
sides roll a D6 and add bonuses for the side with the most firepower, least Blast markers, most psykers
and so on. The player with the lowest total loses and his detachment takes a hit on the nearest unit,
has an extra Blast marker placed on it, becomes broken and is forced to retreat!

Jervis finds that Captain Actaon and one Devastator unit are within 15cm of the Orks. He adds up his
firepower: 2 for Devastators and 2 for Captain Actaon (actually 1 doubled to 2 for his Rapid Fire ability).
So Jervis has a total firepower of 4. Andy adds up the firepower of all the Ork units within 15cm of any

Space Marines, getting 10. The Firefight Table shows that the Orks get +2 for having over double the

Space Marines’ firepower. The
Space Marines have more Blast
markers than the Orks (3
compared to 1) so the Orks gain
another +1. The Orks also have a
psyker and the Space Marines
don't so the Orks gain a final +1.
This gives the Orks a total of +4
to their dice roll for the firefight.

Rolling the dice Andy gets a 2,
and Jervis a 4. With the +4 the
Orks have a total of 6 to the
Space Marine's unmodified 4.
Not surprisingly, the Orks win the
firefight. Another Blast marker is
placed on the Space Marines
{they now have 4l), and they take
a hit which destroys the closest
Devastator unit. Having lost a
firefight the Space Marines break
and must make a retreat move (a
20cm move regardless of unit's
normal speed). At the end of the
move any broken units still within
15cm of any enemy units are
destroyed. With no Orks behind
them, Force Actaon easily
retreats to safety.



supporting fire. (See the diagram below.)

Looking at the sequence of play on the reference sheet, you can see that assaults are always
worked out before firefights. There is one big assault, and the Orks begin by totting up the

assault values of everything in contact with the
enemy. Battlewagons and Boyz are worth 2 each,
while the Stormboyz have the Assault special ability
(giving them +1 to their assault value) so they have
3. To this total is added +1 for each friendly unit
within 15cm of the close combat as they can lend a
helping hand with bolt gun fire even if they can't
reach with their axes. With a large mob of Orks in
support Andy ends up with a total of 25.

Jervis then adds up the assault values of his Space
Marines. Each unit has a value of 3, and with the
Rhinos in support the Space Marines have a total of
15. Like a firefight, an assault is resolved with a
modified roll off. The Orks have +1 (because they
have a higher assault value) and another +1
because they have a psyker involved and the Space
Marines don't. The Space Marines get +1 because
the enemy has more Blast markers. Andy and Jervis
each roll a D6 and add these modifiers. Andy gets a
2, with the Orks’ +2 modifier he scores 4. Jervis rolls
a 4, with the Space Marines +1 he scores 5. The
Space Marines win by 1. Looking at the Close
Combat Resulis Table, you can see that a victory by
1 is called a Narrow Win. The Ork detachment takes
the difference in scores (1) as exira Blast markers.
The Space Marines now roll to see if they killed any
of the Orks in the fighting. Looking at the table again,
it shows that the winners kill on 4's. Jervis has 2

It is now the Orks’ Assault phase. The Ork detachment has 1 Blast marker on it. Normally they
would need a leadership test to be able to move, but Andy’s Orks automatically pass because
there are over 15 units in the detachment, giving +1 to the dice roll. They charge, the
Stormboyz in the lead, rocketing forwards on their jump packs and easily reaching the Space
Marine Tactical squads. Hanging onto their Battlewagons the rest of the Orks follow them in,
leaping off at the last moment. In an assault, each unit can be attacked by a maximum of two
enemy units, Swamping the nearby enemy troops, Andy positions his Battlewagons and Boyz
stands in contact with those he can reach, moving up the units that are too far away tc provide

TURN 1 ASSAULT PHASE




o
LEADERSHIP TESTS.
A leadership test is a D6
roll which must be higher
than the number of Blast
markers currently on a
detachment for it to pass.
A detachment with more
than 15 units remaining
gets +1 to this roll.
Leadership tests are
required to rally a broken
detachment, and to
move a unit unless it is
making a retreat move.

T

Space Marine units in close combat so he rolls 2 dice. He needs 4 or more to kill the Orks and
rolls a 3 and a 5. He chooses to kill the Stormboyz unit as they are the best in assault. The Orks
have 4 units in contact with the enemy and so roll 4 dice to kill. The Close Combat Results Table
indicates that the losers also require 4's to kill. Rolling 4 dice Andy gets 1 kill and a single Space
Marine unit is destroyed. The Orks have lost the close combat and are broken. They must make
a retreat move and get further than 15cm from all enemy units or be destroyed, just as Force
Actaon had to when it lost the firefight.

RALLY PHASE

In the rally phase both sides roll to remove Blast markers. Every detachment loses D6-1 Blast
markers. The Space Marine Devastators have 4, Jervis rolls and they lose 2 of these, leaving
them with 2. The Ork detachment has 2 Blast markers, Andy rolls and the Orks lose neither.
Both sides can now try to rally their broken detachments, needing to pass a leadership test to
do so. The Space Marine Devastators need to roll over 2, but all Space Marines count as
Stubborn, which allows them to reroll failed leadership tests. No one is surprised when the

fiercely.

! he Land Raider's lascannon sponsons tracked the Stompas,
' bright flashes of energy criss-crossed the desert. Instantly one
Stompa exploded, its head spiralling into the sky as its
blackened hull collapsed to the desert floor. Another began to bum
fiercely lewagons sent shells arcing back and Actaon ducked

into cover as they began detonating all around him.

The Ork 'charge began agafn. Above them came the whine of

vehicle’s ammunition bin detonating, sowering the desert with
flaming debris. Amidst the raining fire Actaon strode fearlessly on, he
felt the presence of Rogal Dorn within, steeling him against the foe,
lending. him much-needed strength. Firing left and right Actaon
screamed, ‘For Dorn. For Dorn," venting his fury on the hated alien

blackened shell of twisted metal scorching the deseri. First he
orderad his remaining men to fall back and regroup, then he
commended those brothers who had been slain to their primarch
- before racing after his retreating detachment.
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Devastators rally. The Orks also
need to roll over 2, but they have a
+1 to this roll because there are still
over 15 units in the detachment.
They also rally.

TURN 2
MOVEMENT PHASE

The Space Marines have the
initiative and Jervis elects to move
first this time, hoping to stop the
Orks from getting too close too
quickly. The Tactical troops fall back

into the ruins, whilst the Land-
Raiders rumble forward into range.

._SFEG!ALISTS AND SPECIAL

specialist units, ranging from

but a few. These can effect
the unit's basic stat line or

doubles a units firepower and
increases its range to 45cm,

ABILITIES. There are many

Assault to Heavy Weapons,
Cavalry, Infiltrators, Psykers, |
Heroes and Artillery to name |-

give them a special rule. For
example, Heavy Weapons
but halves the unit's assault |
value. Cavalry means that a
unit doubles its speed, triples &

The Devastators still have 2 Blast it if they are charging the |

markers so they must make a | enemy. Cavalry also gets +1
leadership test to move, which they | 10 their armour rating, to a
do. With so many Orks nearby, the maximum of six.

Devastators regroup and prepares

to fire.

The Orks also need to pass a leadership test
to move because of their 2 Blast markers. With
the +1 for having over 15 units in the
detachment they pass easily. They decide to
assault again and move to their left, swinging
their attack towards the Land Raiders.

SHOOTING PHASE

Again it is the Space Marines who shoot first,
this time with the Land Raiders. Each has 2
anti-tank shots, special weapons that always
treat the target's armour value as 4. Because
they are special weapons they can also pick
their targets and may select the most
dangerous opponents rather than simply
blazing away at the closest. Four Land Raiders
have 8 anti-tank shots altogether, of which
Jervis decides to fire 6 at the Stompas and the
remaining 2 at the Ork Nobz. Eight special
weapons attacks cause 1 Blast marker. This
fusillade from the Land Raiders destroys 2 Stompas and 1 Nobz unit, which fails its Hero save.

The Orks return fire, ignoring the Land Raiders (who have already done as much damage as : T T,
they can this turn) to shoot at the Devastators (who have yet to go), hoping to kill some of them 'SUPER-HEAW W_EAEONS'
before they fire back. The Orks have 22 firepower in range, which puts 2 more Blast markers These are .399915“2 weapons
on the Space Marines. Again their total (22) is halved because they are assaulting (giving 11), such as anti-tank shots,
minus 3 for their blast markers (which leaves 8). Firing at infantry in the open this gives Andy 4 barrage weapons, or disrupt
dice, needing 5's to penetrate the Space Marines’ armour 5, but the dice fail him and all miss. attacks. They can still place
blast markers like normal
With the Orks all done, the Tactical Marines fire back. Some of the Orks are in cover and some firepower based attacks, but
in the open, which leaves Jervis with a decision. He can either fire only at the targets in the open - have additional special rules.
or decide to fire at those in cover too. If he decides to shoot at all the Orks, including those in For example, a Death Ray
cover, then he will roll less dice. This is because the column on the Firepower Table takes into
account the fact that shooting is less effective at troops hiding in cover. If he only shoots at the
targets in the open he will roll more dice (an easier target), but he will not be able to kill any of to war engines.
the Orks in cover. As some of these are quite close it is a difficult choice. In the end, Jervis fires A\ 0
at all of the Orks, his shots placing a Blast marker on them and killing a Boyz unit.

Lastly the Devastators let loose, their normally impressive firepower reduced by the Blast markers on
them. It is a complete failure, and the Orks don't even get to place another Blast marker.

ASSAULT PHASE

With no Space Marine detachments assaulting this turn, the Orks are left to charge in. Passing a
leadership test (necessary because of the Blast markers on the detachment) they pile into both the Land
Raiders and the Devastators. Multiple close combats like this are actually no more difficult to resolve than
one-on-one fights as they are all resolved in exactly the same way as the assault described in turn 1. The
assault values and supporting fire is added up and Andy's Orks end up with 36 to Jervis' Space Marine
total of 19. This gives the Orks a total modifier of +2 (+1 for higher total assault value, +1 for having more
psykers, +0 because both sides have the same number of Blast markers) and the Space Marines +0. This
is a lot closer than last time, and gives Jervis a fighting chance, if only he can roll well...
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Disaster! The Orks roll a 6 whilst the Space Marines only roll a 1, the totals are 8 to the Orks and a mere
1 to the Space Marines. A victory of 5 or more is an overwhelmed result on the Close Combat Results
Table. Both Space Marine detachments should take 7 Blast markers (the difference in total scores) each,
but there is a maximum number sufferable equal to the number of units actually in base-to-base contact.
The Devastators have 3 units involved, so they take 3 Blast markers. All 4 Land Raiders were engaged
so they take 4. This is a very sensible rule which stops detachments taking vast numbers of Blast markers
even though only one unit was actually attacked.

Finally, there was the killing to be calculated. With an overwhelmed result the losers need 6's to kill their
foes whilst the victors only need 2 or better. With seven units in contact, Jervis' dice rolls are about
average and he kills one Ork stand, the important Weirdboy (important because he is the only psyker
present and gives the Orks a +1 in assaults and firefights).

ower armoured boots pounding across the desert, Actaon could . even contemplate defeat was entirely alien to Actaon, he felt lost. In
till hear the war cries of the Orks close behind him. Bolter shells action as in thought’, Actaon remembered the Chaplain's teaching.

whistled past him and detonated on nearby rocks. Dodging the  Defeat came first in the mind. There would be other battles fie reminded
explosions he activated the comm-net rune “All forces withdraw to the  himself. If faith failed him then there was always vengeance. Reviling his

bunkers. Brother Lentus what is your s:rength Respend.” mamemary weakness Actaon stood up, turning to watch the four yellow
......... Rhinos of force Lenius racing towards the approaching Ork horde.
“Brother-Captain Actaon, casualties are acceptab Again they were terribly outnumbered. He watched as the lead Rhino

" “The allens are closing on the bunkers, you must faunch a counter took a direct hit from a Battlewagen, turning into an expanding firebail
attack. Bring them death in the name of Rogal Dom. * his voice trembled  before flipping into the air. Lentus® charge turned into a massacre before
with rage. He had given Lentus a chance for glory, but it was also his  his eyes. The inexperienced fool had sought a glorious. deatf and
last hope. If Lentus could not stop the Orks then the newly buitt ~ Wwasted his men in vain.

fouimtars woreeniiod Death in combat honours your chapter, but to an Imperial Fist victory
Activating the comm-net rune again the screams of the dying filled his  was all. For Lentus there would be no excuses. Every Space Marine is
helmet. the din of explosions echoed from the first bunker. It was already  aware of his value to mankind. Actaon acutely so, these battle-brothers
lost, Actaon winced, Lentus' counter attack would be too late. The  were his responsibility. Lentus had made his decision for him. Too many
‘Captain’s unswerving faith was shaken. He felt the weight of failure fall  devout brothers had died today. Enough, no more. Actaon swore
upon him and coﬂapsed to his knees in the dusr Over half his battle-  vengeance and ordered the survivors to disengage and withdraw. This

""" was a sad day, another small piece of the Imperium was lost




With a win like that the Orks are all over the
Space Marines (overwhelming them, in fact) and
they wipe out the Land Raiders. Force Actaon’s
Devastators are much luckier and only lose a
single stand. The Land Raiders can't break and
flee because they're all dead, but the
Devastators can and do, making their escape
move to safety.

This leaves some of the Orks within 15cm of the
Tactical troops in the ruins so a firefight ensues.
The Orks have double the Space Marines'
firepower, giving them +2 to their dice roll, but
they also have more Blast markers than the
Tactical detachment and that gives the Space
Marines a +1. Andy and Jervis roll the dice and
it's a draw. When this happens, both sides take a
Blast marker and roll again. The Orks now have
five Blast markers, so the Space Marines get an
extra +1. Both sides now have +2 which makes it
a straight roll off. Another draw! Another Blast
marker each and roll again. Finally, the Orks win,
causing a hit and a Blast marker on the
beleaguered Space Marines who break and
retreat behind the ruin.

RALLY PHASE

The Orks now have 6 Blast markers, but Andy
rolls a 6 to remove them and is left with just 1
(remember you roll D6-1 for the number of Blast
markers you remove). The Devastators have 7

1 Despite heavy

fire from Land
Raiders, the Orks
launch an assault.

Force Lentus
w7 returns to the
nearby buildings
ready to protect
the bunkers
should they come
under attack.

The Imperial
Fists’ line
crumbles. Force
Citus' Land Raiders
are wiped out and
Force Actaon
retreats again.
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10cm worth of movement
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they have more Blast markers
than the bunker, so the
bunker defenders get +1. The
modified roll off is a draw,
meaning a Blast marker each and
roll again. This time the Orks win
by 4, causing another Blast
marker. The bunker is a war
engine and therefore never makes
retreat moves, but the Orks get 2
rolls to damage it at 2+. Both do
and as neither hit causes a critical
the second bunker is left with 1
damage point. The defenders are
left so cowed by this assault that
they fail to harm their attackers.

The firefight against the
Devastators is heavily stacked in
the Orks' favour and they win
easily, cutting down the
unfortunate Captain Actaon who
fails his Hero save. The
Devastators are almost
disappearing under the Blast
markers on them as they take
another (currently their ninth) and
retreat again.

The Orks are now close enough
for the Space Marine Tactical
troops to assault them

Blast markers, but Jervis rolls a 1 so they
keep them all. His Tactical troops fare a
little better, but are still left with 2.

Both Space Marine detachments need to
rally as they are broken. The Tactical
troops pass their leadership test, but the
Devastators may not even try until the
number of Blast markers effecting them is
less than the number of units left in the
detachment. They will have to wait until
they take off some of the Blast markers in
the next rally phase.

TURN 3

This time Jervis allows the Orks to move
first and again they assault, remembering
their objective and moving past the burning
wrecks of the Land Raiders towards one of
the bunkers. The Tactical Marines pass a
leadership test in order to assault too,
hoping to repulse the Ork attack. Being
broken, all the Devastators are allowed to
do is retreat, which they do.

With the Land Raiders destroyed, the
Devastators broken, and the Tactical
troops out of range, Jervis can't fire a shot

and it's up to the Orks. Andy decides to split his firepower, firing 8 at the broken Devastators and 6
at the bunker. The Devastators are already badly mauled and the extra shooting adds another Blast
marker to their worries, but it doesn't kill any of them.

The bunker is one of the Orks' objectives and has a damage capacity of 3 and armour value of 6. For
shooting, it is classed as an immobilised war engine in the open — an easy target. Even with only a
little firepower directed at it, the Orks cause a hit, reducing it to 2. Hits on war engines have a chance
of being criticals, so Andy rolls again, hoping for the 6 which will destroy it, but not getting it.

In the assault phase Jervis lets the Orks go first, knowing his Tactical Marines are out of charge
range. A Nobz mob and their Battlewagon charge the second bunker. War engines can be assaulted
by a maximum number of units equal to their damage capacity halved, rounded up: 3 halved and
rounded up is 2. The rest of the Orks move towards the Devastators and the second bunker, not into
contact, but into firefight range. In the assault on the bunker the Orks have a +2 combat modifier, but




assuming they can pass a leadership test. : : ’ 7 =

They do, with their Stubborn reroll, and in they 4 3 e

charge. Supported by their Rhinos and led by : g 7 | The Orks attack
their heroic commander the Imperial assault : and destroy
value comes to 24. The Orks, support 3 one of the bunkers
included, also total 24 — a tie, so neither side & : while the Imperial
gains any bonus. Note that the Orks are still in i : Fists regroup.
contact with the bunker so this fight is included '

in the close combat as well.

The Space Marines win by 1, causing 1 Blast
marker on the Orks (victory at last!), but it
costs them dear. Working out casualties, Andy
destroys the bunker and kills the Space
Marine commander, so the fact that he's
broken and retreating doesn't feel too bad.
With one bunker destroyed, the worst the Orks
can get is a draw, they can't lose.

In the rally phase the Orks take off 2 Blast
markers and rally. The Devastators only
remove one Blast marker, meaning that they
still can't rally because they have more Blast
markers than units remaining. The Tactical
detachment takes off both its Blast markers.

TURN 4

Again Jervis lets Andy move first, but instead
of assaulting the Orks go all kunnin' and he
puts them on overwatch instead. Jervis
responds with an assault by the Tactical
troops, rushing towards the Orks. After last
turn’s victory they are overeager to get to grips
with the foe and a unit strays too close. It is snap-fired at, but survives.

Force Lentus
launches a
counterattack. After initial
success they are all but
wiped out by the Orks’

The Tactical Marines fire first in the shooting phase, and though they get a meagre 1 dice they still manage | fire. Jervis admits defeat.

to cut down the last of the Stormboyz, killing them in a hail of bolter fire.

The Orks return fire at the Tactical troops and with their re-rolls for overwatch they massacre the Space
Marines. All that is left of the detachment is 2 Rhinos. Looking solemnly at what is left of his army, Jervis
concedes (in total, all that's left of the Space Marine force is 2 Devastator stands, 2 Rhinos and a lot of
Blast markers). The Orks would destroy the second bunker later. Victory to the Orks! Waaagh Gogard!




4 Under heavy
fire from

Space Marine
Devastators, the
Gargant destroys

The Gargant
attacks the
Land Raiders of
Force Citus,
destroying three
of them.

Despite fierce
fighting, Force
Lentus are unable to stop
the Gargant's advance
and are forced to retreat.

the second bunker.

The Gargant
destroys the
first bunker.

GAME 2
GOGARD RIDES AGAIN!

In the second game, Andy took over
command of the Space Marines. It
would be up to him to stop Gogard's
Great Gargant (commanded by Jervis)
from destroying the bunkers.

Instead of the Devastators, Andy
decides to put his Land Raiders at the
junction, thinking that their anti-tank
shots will be the most useful against the
looming Gargant. This leaves the
Devastators in foot, in reserve. It will be
some time before they can add their
heavy firepower to the fight. Jervis
deploys the Great Gargant Korps
Grinda on the road, hoping to use the
5cm road bonus to speed him towards
the bunkers.

The Land Raiders don't last long against
the Gargant's overwhelming firepower
and multiple super heavy weapons.
Three are destroyed in the first attack
alone. The Gargant reaches the junction
having lost 5 of its 12 shields, but
otherwise undamaged. As it comes, the
Tactical Detachment pours overwatch
fire into it, stripping off its remaining
shields and damaging its left arm’s
heavy weapons battery. Blast markers
begin to pile up around the Great

Gargant, but it rumbles on, assaultmg the Tactical Marines and engaging a unit in close combat. The
Gargant's massive assault value completely overwhelms the luckless Imperial Fists who scatter before it,
fleeing beyond 15¢m of the Gargant to avoid destruction. Once out of immediate danger they rally, trying
to reform into some semblance of a defensive line.




] tresses, !mpenal super hea'y':anks and Lewathans,
Chaos Lords of Battle, Banelord Titans nd Tyranid Bio-Titans.

War engines work a little differently from infantry and vehicles.
They always move, fire in the Shooting phase (at full, not half
value) and move again in the Assault phase. They cannot
overwatch, march or make an -o’ther unusual moves. War
~ engines are not very manoeuvrable, and may only make a single
free 45° turn each ;phase Extra tums cost Scm of lhelr movemam War
‘engines are never |
~ make retreat mo'

"

The first bunker falls easy prey to the Gargant's lifta droppa. It is wrenched from its foundations and flung i L :

to the ground almost casually as the Gargant strides past, shoulder batteries still blazing at the Tactical " REPAIR ROLLS. Critical
Marines in its wake. The imperial Fists return fire, continuing to blast the war engine with all the firepower damage to a war engine
they can bring to bear. The last Land Raider moves into range again, but its anti-tank shots fail to can be repaired in the rally

seriously damage the massive machine. The Devastators on overwlaltch lgunch a Ihai! of fire frgm tl_‘reir phase on a roll of 4+. This
positions in the ruins, and again fail to includes such things as

score any criticals. Korps Grfpda putting out fires aﬂd fixing
survives, but with only 5 damage points lost void shields.
remaining it will not take much to
destroy the Gargant next turn.

In a bid to win the game at a single
stroke, Jervis fires every weapon in the
Great Gargant's awesome arsenal at the
last bunker. The gaze of Gork is just out
of range and the mega-cannon misses.
Then comes the heavy weapons battery.
A hit, another, but no more. The bunker
still has one point of damage remaining.
It comes down to the lifta droppa. If it
fails to hit then the Space Marines will
surely destroy the weakened Gargant
with their next turn's firing. It's Gogard's
last chance. Jervis needs a 4+ to grab
the bunker and destroy it. He rolls the
dice and...

...i's a hit! The bunker is smashed to
pieces and Jervis wins the game! But
Space Marines don't admit defeat so
easily (and besides, everyone wants to
know if Korps Grinda could survive
another turn’s shooting) so they carry on
and a storm of fire erupts around the
towering Great Gargant. It shudders
under the impacts, then suddenly its
ammunition magazine detonates, and
Korps Grinda disappears in a
spectacular explosion. Too late to save
the battle though, Gogard has taken his
revenge, again!
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IN ORDE
R TO GIVE THE BEST POSSIBLE SERVICE WITH THE

If you e:re posting your order.
B please s it to: ;
GAMES WORKSHOP MAIL ORDER s s

NOTTINGHAM NG16 3HY
Tel: 01773 713213

Or you can fax
your order thro :
(01773) 533453 o

MAIL ORD

THE SCALE AND THE BEARD

With the release of the brilliant new Lizardman range for
Warhammer, this month’s Mail Order poster offer just had to
involve these fearsome reptiles! The question was who to pit
them against. Well, as it turned out, it wasn’t really that hard.
We've also had a recent flurry of releases for all those stout,
bearded Dwarf generals, including the magnificent Grudge
of Drong campaign pack.

So, we had our two armies, Lizardmen and Dwarfs, but we
needed something to tie them together, or did we? Almost
without exception, every Games Workshop hobbyist loves to pore
‘over pictures of miniatures and components to choose the best possible
‘army.. Some like to have regiments consisting of lots of the same
miniature, while others cringe at the thought of even having two models
the same in a regiment! The great thing about Mail Order is that you
can pick any combination

of miniatures you could
possibly desire, and if you
want fo create your own conversions

might need!

we can furnish you with all the components you

YOUR CALL
S, OUR MAIL ORDER TELEPHONE legglgynfgﬁ %SSS R o

6am - MIDNIGHT

SEVE
N DAYS A WEEK INCLUDING BANK HOLIDAYS!

ERVI
CE, CHEWTON STREET, HILLTOP, EASTWOOD

This huge Al poster showcases all of the
miniatures available for the cold-blooded
Lizardmen and the dour, bearded Dwarves. The
Scale and the Beard is an invaluable guide to
collecting these two excellent Warhammer armies
and you never know, we may even have a bargain
or two for you!

Closing Date: 30th June 1997.

This pusi:er_may not be used in conjunction
with other Games Workshop offers.




Da good fing about bein” a Troll, is dat
all da humies "ave ter do wot you tell
*em. Da uvver good fing about bein’ a
Troll, is dat you get bucketloads of
minichoors and stacks of games to do
wot you want wiv. And dese good fings
go togevver ded well.
See, it wurks like dis. We’ve got all dese
great  mates,
who calls us up
wantin® us to
send ‘em fings
like minichoors
and games and
stuff. So wot
we do is get
our pals to tell
us wot dey
wants, and den
we can send
one of da boyz

One of da ugly humies that sits around
makin’ da place all smelly.

wOT I1Z MAIL ORDER?

off to fetch it. Den our mates gives us
some cash, so'z we can keep da big boss
men happy.
But dat’s not all us Trolls do. We also
got mates who're all smart like, and
know how to rite letterz. We gets da
humies to read da letterz for us, cos
we're a little bit fick. Sometimez da
letterz is just askin® for stuff, but
sometimez our mates rite letterz
askin’ qwestions about sum of da
games and minichoors.

Sum of our mates want fings dat dey
can’t get at any uvver place, like
fings wot nobody makes anymore.
But usually we get one of da
snotlings to go runnin’ around and
dey manage to find wot our mates
want. Cos if dey don’t, then we eats
*em. And snotties don’t like bein’ et.

Our pals don’t always just ring coz

dey want us to send ‘em stuff.

Sometimez dey just wants to know wot
us Trolls 'ave been up to, and ask us
gwestions and stuff. Da ard gwestions

" makes our 'eads ’urt, but den we just

*eadbutt sum humies ‘til da payn goes
away, so dat’s allrite innit!

OI! AEAD DIS!!

Our Large Numbers department at Head Office has been looking at all our
product codes (the random numbers on all our stuff), and have decided that
they're not long enough. So, as of now, all our new games, boxes and blister
packs will have new, longer numbers, to keep the Large Numbers

department’s abacusses whirring late into the night.

So what?

This doesn’t really make any
difference to you lot (but it
confuses the Trolls). When
you come to make your order,
you just need to fill in the Mail
Order form in the same way
you always have. The most
useful things are descriptions
of the models you require. If
you can only find the old
code, then that’s alright, we’ll
still be able to sort out what
you want. If you have the new
code, then please write this
in, just as you would do
normally, in the “code”
column of your mail order
form. Trolls read very

» ADVANCE ORDER |

* ADVANCE ORDER » ADVANCE ORDER - ADVANCE ORD

If you have'any doubts about us getting
the right model, give a description, like
“River Troll holding pick above his
head,” or just send in a photocopy of the
catalogue page with the model indicated.
Or, best of all, give us a call.

slowly, but they do like to
look at the pictures, so if you
can give them an excuse to
browse through the
catalogues they'll always be
very pleased!

ANCE ORDER « ADVANCE » ADVANCE ORDER

unreleased miniatures and

ou’ll get your stuff on the day

by First Class post, which we

o at h — only £2!

only). :

For instance, the great new
.“"arhammer Armies High Elves book
IS our next major release and you can
ance order for it right now!

713213

Simply give us a call on 01773- 3
and our Phone B« will tell \-'m-u
everything you need to know ahoulﬁ all
‘ new release
coming up. We will be only
our order or disct
the hobby!

OU can’t bear the thought of not
: the latest releases in your grasp

n as they are then the
dvance Order service is just

what you need!

AGY = HIGHO JONVAGY - H3IAHO JONVAQY « H3gHO 32

"ANCE ORDER -«

» HIaHO FONVAGY

N €ICCLLELLI0O & HIAHO TIVN €ICEIL-E€LLI0 & HIAHO TV

INVAOY

NY = 3z . .
ADY - HIGHO IDoNVAQY - HIAHO IONVAQY - HIaHO FINVAAY « HIOHO 3T



~ WARHAMMER BOXED GAME
| WARHAMMER MAGIC £25.00
| IDOL OF GORK (CAMPAIGN PACK) £12.00
GRUDGE OF DRONG (CAMPAIGN PACK) £12.00

~ WARHAMMER ARMIES - CHAOS £20.00

WARHAMMER ARMIES — HIGH ELVES £15.00
WARHAMMER ARMIES — LIZARDMEN £15.00
WARHAMMER ARMIES — ORCS AND GOBLINS ~ E15.00

WARHAMMER ARMIES — WOOD ELVES £15.00

WARHAMMER ARMIES — BRETONNIA £15.00

| WARHAMMER ARMIES ~ DARK ELVES  £1500
| WARHAMMER ARMIES — DWARFS R
| WARHAMMERARMIES - THEEMPIRE  £15.00

WARHAMMER ARMIES — SKAVEN v £15.00

| WHITE DWARF PRESENTS: CHAOS DWARFS £12.00

BRETONNIANS

WARHAMMER ARMIES — UNDEAD £15.00 |

LOUEN LEONCOEUR, KING OF BRETONNIA (boxed set) £20.00 |

| NEW! BRETONNIAN TRANSFERS ~ £3550 each
NEW! GRAIL KNIGHTS £4.00 each
BRETONNIAN BOWMEN £5.00

Boxed set contalns 8 piastlc Bretonman Bowmen

Boxed set includes 3 Grail Knights

GRAIL KNIGHTS £12.00_

THE GREEN KNIGHT £10.00
Box_ed_'_set |ncludes 1 mounted mcdel

Boxed set includes 2 plastic Knights of the Realm

BERTRAND THE BRIGAND £8.00
Blister consists of Bertrand, Guis le Gros and Hugo le Petit

Complete cavalry model with frog

Blister consists of 10 self-adhesive transfer sheets.

MORGIANA, LE FAY ENCHANTRESS £10.00

KNIGHTS OF THE REALM £5.00

CHAOS
GREATER DAEMON OF NURGLE (boxed set) £25.00
CHAOS NURGLINGS £3.00
Blister consists of 9 Chaos Nurglings :
CHAOS TRANSFERS £3.50

EMPIRE

RUTGAR EMPIRE GENERAL £6.00

LIZARDMEN
SLANN MAGE-PRIEST ON PALANQUIN (boxed set) £25.00
NEW! STEGADON (boxed set) : £25.00
NEW! SALAMANDER 3 £8.00
Blister contains 1 Salamander and 4 Skinks
NEW! TERRADON £8.00
Blister contains 1 Terradon and 2 Skink riders
LIZARDMAN SAURUSES £5.00
Boxed set includes 8 plastic miniatures LR -
LIZARDMAN SKINKS £5.00

Boxed set includes 10 plastic miniatures

ORCS AND GOBLINS
NEW! GROTFANG ORC WARLORD £8.00 each
NEW! NAZGOB ORC SHAMAN ~ £4.00each
NEW! ORC BOAR BOYZ £12.00 |
Boxed set includes four Boar Boyz
NEW! ORC BOAR BOYZ BOSS £3.00 each
NEW! ORC BOAR BOYZ HORN BLOWER  £3.00 each |
NEW! ORC BOAR BOYZ STANDARD BEARER £3.00 each
GOBLIN CHARIOT (boxed set) £10.00
ORC BIG "UNS £1.75 each
ORC BOSS £3.00 each |
| ORC BIG "UNS COMMAND GROUP £2.00 each |

LIZARDMAN
STEGADON

WARHAMMER QUEST BOXED GAME £50.00
LAIR OF THE ORC LORD ADVENTURE PACK £25.00
_CATACOMBS OF TERROR ADVENTURE PACK  £25.00
NEW! BRETONNIAN KNIGHT WARRIOR PACK £8.00
CHAOS WARRIOR, WARRIOR PACK £8.00
 ELF RANGER WARRIOR PACK ~ £8.00
IMPERIAL NOBLE WARRIOR PACK £8.00
PIT FIGHTER WARRIOR PACK ~ £800 |
TROLLSLAYER WARRIOR PACK £8.00
* WARDANCER WARRIOR PACK  £8.00
'WARRIOR PRIEST WARRIOR PACK D e
WITCH HUNTER WARRIOR PACK ERGo!
TREASURE CARDS PACK 1,2&3 £5.00 each
'BLANK EVENT CARDS £2.00

AIL ORDER T 01773-713213 MAIL ORDER T 01773-713213 MAI




| NEW! ELDAR FALCON GRAV TANK

| | NE_W' ELDAR WAVE SERPENTS

NEW! IMPEHIAL BANEBLADE SUPEH HEAVY TANK EB_OO ea_éh

| NEW! ORK BIG GUNZ ~ f4fors
NEW! ORK WAR BUGGIES ~ £1.00 each
| NEW! SPACE MARINE THUNDERHAWK GUNSHIP  £7.00 each
NEW! SPACE MARINE VINDICATOR £1.75 each

' NEW! TYRANID DOMINATRIX £7.00 each
£5 for 3 or £1 75 each

| NEW! TYRANID HIVE TYRANTS

NEW! EPIC 40,000 BOXED GAME £50.00
| NEW! GREAT GARGANT (Boxed Se) = £15.00 |
o ; £15.00
50D
AGONS-(Boxed Set) £5.00
NEW! ORK MOB (Boxed Set) : £5.00 |
| NEW! SPACE MARINES BATTLE GROUP (Boxed Set)  £5.00
| NEW! SPACE MARINES TANKS (Boxed Set)  £5.00
| NEW! TYRANID SWARM (Boxed Set) ~ £500 |

£2.00 each |

| NEW! IMPERIAL BASILISK ASSAULT GUNS ~ £2.50 each |
| NEW! IMPERIAL HELLHOUND FLAME TANKS £1.75 each |
NEW! IMPERIAL LEMAN RUSS BATTLE TANKS  £1.75 each |

IMPERIAL
WARLORD
TITAN

WARHAMMER 40,000 BOXED GAME

 DARK MILLENNIUM
| CODEX ANGELS OF DEATH A
| CODEX ELDAR

| CODEX IMPERIAL GUARD
| CODEX ORKS

CODEX SPACE WOLVES
' CODEX TYRANIDS

CODEX ULTHAMARINES
' CODEX CHAOS

WHITE DWARF PRESENTS: WARHAMMER 40,000 BATTLES

ELDAR
ELDAR VYPER JETBIKE (boxed set)

SPACE MARINES
NEW! SPACE MARINE CHAPLAIN ON BIKE (boxed set)

* SPACE MARINE BIK
SPACE MARINE BIK|

set)

CITADEL MINIATURES 1
MAIL ORDER PRESENTS:

NECROMUNDA BOXED GAME
OUTLANDEHS BOXED SUPPLEMENT

GAWDOR GANG

Boxed set contains 8 Cawdor gang fighters

DELAQUE GANG

Boxed set contains 8 Delague gang fighters

ESCHER GANG
Boxed set contains 8 Escher gang figr:lters

GOLIATH GANG

Boxed set contains 8 Golralh gang fighters

ORLOCK GANG

 Boxed set contains 8 Orlock gang fighters

| VAN SAAR GANG

Boxed set contains 8 Van Saar gang ﬁgh_ters

| SCAVVY GANG

_ES(_)_:;(-:_C_I_ set contains 8 S(_:a\LV;._f g@g_f_i_g_hters
REDEMPTIONIST GANG

Boxed set contains 8 Hedemptlonlsts

F!ATSKIN HENEGADES
Boxed set contains 8 Ratskins

SPACE HULK BOXED GAME

RON | (boxed set)
" SPACE MARINE ATTACK BIKE (boxed set)

£6.00
£1.00

IVN €12ELL-ELLI0 & HIAHO TIVIN €12ELL-€LLI0 & HIAHO TV




EPIC 40,000

SPACE MARINE THUNDERHAWK GUNSHIP

WING SUPPORTS
030100204

HULL
030100201

SPACE MARINE THUNDERHAWK GUNSHIP

A COMPLETED SPACE MARINE
THUNDERHAWK GUNSHIP

TWIN LINKED HEAVY BOLTERS CONSISTS OF:
030100207 1 x HULL
1 x ENGINES

1 x SET OF CANARDS
2 x TWIN LINKED HEAVY BOLTERS
2 x WING SUPPORTS
2 % SET OF LANDING LEGS
1 % TAIL FIN

ENGINES
030100202 TAIL FIN
030100208
CANARDS LANDING LEGS
030100203 030100209
g . £ y

S -

AFT FRONT

LANDING LEGS LANDING LEG g é g w

Designed by Tim Adcock

RIGHT CANARD LEFT CANARD

Mot suitable for children under 36 months due to small parts and essential pointed components.
© Copyright Games Workshop Ltd., 1997, All rights reserved.



EPIC 40,000

SPACE MARINE VINDICATOR ASSAULT TANK

TRACKS 1 TRACKS 2
030100105 030100106

HULL 1 BULLDOZER BLADE 1 BULLDOZER BLADE 2
030100101 030100112 030100113

BULLDOZER BLADE 3

RIGHT SIDE RIGHT SIDE 030100114
A COMPLETED SPACE
MARINE VINDICATOR
TRACKS 3 ____ TRACKS4 CONSISTS OF:
030100107 030100108 1 % HULL
s L 1 x SET OF TRACKS
A HULL 3 1 x HATCH
;}'; g ﬂ 030100103 1 x BULLDOZER BLADE
IRU

Parts from the Space Marine Vindicator assault tank are
interchangeable. For example, you could choose tracks
3 to go with hull 1, hatch 2, etc, creating your own
Vindicator combinations as we have done with these

ples below.
HULL 4

0301007104

RIGHT SIDE RIGHT SIDE

Gt &o Q@
HATCH 1 HATCH 2 HATCH 3
030100109 030100110 030100111

SPACE MARINE VINDICATOR ASSAULT TANKS

Designed by Tim Adcock

Not suitable for chiidren under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd,, 1997. All rights reserved.



CITALE]L
WINLATLIRES

EPIC 40,00

SPACE MARINE BATTLE GROUP SPRUE

SPACE MARINE BATTLE GROUP (SHOWN AT 85% OF ACTUAL SIZE)
102815

SPACE MARINE BATTLE GROUP SPRUE CONTENTS:

29 x SPACE MARINES WITH BOLT GUNS, 8 x DEVASTATOR MARINES, 10 x ASSAULT MARINES, 5 x TERMINATORS, 5 x SCOUTS, 4 x BIKES
1 x SPACE MARINE CAPTAIN, 1 x COMPANY STANDARD, 1 x CHAPLAIN, 1 x LIBRARIAN, 1 x APOTHECARY, 1 x TECHMARINE

SPACE MARINE TANK SPRUE

SPACE MARINE TANK SPRUE {SHOWN AT 80% OF ACTUAL SIZE)

102817

SPACE MARINE TANK SPRUE CONTENTS:
2 % WHIRLWIND, 4 x RHIND, 2 x LAND RAIDER

Mot suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997, All rights reserved.

S



ITADEL
NIATVIRES

EPIC 40,000

IMPERIAL WARLORD TITAN

TOP CARAPACE HEAD ARMOUR PLATING
030700101 030700108

BACK CARAPACE LEG JOINT
030700102 030700109

FRONT CARAPACE JOINT PLATE BODY ARMOUR PLATING HEAD
030700103 030700110 030700111 030700104

DEATH RAY/MEGA-CANNON HEAVY WEAPON BATTERY RIGHT LEG ARMOUR LEFT LEG ARMOUR
030700106 030700105 PLATING PLATING
030700115 030700114

A COMPLETED IMPERIAL
WARLORD TITAN CONSISTS OF:
1 x TOP CARAPACE
1% FRONT CARAPACE
1 x BACK CARAPACE
1 x HEAD
1 x HEAD ARMOUR PLATING
1 x JOINT PLATE

1 % LEG JOINT
1 x BODY ARMOUR PLATING RIGHT LEG LEFT LEG
1 x HEAVY WEAPON BATTERY 030700112 030700113

1 x DEATH RAY/MEGA-CANNON
2 » CARPACE HEAVY WEAPON
BATTERY
1% LEFT LEG
1 x RIGHT LEG
1 x LEFT LEG ARMOUR PLATING
1 x RIGHT LEG ARMOUR PLATING
2% FEET
1 x TITAN BASE

CARPACE HEAVY
FOOT WEAPON BATTERY
030700116 030700107

Designed by Dave Andrews

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Lid., 1997. All rights reserved.



EPIC 40,000

IMPERIAL LEMAN RUSS BATTLE TANK

HULL 1 HULL 2 HULL 3 D;‘Dt;:g'{;%g
030500105 030500106 030500107
TRACKS 1 TRACKS 2 TRACKS 3 TRACKS 4

—— 030500102 — —— 030500103

TURRET 3
030500111

TURRET 4
030500112

TURRET 5
030500113

TURRET 1

TURRET 2
030500110

A COMPLETED IMPERIAL Parts from the Imperial Leman

LEMAN RUSS BATTLE Russ battle tank are
TANK CONSISTS OF: interchangable. For example,
1 x HULL you could choose tracks 3 to
1% SET OF TRACKS go with hull 1, turret 2, etc,

BULLDOZER BLADE 1 BULLDOZER BLADE 2 BULLDOZER BLADE 3

1 x TURRET creating your own Leman Russ
03010011 030100113 030100114 ng y
e 1 x BULLDOZER BLADE combinations as we have done
1 x HATCH with these examples.
G-t & @ P
HATCH 1 HATCH 2 HATCH 3
030100109 030100110 030100111

IMPERIAL LEMAN RUSS BATTLE TANKS

Designed by Tim Adcock

CITADEL
MENIXTURES

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.



CITAl

DEL

VENIATLTRES

EPIC 40,000

IMPERIAL BANEBLADE SUPER HEAVY TANK

i

HULL 1 HULL 2
030500302 030500307
TRACKS 1 TRACKS 2
030500301 030500312

-

Precn! mam ;
L) Pt
__ @Eiﬁﬁ@"p )

b

LEFT SIDE

BATTLE CANNON TURRET 1

LEFT SIDE
LASCANNON 1
030500305

HEAVY BOLTER

TURRET
030500304

IMPERIAL BANEBLADE SUPER HEAVY TANK

030500303

RIGHT SIDE
LASCANNON 1
030500306

ot

HATCH 1
030100109

BATTLE CANNON TURRET 2
030500315

3 o
LEFT SIDE RIGHT SIDE
LASCANNON 2 LASCANNON 2
030500318 030500316

HULL 3
030500308

TRACKS 3
030500313

&0 @

HATCH 2 HATCH 3
030100110 030100111

Parts from the Imperial Baneblade
battle tank are interchangable. For
example, you could choose tracks 3
to go with hull 1, turret 2, etc,
creating your own Baneblade
combinations as we have done
with this example.

BATTLE CANNON TURRET 3
030500314

e i

LEFT SIDE RIGHT SIDE
LASCANNON 3 LASCANNON 3
030500318 030500317

A COMPLETE IMPERIAL
BANEBLADE CONSISTS OF:
1x HULL
1 x BATTLE CANNON TURRET
1 x SET OF TRACKS
1 x HEAVY BOLTER TURRET
1 x RIGHT SIDE LASCANNON
1 x LEFT SIDE LASCANNON
1 % HATCH

Designed by Tim Adcock

Not suitable for children under 36 months due to small paris and essential pointed components. All models supplied unpainted.

© Copyright Games Workshop Ltd., 1997. All rights reserved.

CITADE]
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EPIC 40,000

IMPERIAL HELLHOUND FLAME TANKS

__IMPERIAL TRACKS 1 _
030500205

LEFT SIDE

RIGHT SIDE

__IMPERIAL TRACKS 2 _

030500206

RIGHT SIDE

__IMPERIAL TRACKS 3 __
030500207

__IMPERIAL TRACKS 4 __
030500208

__IMPERIAL TRACKS 5 __
030500209

— FUEL CANISTERS 1 —
030500213

LEFT SIDE

RIGHT SIDE

— FUEL CANISTERS 2 —
030500214

RIGHT SIDE

— FUEL CANISTERS 3 —
030500215

T
]S

RIGHT SIDE

——FUEL CANISTERS 4 —
030500217

RIGHT SIDE

A COMPLETED IMPERIAL HELLHOUND FLAME
TANK CONSISTS OF:
1 % SET OF IMPERIAL TRACKS
1 x BULLDOZER BLADE
1 x HELLHOUND TURRET
1% SET OF FUEL CANISTERS
1% HULL

BULLDOZER BLADE 1
030100112

BULLDOZER BLADE 2
030100113

BULLDOZER BLADE 3
030100114

Parts from the Imperial Hellhound are interchangable. For example, you could
choose Imperial tracks 3 to go with hull 1, fuel canisters 2, etc, creating your
own Hellhound combinations as we have done with these examples above.

TURRET 1
030500210

TURRET 2
030500211

TURRET 3
030500212

TURRET 4
030500216

HULL 1

HULL 2
030500202

HULL 4
030500204

Designed by Tim Adcock

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.




CITADEL
FENIATURES

EPIC 40,000

IMPERIAL BASILISK ASSAULT GUN

EARTHSHAKER
CANNON 1
030500406

HULL 1
030500402

__IMPERIAL TRACKS 1 __
030500401

EARTHSHAKER
CANNON 2
030500407

HULL 2
030500403

__IMPERIAL TRACKS 2 __
030500415

RIGHT SIDE

__IMPERIAL TRACKS 3 __
030500416

RIGHT SIDE

EARTHSHAKER
CANNON 3
030500408

HULL 3
030500404

__IMPERIAL TRACKS 4 _
030500417

RIGHT SIDE

EARTHSHAKER
CANNON 4
030500409

HULL 4
030500405

__IMPERIAL TRACKS 5 __
030500418

T AP

iy

RIGHT SIDE

BULLDOZER BLADE 1
030100112

BULLDOZER BLADE 3
030100114

A COMPLETED IMPERIAL
BASILISK ASSAULT GUN
CONSISTS OF:

1 HULL
1 x BULLDOZER BLADE
1% IMPERIAL TRACKS
1 x EARTHSHAKER CANNON

* Parts from the Imperial Basilisk
assault gun are interchangeable.
For example, you could choose
Imperial tracks 1 to go with hull 3,
earthshaker cannon 2, etc,
creating your own Basilisk
combinations as we have done
with these examples below.

IMPERIAL BASILISK ASSAULT GUNS

Designed by Tim Adcock

Not suitable for children under 36 months due to small parts and essential pointed componenis. All models supplied unpainted,
@ Copyright Games Workshop Ltd:, 1997. All rights reserved.



CITADEL
VINIATVIRES

EPIC 40,000

ORK GREAT GARGANT

THE COMPLETE GREAT GARGANT CONSISTS OF:
1 x FRONT
1 x BACK
1 x LEFT SIDE
1 x RIGHT SIDE
1 x SHOULDERS
1 x HEAD
1 x JAW
1 x TURRET 1
1x TURRET 2
1 x HEAVY WEAPCN BATTERY
1x SUPER LIFTA DROPPA
1 x BACK WALKWAY
1 x EXHAUST 1
1 x EXHAUST 2
1 x CANNON
2 x ANKLES
1 x LEFT FOOT
1 x RIGHT FOOT

GREAT GARGANT

Designed by Dave Andrews

Not suitable for children under 36 months due fo small parts and essential pointed components. All models supplied unpainted.
® Copyriaht Games Workshop Ltd., 1997. All rights reserved.




CITADEL
SENIXTUIRES

EPIC 40,000

ORK GREAT GARGANT

FRONT BACK

SHOULDERS
030300302

LEFT SIDE RIGHT SIDE HEAD
030300307 030300308 030300301

HEAVY WEAPON BATTERY

SUPER LIFTA DROPPA JAW
030300312

030300313 030300306

TURRET 2 TURRET 1 CANNON BACK WALKWAY
030300314 030300315 030300318 030300304

& il
e

a3
33

o i

RIGHT FOOT LEFT FOOT ANKLE EXHAUST 1
030300310 030300311

EXHAUST 2
030300305 030300316 030300317

Designed by Dave Andrews

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
@ Copyright Games Workshop Ltd., 1997. All rights reserved.

CITADEL
NINIATURES



EPIC 40,000

CITADEL
MINIXTURES

ORK MOB SPRUE

ORK MOB SPRUE (SHOWN AT 80% OF ACTUAL SIZE)
102816

ORK MOB SPRUE CONTENTS:
1 % STOMPER, 3 x WARBIKES, 15 x GRETCHIN, 11 x NOBZ, 5 x SHOOTY BOYZ,

5 % STORMBOYZ, 1 x SHOKK ATTACK GUN, 5 x KOMMANDOS, 28 x BOYZ, 1 x WARBOSS,

1 % BATTLE STANDARD, 1 x MEKANIAK, 1 x PAINBOY, 1 x WEIRDBOY, 1 x RUNTHERD

ORK BATTLEWAGONS SPRUE

ORK TURRET SPRUE 1
102825

102825

ORK TANK CHASIS SPRUE (SHOWN AT 80% OF ACTUAL SIZE)
102773

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.
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EPIC 40,000

ORK WAR BUGGIES

A COMPLETED WAR BUGGY

CONSISTS OF:
1% HULL
1 x WEAPON
AUTO CANNON HEAVY FLAMER HULL 1
030300104 030300106 030300101

HEAVY BOLTER MULTI-MELTA RUEL 3
030300105 030300107 030300103 ORK WAR BUGGIES

ORK BIG GUNZ A COMPLETED TRAKTOR A COMPLETED SPLATTA
KANNON CONSISTS OF: KANNON CONSISTS OF:

1 % TRAKTOR KANNON 1 x SPLATTA KANNON

B 1x BIG GUN CHASSIS 1x BIG GUN CHASSIS

08600000 i1 w A COMPLETED SMASHA GUN
CONSISTS OF:
SPLATTA KANNON TRAKTOR KANNON 1 x SMASHA GUN TOP
030300203 030300204 1 x SMASHA GUN SUPPORT

1 x BIG GUN CHASSIS

SMASHA GUN TOP

SMASHA GUN
SUPPORT
BIG GUN CHASSIS 1 BIG GUN CHASSIS 2
030300201 030300202 ORK BIG GUNZ

Designed by Norman Swales

CITADEL
NENTATURES

Mot suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.



EPIC 40,000

ELDAR FALCON GRAV-TANK

HULL 1 HULL 2 HULL 3 HULL 4
030400104

Parts from the Eldar Falcon Grav-Tank

TURRET 1 . TURRET 2 are interchangable. For example,
030400102 030400106 you could choose hull 3
to go with turret 1, etc,
i n Falcon Grav-Tank
cresting. yous o i ELDAR FALCON GRAV-TANK

combinations as we have done
with this example.

THE COMPLETE FALCON
GRAV-TANK CONSISTS OF:
TuRRet & 1 TURRET
030400108 _

TURRET 3
030400107

ELDAR WAVE SERPENT

ELDAR WAVE SERPENT

HULL 1 HULL 2
030400201 030400203
Parts from the Eldar Wave Serpent
- THE COMPLETE WAVE are interchangable. For example,
i & & W SERPENT CONSISTS OF: you could choose hull 2 to go with
. ;_, . \"Ta" 1 x HULL turret 1, etc, creating your own
' 1x TURRET Eldar Wave Serpent combinations
TURRET 1 TURRET 2 as we have done with this example.
030400202 030400204

Designed by Tim Adcock

CITADEL
AUNTATURES

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
@ Copyright Games Workshop Ltd., 1997. All rights reserved.



EPIC 40,000

TYRANID DOMINATRIX

THRONE BACK
030600105

BODY LEFT SIDE BODY RIGHT SIDE
030600102 030600101

HEAD
030600103 -

THRONE
030600104

A COMPLETED TYRANID
DOMINATRIX CONSISTS
OF :

1 x RIGHT BODY
1 x LEFT BODY
1 x HEAD
1 % THRONE
1 x THRONE BACK

TYRANID DOMINATRIX

TYRANID HIVE TYRANT | TYRANID SWARM SPRUE

HIVE TYRANT 1
030600201

HIVE TYRANT 2
030600202

TYRANID SWARM SPRUE (SHOWN AT 85% OF ACTUAL SIZE)
0306001

TYRANID SWARM SPRUE CONTENTS:
3 x TYRANID WARRIORS, 1 x LICTOR, 5 x GENESTEALERS, 10 x TERMAGANTS
HIVE TYRANT 3 5 x HORMAGANTS, 5 x GARGOYLES

030600203 CITADEL
MINIATVIRES

Designed by Alan Perry, Aly Morrison and Dave Andrews

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997, All rights reserved.



CITADEL

LIZARDMEN

STEGADON

THE COMPLETE STEGADON CONSISTS OF:
1x HEAD
1x BODY LEFT SIDE
1 x BODY RIGHT SIDE
1x BACK PLATE
1x HORNY PLATE
1x TAIL
2x HORNS
1 x TAIL PLATE
1 x SKINK WITH BOW 1
1 x SKINK WITH BOW 2
1x SKINK CREW WITH JAVELIN
1% SKINK CREW WITH SPEAR
1 x SPEAR
1% SKINK CREW FIRING GREAT BOW 1
1 x SKINK CREW FIRING GREAT BOW 2
1x TOTEM
1% HOWDAH LEFT SIDE
1x HOWDAH RIGHT SIDE
1 x HOWDAH BACK
1 x HOWDAH BASE
1 x GREAT BOW STAND
1 x GREAT BOW
1% QUIVER 1
1x QUIVERZ
2 x SAURUS SHIELD SPRUES

Designed by Trish Morrison and Alan Perry

Mot suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997, All rights reserved.

CITADEL
NUNIATURES



LIZARDMEN

CITADEL

MINIATLIRES

STEGADON

HEAD BODY LEFT SIDE BODY RIGHT SIDE
020801805 020801602 020801601

TAIL PLATE HORNY PLATE
020801606 020801603

BACK PLATE HORN
020801604 020801616

SKINK WITH BOW 1 SKINK WITH BOW 2 SKINK CREW WITH SKINK CREW WITH SKINK CREW FIRING SKINK CREW FIRING

020801619 020801620 JAVELIN SPEAR GREAT BOW 1 GREAT BOW 2
020801621 020801622 020801623 020801624

SPEAR
020801618

HOWDAH LEFT SIDE HOWDAH RIGHT SIDE HOWDAH BACK
020801609 020801610 020801611

A
<
& ; ‘15““

HOWDAH BASE GREAT BOW STAND GREAT BOW QUIVER 1 QUIVER 2 TOTEM
020801808 020801612 020801613 020801614 020801615 020801617

Designed by Trish Morrison and Alan Perry

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.

CITADE
AINTXTLIRE



CITADEL
WENTATUIRES

LIZARDMEN

SALAMANDER

SKINK RUNNER 1
020801705

SKINK RUNNER 3
020801707

BODY
020801701

HEAD
020801702

TAIL
020801704

LEG -
020801703

SKINK RUNNER 2
020801706

SALAMANDER

THE COMPLETED SALAMANDER
CONSISTS OF:
1x BODY
1xLEG
1 x HEAD
1 x TAIL
4 x SKINK AUNNERS

SKINK RUNMER 4
020801708

S

.
S

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.

Designed by Trish Morrison and Alan Perry

@ Copyright Games Workshop Ltd., 1997. All rights reserved.

CITADEL
MINIATITRES



LIZARDMEN

TERRADON

REAR SKINK RIDER FRONT SKINK RIDER
WITH SHORT BOW WITH SHORT BOW
020801814 020801813
@ THE COMPLETED TERRADON
CONSISTS OF:
: 1 x HEAD
1 x TAIL
SHIELD 1 LEFT WING
020801817 1 % RIGHT WING
i 1 x FRONT SKINK RIDER
' 1 x BACK SKINK RIDER
2 x SHIELDS
PLEASE NOTE:
i STt s e HERDE NG AND TALS
ARE NOT INTERCHANGABLE
020801815 020801816

LEFT WING 1 RIGHT WING 1 RIGHT WING 2 LEFT WING 2 RIGHT WING 2 LEFT WING 3
020801803 020801804 020801807 020801808 02080181 020801812

HEAD 1 HEAD 2 HEAD 3
020801801 020801805

02325&%2 TAIL 2 TAIL 3
0208018086 020801810
CITADE

L CITADE
MINIATLURES MINIATURE
Designed by Trish Morrison and Alan Perry

Not suitable for children under 36 months due to small paris and essential pointed components.
©® Copyright Games Workshop Ltd., 1997. All rights reserved.




EMPIRE

GENERAL OF THE EMPIRE

SHIELD
020204603

HEAD AND TAIL 1
100849/1A

ARMOURED HORSE

} This particular model has
/ been designed to

£ represent Rutgar from the
Idol of Gork Campaign
Pack, but can equally well
be used as a general or
hero in any Empire army.

GENERAL OF THE EMPIRE

LANCE
020204602

THE COMPLETE GENERAL OF THE
EMPIRE CONSISTS OF:
1 x BODY
1% SHIELD,
1 x LANCE
1 x PLASTIC ARMOURED HORSE

ARMOURED HORSE
HEAD AND TAIL 2
100848/2A

ARMOURED HORSE 2
100849/4A

L3
ARMOURED HORSE 1

100849/3A

Designed by Aly Morrison

Not suitable for children under 36 months due to small parts and essential pointed components. All medels supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.

CITADEL
MENEATURES



ORC WARLORD ON BOAR

These models have been designed to
represent Grotfang the Orc Warlord
and Nazgob the Orc Shaman from
the Idol Of Gork Campaign Pack,
but they can equally well be used as
a Warlord or Shaman in any
Warhammer Orc & Goblin army.

BOAR'S TUSK
020904806

BANNER POLE
020904804

BODY
020904801

SWORD ARM
020904803

A COMPLETE ORC WARLORD
ON BOAR CONSISTS OF:
1% BODY
1 x SWORD ARM
1 x BANNER POLE
1 x HEAD
1 x BOAR'S HEAD
2 x BOAR'S TUSK
1 x PLASTIC BOAR SPRUE

ORC WARLORD ON BOAR

HEAD BOAR'S HEAD
020904802 020904805
ORC SHAMAN

BODY

BOMNE STAFF
020904302

SWORD
020304301

A COMPLETE ORC SHAMAN
CONSISTS OF:
1x BODY
1 x SWORD
1 x BONE STAFF

ORC SHAMAN

Designed by Brian Nelson

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
@ Convraht Games Warkshoo Ltd.. 1997 All riahts reserved.

CITADE]
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CITA

VNI

DEL
TURES

ORC BOAR BOYZ

BOAR BOY 1 BOAR BOY 2 BOAR BOY 3
020904001 020804002 020904003

SPEAR 1
020904005

A COMPLETED ORC BOAR
BOY CONSISTS OF:
1 x BOAR BOY
1 x SPEAR
1 x ORC SHIELD SPRUE
1 x PLASTIC BOAR SPRUE

ORC BOAR BOYZ

BOAR BOY 4
020904004

ORC SHIELD SPRUE
111204

SPEAR 2 SPEAR 3
020904008 020904007

Designed by Brian Nelson

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.

© Copyright Games Workshop Ltd., 1997. All rights reserved.

CITADEL
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BOSS STANDARD BEARER HORNBLOWER
020802201 020802001 020202101

A COMPLETED ORC BOAR A COMPLETED ORC BOAR
BOY HORN BLOWER BOY STANDARD BEARER
CONSISTS OF: CONSISTS OF:
1 x HORNBLOWER 1 x STANDARD BEARER
1 x HORNBLOWER'S ARM 1 x STANDARD TOP
1 x PLASTIC BOAR SPRUE 1 x PLASTIC BOAR SPRUE

A COMPLETED ORC BOAR

= BOY BOSS CONSISTS OF:
HORNBLOWER'S ARM 1 x BOSS

020902102 1 x SPEAR
1 x PLASTIC BOAR SPRUE

SPEAR 1 SPEAR 2 SPEAR 3 STANDARD TOP
0202804005 020804006 020904007 020902002

CITADEL ORC BOAR BOYZ COMMAND GROUP CITADEL
MINIXTIRES MIRIATLIRES

Designed by Brian Nelson

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997, All rights reserved.




BRETONNIA

BRETONNIAN KNIGHT TRANSFERS
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7. All rights reserved.

© Copyright Games Workshop Lid., 199



BRET

BRETONNIAN KNIGHT TRANSFERS

IEL

o gk BB

Wwwawoonon
WW WM O000

BRETONNIAN KNIGHTS BRETONNIAN KNIGHTS BRETONNIAN KNIGHTS
TRANSFER SHEET 1 TRANSFER SHEET 2 TRANSFER SHEET 3
136342 136343 136344

BRETONNIAN KNIGHTS BRETONNIAN KNIGHTS BRETONNIAN KNIGHTS
TRANSFER SHEET 4 TRANSFER SHEET 5 TRANSFER SHEET 6
136345 136346 136347

BRETONMNIAN KNIGHTS

TRANSFER SHEET 7

SEEATEL i

@ Copyright Games Workshop Ltd., 1997. All rights reserved.



SPACE MARINES

SPACE MARINE CHAPLAIN ON BIKE

A COMPLETED SPACE MARINE
CHAPLAIN ON BIKE CONSISTS OF:
1 x CHAPLAIN
1 x BIKE FAIRING
1 x SPACE MARINE BIKE SPRUE
2 x SMALL WHEEL SPRUES
1 x SPACE MARINE BACKPACK SPRUE
1 x SHEET OF PENNANTS
3 x SHEET OF TRANSFERS
1 x EQUIPMENT SPRUE

CHAPLAIN BIKE FAIRING
010107603 010107602

SPACE MARINE CHAPLAIN ON BIKE

EQUIPMENT SPRUE
010107601

SMALL WHEEL SPRUE DRIVER'S BIKE AUTO
(SHOWN AT 90% OF ACTUAL SIZE) BOLTER STOWAGE LAUNCHER
102791

SPACE MARINE BIKE SPRUE (SHOWN AT 75% OF ACTUAL SIZE)
CITADEL 102807

MINIATURES

Designed by Jes Goodwin

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
@ Copyright Games Workshop Ltd., 1997. All rights reserved.



voss MAIL ORNDER FORM

CODE DESCRIPTION PUBLICATIONPAGE | PRICE | QTY | poAb
72903/22 ORLOCK WITH LASGUN 1 6 ANNUAL, p112| £1.75 | 2 | £3.50
et 4 n
Use this form to mail order Games Workshop products and Citadel Miniatures from SUBTOTAL
this or any recent issue of White Dwarf, or from the Citadel Annual. When you have
totalled up 'your order, please don't forget to add the postage and packing charge. POSTAGE & PACKING |
SLEASE PRINT IN BLOCK CAPITALS AND USE A BLACK PEN.
METHODS OF PAYMENT GRAND TOTAL (TOTAL + P&P}
You can pay by chegue or postal order, made payable to Games Workshop Ltd. 1l
Alternatively, we take Access/Mastercard, Visa, and (in the UK) Switch. If you wish to
pay by credit card, please fill in the relevant details on the form below. If you have a POSTAGE & PACKING
credit card, you can place an immediate order by phoning our Mail Order Hotlines — UK & BFPO: Add £3.00, 3-7 day delivery. [
tut make sure you have your card with you when you phone. First Class add £4.00, 2-3 day delivery.
y Special Delivery (UK only) add £7.00, guaranteed on your
DESPATCH & DELIVERY doorstep the next day. (Telephone orders only)
So that you get your games and miniatures as quickly as possible, we always Overseas (including Eire): Add 40% of order value. If you
despatch your order on the day we receive it. Depending on the urgency, we can send pay by credit card, P&P will be charged at cost if less than
UK orders in one of three different ways — you choose which one suits you. The least this (minimum P&P £3.00)
expensive, but slowest option costs £3.00 and will arrive on your doorstep in 3to 7 M 2§ ]
days. First class delivery costs £4.00 and takes 2 to 3 days. Finally, if your order is Please feel free to photocopy this form
really urgent, give us a call on the usual M/O number for details of extra fast delivery!
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WHITE DWARF
SUBSCRIPTION

Take out a subscription with us for either 12 or 24 issues and
we will send you your choice of either a Citadel Annual or a
£5.00 boxed set absolutely free! Listed below you will find
all the boxed sets available for this offer. Once we receive
your subscription, we will dispatch your free boxed set with
the utmost haste because we know just how exciting it is when
you are waiting for games and miniatures to arrive!

UK & BFPO: £35.00 for 1 year (12 issues)

£65.00 for 2 years (24 issues)

Europe: £45.00 for 1 year (12 issues)
£85.00 for 2 years (24 issues)
Rest of the World: £75.00 for 1 year (12 issues)

£140.00 for 2 years (24 issues)

LS WARHAMMER 2
AW S

3 TYRAN v
TERMAGANTS ' Sus

WARHAMMER 40,000

Khorne Berzerkers Warriors of the Imperium

Plague Marines Genestealers
Chaos Space Marines Termagants
Ork Warbike Eldar Jetbike
Ork Warriors Eldar Guardians
Gretchin Imperial Guard Storm Troopers
Space Marine Bike

Ly i |
EMPIRE ARMY HALBERDIERS | =

WARHAMMER

Skeleton Warriors Black Orc Warriors
Skeleton Chariot Goblin Warriors
Skeleton Cavalry Dark EIf Warriors
Skaven Warriors Wood Elf Warriors
Empire Halberdiers High EIf Warriors
Knights of the Realm Chaos Beastmen

Chaos Warriors
Chaos Dwarfs

Bretonnian Bowmen
Dwarf Warriors
Orc Warriors

* Boxed sets worth £5.00 each.

™

S

SCRIPTION,

© BAMES -
WORESHD)]

The Citadel Annual is the definitive and exhaustive list of all
our current miniature ranges for Warhammer, Warhammer
40,000, and Necromunda. No matter what game you play or
what army you collect, you’ll find the Citadel Annual an
invaluable survival guide when searching for new models
for your army. And now, if you take out a White Dwarf
subscription you have the option of receiving this invaluable
guide to the Citadel miniatures range absolutely free!

The “Warhammer Monsters” catalogue is the essential guide
to our massive range of monsters and riders, both past and
present. “Warhammer Monsters” is available for £1 (+50p
postage and packaging) or free with any Warhammer order
over £20.00!




Models designed by Trish Morrison

The Greater Daemon of Nurgle is a hideous monstrosity, swollen and bloated
with disease. From sores and boils, pus and slime dribble over the daemon’s
body, glistening on its leprous skin, while decaying inner organs protrude from
huge rents in its rancid flesh.

The Greater Daemon of Nurgle Citadel miniature can be incorporated into both your
games of Warhammer and Warhammer 40,000 using the rules printed in Warhammer

Armies: Chaos and Codex Chaos.
WARHAMMER 2/
o000

All models are supplied unpainted. The Graat Unclean One s a multi-part expert kit
which requires a degres of modeliing skill to assemble
We do not recommend this kit for young or inexperienced modegiers.
WARNING! These products contain lead and may be harmiul # chewsd or sealowsd ®
Thesa Citadel Miniatures are not recommended for children under 14 years of age.
Citadel, the Citade! castle, Games Workshop, the Games Workshop iogo and Warhammer are
registered trademarks of Games Workshop Lid. Codex, Nurgle and Nurgling ars trademarks of
Games Workshop Ltd. @ Games Workshop Ltd, 1997 All ights resenved




Tanks of the fmpena.' Fists Space Marines

rumble through the woods. 4,

: An Ultramarines Thundemawk Gunsmp ova:ﬂws its batﬂe
A brothers as it heads off for a vital objective.




