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CORRESPONDENCE We welcome comments about White
Dwarf, Games Workshop games and Citadel miniatures. All
ietters except subscriptions and Mail Order should be
addressed to; The White Dwarf, Games Workshop, Howard
Housa, 16 Castle Boulevard, Nottingham NG7 1FL.

Please mark your envelope clearly with the name of the game
you are writing to us about. If you want a reply you must
enclose a self-addressed stamped envelope (overseas
readers should include IRCs). We receive an enormous
amount of mail. We do read every letter, but it may take a little
time for us to reply to you, so please be patient!

You can find Games Warkshop on the World Wide Web at the
following Intermet address: http:/fwww.games-workshop.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 beneficlal owner and with full title guaranteed to
Games Workshop Limited. We also retain the right to adit
and/or amend all material as we see fit. So, if you do not wish
10 assign copyright in this way, please do not send us your
submission. We're afraid we cannot work in-any other way!
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“Did you
spill my
BEER?”

Biggest Games Workshop
Store to re-open

or all of you who have

been waiting for our
Arndale Centre store in
Manchester to re-open, you'll
be pleased to know its
refurbishment is nearly
finished. The guys in
Manchester assure us it will
be ready this month. Phone
this number for more details:
0161-834-6871

SCHWOOOM!

| Shown below is figure
| painter Richard Potter’s

conversion of an Eldar Fire
Dragon Exarch riding a
Jetbike. The project is still
in its early stages, with

| Richard still planning a few

Unless you are a drinken Pwarf with a sack over your

tead youll nofice 4 few changes in this issue.!

more minor conversions
before he starts painting.

The conversion has been
constructed out of various
metal and plastic

components, together with
a modelling putty known
as “green stuff”, which the
Citadel designers use to
sculpt their miniatures.

After eighteen months at the helm of White Pwarf,
Jake Thormton has gone on to put his talents fo work
in the editorial dkoartment on our growing seres of
Warhammer Campaign Packs and Army books. The
first of these fo get Jake's red pen treatment (oakx
Assassing, will be available towards the end of the year
Left to their own devices, the reguiar Dwarfers, fogether
with new man Matt White have thrown caution
o the wind and come. yp with 4 Stonking
looking ediion of the mag and o it's
onwards and tpwards!

} *

Kobin Dews

Sun, Sea and
Wargaming!

As Games Workshop
continues to spread
the word to the
masses, stores are
beginning to pop up in
the most unlikely
places. The latest
news to surprise us is
that a Games
Workshop store will be
opening in sunny
Palma De Mallorcal
This is of course great
news for those of you
who are planning to
spend your summer
holidays in Palma.
Anyone fancy a game
of Warhammer 40,000
by the pool?



A,
,,,» M,&

RETURN OF SUN, SQUIGS
AND STORMBOLTERS 2 -
The Longest Squig

Do you want to paint figures,
play games, join in quizzes,
and win T-shirts? Then you
want to be at the Sun,
Squigs and Stormbolters
roadshow! All this, and a lot
more, is happening right
now at Games Workshop

stores along the coast of the
UK. The roadshow has
already visited Plymouth
and Torquay, and will be
travelling next to our
Bournemouth store on the
26th July, and Poole store
on the 31st July. These are
one day only events, so
don't miss 'em!

@ - Luton summer

< gaming special

f you go along to the Games Workshop Luton store
on Saturday 9th August you can join in with ‘The
Fight for the Fang’, a Warhammer 40,000 scenario
involving the Space Wolves and the forces of Chaos.
All you really have to do is turn up, but if you'd like any
more details, speak to Andy, Brian or Jim on 01582-

417474.

Storming
ticket sales

Games Day is
approaching fast
and the tickets are
selling faster. If you'd

like to go to the
Games Workshop
event of the year,
contact your local
store, or Games
Workshop Mail Order
on 0115-91-40000, for
a licket.

ur first Dublin store

has been such a
runaway success (it's now
in the top five of all GW
stores worldwide), that
we've had no choice but to
open another to keep up
with demand! The new
store is going to be in the
Blanchardstown Centre off
the M1. Phone the Dublin
Store for more info on:

003531-8725791

BIG CLUB USED
TO ROUND UP GAMERS

e received an
interesting  little
report from a bloke

called Nelson who works
with Jervis Johnson, the
man who organises all of our
tournaments and other such
events. Apparently, he'd had
a call from a chap called
Kelvin Pickup who needed
some help putting on a big

\ Warhammer game. ‘Why of
@ course we'll help,’ replied

Nelson, ‘how many points
are we talking then?' ‘Er, a
quarter of a million,’ says a
proud Kelvin. Shocked,
Nelson scurried off with
some gaming boards and
terrain for an initial
scouting mission.

Apparently, it all
started when Kelvin's

son asked him if he
could invite some of
his mates back home
for a game. From these
humble beginnings, the
idea quickly blossomed into
a club of over 20 members
with games regularly taking
place in Kelvin's big cellar.
Then came the idea of a big
battle to raise money for
Children in Need. With help
from lots of people, including
Scarborough football club
who came up with a room for
the battle, the idea became
reality. The target was to
break the record of the
largest and longest
wargame using the most
models ever!

Kelvin, the organiser.

Just a small part of the massfve 250,000 point baﬁfe, an

The attempt took the form of
a massive game of
Warhammer that lasted 96
hours using 250,000 points
of troops! After the army lists
were written and the hordes
of troops deployed (not a
small task in itself) the game
was off, with the forces split
into good guys and bad
guys. The Guiness Book of
Records have now officially
recognised the new record
set by Kelvin's huge
wargame, but have said that
the result is not of broad
enough public interest to be
printed in their book (feel
free to write and tell the folk
at the Guiness Book of
Records just how popular
our hobby is!).

Over the course of the battle
thousands died, and few
became heroes, but
everyone enjoyed the
monster bash. In the end,
the forces of evil (411 victory
points) were eventually
driven off by the good guys
(498 victory points).

All in all, this was an
astonishing project
organised by Kelvin, with
help from many others, and
together they raised £300
pounds for Children in Need.

If you would like to make a
donation and  support
Children in Need contact
Kelvin on 01723-363596.

Well done all.




LEGENDS LIVE ON

If you collect Warhammer
40,000 Eldar or Space
Marines then Games
Workshop Mail Order is the
place to get hold of the new
Citadel Legends catalogues.
Available for £2.00 each, they
include all our favourite back-
catalogue Marines and Eldar.
You know the ones, they're the
miniatures that make you go
all glassy eyed, muttering

‘ah, | remember that when it
was released the first time
round’. Alongside these old
faves are all the Space
Marines and Eldar from the
current ranges. And by the
way, if you're spending £25 or
more through Mail Order on
one of these armies then you
get a Legends catalogue free.
Good eh?

s N\
ATTENTION!
| @
PR utside a fortified
A bunker in Cyprus
. are Staff Sergeant
Smiles (left) and
Lance Bombardier
Bushell. They are both
members of 74
Battery ‘The Battleaxe
Company’ and as you
can see are both fans
of Games Workshop
and White Dwarf.
Bombardier Bushell
also told us in his
letter that he has a
squad of Space Marines painted in his Battery
colours, black and silver.

Dismissed.

\

SWORDMASTERS
OF HOETH

Not only do the
Swordmasters of Hoeth have
a higher weapon skill than

normal High Elves,

they are also so skilled with
their double handed weapons
that they can use them just
like normal swords, and
deflect missile fire aimed at
them! A command group for
the Swordmasters, and a set
of High EIf transfers are also

released to

complete this

great new
! regiment.

Close, but
no banana

In the Sisters of Batile feature
this month, you'll no doubt
notice the Preacher. Well, we
know they're not available yet,
so don't write and tell us! You'll
see them on your store
shelves soon. However, the
Missionary figure shown below
is available, but we didn’t have
=277 space to squeeze it
. in anywhere else!



RA 5iNG
INFERNO

Issue one of Inferno! — the new
publication of Warhammer and
40K action and adventure
stories — has been a scorching
success and now issue 2 is on
its way! In this new edition,
there's 12 pages of Bloodquest,
the comic strip by Gordon
Rennie and Colin MacNeil that
you may very well have seen
previewed in White Dwarf 210.
There are also stories by our
very own Gavin Thorpe and
Mark Brendan. Gavin's story is
set in the Warhammer world,

UNDEAD
Mounted Wight (x1)

T-Shirt (x1)

BRETONNIA

HIGH ELVES

Mounted Wight Champion (x1)
Mounted Wight standard bearer (x1)
Mounted Wight Horn Blower (x1)

Bretonnian Duke on Pegasus (x1)

Sword Masters of Hoeth (x3)

whilst Mark's 40K story focuses
on the last days of a planet
being overrun by Chaos. The
cover features a fantastic new
painting of Orion, King in the
Woods, by Geoff Tayor.

There's also loads more to enjoy,
so you can't afford to miss it!

Inferno, Issue 2 out soon!

FLAME
ON!

This month’s Warhammer releases

£4.00 Blister pack
£4.00 Blister pack
£4.00 Blister pack
£4,00 Blister pack
TBA

£12.00 Boxed set

£5.00 Blister pack

Swordmasters of Hoeth Champion (x1) £3.00 Blister pack
Swordmasters of Hoeth Command (x2) £4.00 Blister pack
High Elf Transfers (x10)

£3.50 Blister pack

Steadman, from our Poole store.

Mine's BIGGER than yours!

The news this
month has a
particularly large
feell Whilst we were
writing the bit on the
250,000 point battle,
Citadel designer
Gary Morley
came over
to show the
White Dwarf team some
photos that he’d come
across on his travels.

What we saw was
astonishing.
Standing at the
feet of this
model is a
normal 28mm
Warhammer
40,000 miniature,
just to give you some sort
of idea as to just how
huge the Titan is!

The man responsible for
constructing this

massive war engine was Richard o

The Titan towers over this
28mm model!

battle on the gallant and knightly

horseback and
fighting with a
lance, but some
powerful  lords
choose to ride more
exotic beasts, like the
Pegasus. Well, it is a
bitlike a horse after all,
even if it has got wings!

skies

Mon dieu, qu'est ce-que
c'est? Knights of
Bretonnia can most often
be found charging into

Alan Perry was the
Citadel designer
responsible for

rider, while renowned
sculptor of all things bestial,
Trish Morrison, took care of
the steed.

Although  designed to
represent Duke  Gilon
d’Aquitaine from the Circle
of Blood Campaign Pack,
this brilliant new model can
equally well be used as the
army general or as a hero in
any Bretonnian Army.



ames Workshop’s
G agaii‘ug:: :o see the White Dwarf tﬁ;ﬁi‘;’lupops into
magazine types g:tQUIa{fy brings us all sorts of gooda'nd
excited about (news items, a ﬂicI;es Tat
'] S @ c.

ete) but this time
S he brought something a little different

Wi,

P'm writing this letter to tell you all about a very special event games Workshop
will be running on aunday the 24th August. On that day our UK stores will be
yunning an all-day marathon gaming session in order 10 raise money for the Yoshi
Appeal Fund.

Yoshi is the son of my next door neighbour Ruth Jobson, and T've known him since
he was born 5 years ago. Although we didn’t know it back then, Yoshi ig autistic
and has some very special needs. in a nutshell, Yoshi finds it difficult 10
communicate with other people in the same way that you or | can.

part of my job is organising gaming events in our stores, and what could be
better, | thought, than getting all of the stores to run sponsored gaming gessions
for a day, with all of the money going to the Yoshi Appeal fund? Fortunately
everybody | spoke to, from the very top of the company (thanks Tom) 10 o0
the ver: pottom (thanks Nelson!) agreed that a Charity Batile Day was a
great i eal

On Sunday 24th August all of our stores will run day-long gaming gessions.
You can take part by yisiting a participating store and paying 2 small fee to
take command of a unit in the game. Fees will be worked out very simply at 2

per point of the unit you take command of, with all of the money raised
from the fees being donated to the Yoshi Appeal Fund.

Alternatively You can sponsor the event by giving donation at a Games
Workshop store, oF by sending 2 cheque oY postal order made payable 10 the
Yoshi Appeal tund to the address below. Donations can be made from now
through to the 31st August. Also, if any readers would like fo set up their own
sponsomd game Sessions to tie in with this appeal, then drop me @ line! We'll be
happy fo provide support and assistance in any way we can, and can send you a
special information pack giving details and ideas for sponsored events.

Finally, 'd just like to say that any donation you give, no matter how small, will
make a huge difference To Yoshi. Thank you for reading this message, and for the
qupport | know you will give our Charity Battle Day.

Yours sincerely.
&\J‘D %}&/— .

/’/__-‘

Jervis Johnson

aend your donations to; Yoshi join with us appeal fund, 10 Cranmer’s Grove,
Cranmer Street, St. Anns, Nottingham NG3 AHE




Dcm Bones

Heavy cavalry with 3 Wounds each and
immune to psychology — interested?
That's exactly what the new mounted
Wights (now available in blisters) have
to offer to the evil forces of the Undead.
This great new regiment is released with
their own command group making them
an impressive sight on the gaming
board. Oh, and don't forget, after the
Wights have charged with their spears
they can use their magical Wight Blades
to attack the enemy. Bonus!

The = Studio Necromunda
campaign, last reported on
back in issue 209, is really
starting to" hot up! Although
figure painter Martin Footitts'
Van ‘Saar gang, the Grim
Reapers, is still on top with a
gang rating of 3110, Owen
Crisp’s “brutal - Redemptionist
gang are quickly catching up
and could soonbe making a bid

‘This month’s Warhammer 40,000 releases
SISTERS OF BATTLE

Sisters of Battle Codex Book £12.00 each

Immolator (x1) £17.00 Boxed set
Battle Sister with heavy bolter (x1) £4.00 Blister pack
Battle Sister with heavy flamer (x1) £4.00 Blister pack
Battle Sister with melta-gun (x1)  £3.00 Blister pack
Battle Sister Cannoness (x1) £5.00 Blister pack
Transfers and Banners £3.50 Blister pack
Imperial Confessor Kyrinov (x1)  £7.00 Blister pack

Imperial Missionaries (x1) £5.00 Blister pack

Seraphim (x5) £15.00 Boxed set
Poster (x1) £5.00
T-Shirt (x1) TBA

to knock the:Van Saar's from
their pedestal. To quote figure
painter. Johas  Ekestam,
Arbitrator of the campaign, “the
Redemptionists are just flaming
the complete place at the
moment!”.

The figure shown to the left is
just one member of Richard
Potter's Spyrer team which

BURN BABY BURN,
NECRO INFERNO...

he's been using in the
campaign (busy man,
Richard... see his Jetbike

conversion earlier). This Jakara
conversion was made by
attaching the head from an
Escher ganger to the body of a
Howling Banshee. Various
scratch built additions, such as
the shield and shoulder pads,
were then added.










GAMES WORKSHIOP
- WANTS YOU

HETAI' S"I'DRE MANAGEHSITRAINEE MANAGERS
3% ks STOFIE MANAGERS
i We are seekmg exper:enced R "tai 'Managers who have the fallowmg quahttes

: Energ‘ , drive ‘and deispmmatlon PSR
An enthusiasm for the Games Workshop hobby
~ - You should be people orientated
= Ab%e to effectively manage a team
‘Fram and develop that team

THAINEE MANAGEHS

to 1om our Tramee Manager programme Qualmes required:

Drive and dstenmnatlon are essentral )
A desire to get up the maragement Iadder %

Forfboth positions wé offer
Ex’ceilent structured training

an exp: ﬁglmg and exciting company.
Aurange of company beneﬁts )

If you are mterested In elther of these posltmns; &nd your CV or apply for
an application form and write to:

Stuart Martin {Retail Recruiter), Retail Vacancles, Chew‘tnn $treet Hilltop,
S5 Eastwood Nottinghamshlre NG16 3HY.

Scime supervisory. expenence is preferred b not essent;al e ey

!

We are also Iookmg for people with the potenﬁal to be Managers, who would Ilke :
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This special feature on the Adepta Sororitas contains three scenarios
along with pages taken from the new Sisters of Battle Codex.




BATTLE.

SCOURGE OF THE DAMNED CONSISTS OF THREE SHO 'l
SCENARIOS WRITTEN BY GAV THORPE FOR THE SISTERS O
PLAYED AS SEPARATE GAMES,
TOGETHER TO FORM A MINI-CAMPAIGN THEY'RE AN
EXCELLENT WAY TO START PLAYING GAMES WITH THE
SISTERS OF BATTLE.

WE’VE ALSO THROWN IN SOME HINTS AND TIPS ON

OR I.INKED

MODELLING AND CONVERTING YOUR SISTERS OF BATTLE! ll

FORCES OF THE ECCLESIARCHY

Codex Sisters of Battle is a little different from other Codices.
Not only does it give you some essential history on the
Imperium, but it also gives you an

the Ecclesiarchy.

extensive army list for the forces of

The Ecclesiarchy are devoted to the worship of the Emperor
and the army list includes information about Battle Sister
squads, Missionaries and Frateris Militia bands, along with all
the other loyal subjects who are constantly fighting to defend
the Imperial Faith.

‘I really like all the dark history and
organisation of the Imperium, and |
find the image of ragged Militia
bands led into battle by fanatical
Preachers very appealing’

The difference between Codex Sisters of Battle and other
Codices is that the forces detailed in the book are found on
every Imperial planet, and can be formed from the planets
local population. These forces constantly battle against evil
cults without the help of other armies of the Imperium, and
even if a planet is invaded by a hostile alien race, it will be the
Ecclesiarchy who defend the world before the Imperial Guard
or the Space Marines arrive.

I really like all the dark history and organisation of the
Imperium, and I find the image of ragged Militia bands led into
battle by fanatical Preachers very appealing. Imagine these
bands fighting alongside the deadly Battle Sister squads and
you have yourself an incredibly dark, characterful and cool
army. What more can [ say except that it’s a good book!

SPECIAL CIRCUMSTANCES

There are usually only two reasons why the forces of the
Fcclesiarchy would fight alone against an enemy. The first of
these is as the primary line of defence before other troops
arrive. Preachers, Confessors and Missionaries are often the



of Faith, when certain followers of the Emperor misinterpret
his word as taught by the Ministorum, thus becoming here
Some Wars of Faith sweep through-entire ms and signi
massive upheaval, others are a much more local affair. In th
circumstances, the Ecclesiarchy is unlikely to get aid from the
Imperial Guard and Space Marines and must use its own forces
alone to achieve its aims.

‘The scenarios are best used to play
fairly small battles, perhaps only 500-
750 points per side’

This means the chumuhv will ra.u,l\- fwht a str ms_rht hmlc
lc"dl st an Lﬂel'l'l\’ .dl m}

game. The ¢

same

who wrote C

scenari inclu

typi i g

40,000 an extra twist and make them a bit more tun to pla}-‘.

s defend an Imperial base from
d Nurgle's te Marines.

are best used to play fairly small battles, perhaps
, but they can be used for larger
if you want. They great way of using the
Adeptus Ministorum army li onjunction with subsidi
army lists from other Codices, namely the Chaos Cult and
Genestealer Cult armies, with whom the Ecclesiarchy battle on
many occas

Some ideas on linking the three scenarios into a rough
campaign and using different armie en later in the
. This gi\ ; to pILL\, out
stems, or decnd lmand[ \,\nrld\

IT OWTl

what is called a narrative cam

about that sort of thing later on in the article.

THREE SCENARIOS FOR /8

THE ADEPTA SORORITAS f—-\vm
Rambling by Andy Kettiewell
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Just as Andy Chambers
invented a - simple
background for his Piscina
campaign, (in White Dwarf
199), you can invent planets
for your games and add
them to this map. Using a
map you can add an extra
dimension to your games by
plotting the victories, (and
defeats), of your armies.

MACRAGGE
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In this Scenario the Sisters of Battle have

been called upon to defend a holy place,
containing Relics sacred to the Emperor,
from an enemy of superior numbers.

Both players choose their armies from any
appropriate Codex list and neither army may
include allies. The Sisters of Battle may only
choose a force worth half the points of their
opponent’'s army...

Deployment and Terrain set-up

v b g, >
i
[

A™ ften a Genestealer or Chaos cult will mark out the Ecclesiarchy as the first target for its attention. In the more civilised places of the
: Imperium this offensive will usually be political in nature, trying to reduce Ministorum tithes, undermining the influence of the
Cardinal or Preacher, and so on. In the more Iawless regions though, open terrorism and attacks are more normal. Under cover of darkness
the cult’s members will attempt to destroy the local shrine and kill its members,

citizens would usually rally around the Frateris Clergy and defend their Shrines and temples from the alien inyaders.

Terrain set-up Deployment

Players should set up the terrain in any mutually agreed The Ministorum player sets up his army within an 18"x18"
fashion. The only stipulation is that the centre of the table square in the centre of the table. The attacker then sets up his
should be occupied by the Imperial Shrine itself. Don't forces within 15" of the short edges of the table (see the map
worry if you haven’t got a piece of terrain to represent the aboye).

shine because we have got one for you! In the card section P

S G D ‘
you will find a ch_i;] of an Imperia ne. Details of how they may not use this ability, The surprise attack doesn’t

allow these troops time to work forward to a better position.

later on in this article.




Special rules

A single Ministorum character choose an itional
Relic from Codex Sisters of Battle for half its normal points
cost, to represent relics contained within the Shrine itself.

Due to the holy aura of the Shrine, any characters

performing Sacred Rites may add +1 to the dice roll. Treat
results over 9 as 9.

Turns

To determine who gets the first turn, each player rolls a D6
and adds their army’s strategy rating. To represent the
element the attacker may add +2 to their roll. The

Starting with the end of the third turn, roll a D6 at the end
of every turn and add the turn number. On a total of 8 or
more the battle is over (a roll of a 1 always means another
turn will be played).

Victory conditions

At the end of the battle, calculate victory points to see who
has won. Use the victory points tables from Dark
Millennium to work out the poirits for destroyed and broken
troops. Characters worth less than fifty points are worth 1
Victory point if they are killed in this Scenario:

If there are no attacking models within the Shrine, the
Ministorum side gains +5 victory points. The attacker
receives +1 victory point for every three unbroken models
within the Shrine at the end of the battle.

If the defending forces have at least one squad with at least
50% of its original number left, the Ecclesiarchy player
scores an additional number of victory points equal to the
victory points value of each surviving unit (e.g. a unit worth
145 points scores 2 victory points for the Ecclesiarchy).

off with the Sisters of Battle, ¢
ettlewell, repelling the arch-dev




KEEPERS OF THE FAITH

t the head of each of the Orders Militant are the
Canonesses, shining examples of purity and dedication
of purpose.

Each Canoness is a formidable figure in her own right, charged with
overseeing every aspect of the running of her Order, and with leading her
troops into battle. Each Canoness rises to her position through a
combination of leadership ability, shrewd tactical genius and sheer
overarching faith in the Emperor.

A Special and heavy weapons.
From left to right: Melfta gun, Extra fleurs de lys have been added to this Sister Superior’s gloves. Painting »
Heavy Flamer, and Heavy Bolter. extra detail on models is a good way of distinguishing characters from regular troops.




SISTERS OF BATTLE

A our Seraphim are painted the same as all our other Battle Sisters. With

= et |
the Seraphim however, their torsos are not covered by arms or weapons, s E R AP H I M
alfowing you to paint extra details like seals and equipment pouches.

W A thinned down mixture of biack and brown inks was used to give a

scorched look to the edges of the jump packs of these Seraphim. he Sefaphim are the e"te ShOCk

: troops of the Orders Militant,
comprised of the most battle-hardened
and worthy of the Battle Sisters of
each Order.

A Battle Sisters, Seraphim and a Rhino troop carrier charge a squad of Eldar Howling Banshees.
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4 In this Scenario a Relic has been stolen by
enemies of the Imperium, and the Sisters of
Battle must recover it.

Armies are chosen from the appropriate Codex
4 army lists. The Adeptus Ministorum force may
tb E not contain any allies (news of the
Ecclesiarchy’s loss must not be allowed tro

spread beyond the organisation).
T T L N R L

Deployment and Terrain set-up
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ccasionally an important symbol of the Ecclesiarchy will fall into the hands of the enemy. This blatant affront to the dignity of the
Emperor cannot be allowed to continue and the Ecclesiarchy must recover the stolen item at all costs.

Terrain set-up Deployment
Players should set up the terrain in any mutually agreed The two armies deploy as for a normal Warhammer 40,000
fashion. The terrain we have used above is simply what we battle (24" apart and 12" from the neutral table edges)

thought would make for a good battle, and isn’t *official’. according to their strategy ratings.




Special rules

The enemy commander is carrying the Relic at the start of
the battle and cannot pass it to anyone else (it’s far too
valuable to trust to an underling). If the model carrying the
Relic is killed by a ranged attack, remove the miniature and
place a small counter or model to represent the Relic where
it fell. A model that finishes its movement in contact with
the Relic may pick it up at the end of the Movement phase.
If a model carrying the Relic is killed in hand-to-hand
combat, and there are no other enemy models in contact, the
victor immediately takes possession of the Relic. If there are
other enemy in contact, the Relic is dropped as described
earlier All Ecclesiarchy forces Hate the enemy character or
squad carrying the Relic..

The Relic has no intrinsic powers (it doesn’t act as a
Wargear Card) other than instilling Hatred in the
Ecclesiarchy troops. Its purpose in the game is to act as an
objective for the Sisters of Baitle.

Turns

The players can play to a number of turns agreed upon by
both parties, or you can roll a D6: 1=4 turns, 2, 3 or 4 =3
turns, 5 or 6=6 turns.

To determine who gets first turn, each player rolls 1D6 and
adds their strategy rating with the highest score going first.

Victory conditions

At the end of the battle, calculate victory points to see who
has won. Use the victory points tables from Dark
Millennium to work out the points for destroyed and broken
troops. Characters worth less than fifty points are worth |
Victory point if they are killed in this Scenario.

In addition, the army with possession of the Relic gains an
additional +3 victory points.

Andy points to his favourite part of the page, whilst Mark
j s in some performance art doing his infamous
ion of a lectern.




SISTERS OF BATTLE
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4
This Scenario is a reconnaissance
mission for the Adepta Sororitas,
th B requiring them to push beyond the
front lines of the enemy.
Both players choose their armies from

any appropriate Codex list and neither
army may include allies...
[ e S s s s RS

Deployment and Terrain set-up

(

g § the forces of the Ecclesiarchy often form the first line of defence against attackers, it is extremely important that they discover the
extent of the threat they face, Deep strikes past the front lines of the enemy army help the Adeptus Ministorum commanders gather
‘information so that they may pass on this intelligence to Imperial Guard and Space Marine commanders when (or if... ) they arrive.

Terrain set-up Deployment
Players should set up the terrain in any mutually agreed The two armies deploy as for a normal Warhammer 40,000
fashion. The terrain we have used above is simply what we battle (24" apart and 12" from the neutral table edges)

thought would make for a good battle, and isn’t ‘official’.




Turns

The players can play to an agreed number of turns, or you
can roll a D6: 1 or 2= 4 turns, 3 or 4= 5 turns and 5 or 6= 6
turns. If the Ecclesiarchy player can move three squads with
under 50% casualties off the far side of the table, the game
ends immediately. To do this, simply move the models off

the edge as part of an ordinary move or run move. Troops
which flee off the table edge do not count.

The Adeptus Ministorum army goes first as their attack is
launched without warning.

Victory conditions

At the end of the battle, calculate victory points to see who
has won. Use the victory points tables from Dark
Millennium to work out the points for destroyed and broken
troops. Characters worth less than fifty points are worth 1
Victory point if they are killed in this Scenario.

In addition, the Ecclesiarchy gains a number of victory
points equal to the value of any squads exiting the opposite
table edge (worked out using the Dark Millennium tables).
The other army gains | victory point for every unbroken
squad with under 50% casualties it has in its own
deployment zone.

“Oi you! Look it sez it here.” A tense moment in the game
occurs when a technicality could swing the balance of power
in either direction.
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Above and far right: Details of the Ecclesiarchy Shrine.

Arch Confessor Redemptor Kyrinov exhorts the Battle Sisters of the Order of Our Martyred Lady into even greater
efforts in the defence of an Ecclesiarchy Shrine. The Battle Sisters are aided by a squad of Imperial Guard Cadian
Shock Troops, led by a Preacher of the Adeptus Ministorum.




SISTERS OF BATTLE

THE IMPERIAL PRIESTHOOD

Ithough the priesthood of the Adeptus Ministorum are not given the training that
Battle Sisters receive, many Preachers, Confessors and Missionaries are none
i\ the less accomplished warriors. They are quite able to defend themselves and the

£ Imperium from aliens and heretics.

<A Spiral patterns have been
painted over Kyrinov's cassock
and the long black sash around
his neck. The paftern is the
same on both, but the colours
are direct opposites, so that on
the black sash the pattem is
picked out in gold, whilst on the
white cassock the pattern is a
pale, almost silvery grey. White
lines have also been added to
Kyrinov's lcon of Chiros and
the haft of his Mace of Valaan,
making both items appear to
be crafted from veiny stone
resembling marbie or

A There are millions of Preachers throughout the Imperium,
and the styles of dress they adopt, as well as the colours of
their garb, are numerous and diverse.

< This Missionary
Champion has benefited
from lots of detailed
painting on his book and
his tattered robes.

A Reademptor Kyrinov inspires a squad of Valhallan lce Warriors to even greater heights of bravery in the face of the enemy.




tive hand weapons from Wark o la models,

¥ Brignadius The Pious. ¥ Alfemative heads from
Eldar Warlock, with added Warhammer or Necromunda
Brefonnian models.
Knight helm, Empire Standard,
and Liber Bubonicus from
Skaven Lord Skrolk, Eidar
anmour decoration has baen
fied away, and foil purily seals
have been added.

Euclesiarchy Conbergions - By John Blanche
The Citadel Annual lists numerous miniatures which can
be converted into exciting Ecclesiarchy characters. Dark Angels

Space Marines, Necromunda Redemptionists, Warhammer
Wizards, or any kind of robed figured can be used to good effect.

' Exorcizandis - High Lord of Lastrati,

1 Usa Mephiston, Blood Angels Lord of Death. Grails are from Apothacary Corbulo, using
plasticing to craats the fire. Repiace Mephisfon's shoulder pads with plastic skeleton
heads and add a Chaos plasma pistol and & Chaos Terminaior power maul.

s

> Equm -
Bishop of Metallica,
- Use Ahriman the
Chaos Sorcarer.
Swap head for that of
a Bretonnian Knight
Errant, Add grail arm
- from Moargiana Le
Fay, a Chaos plasma
pistal and a Chacs
ko[ banner pofe. Shroud
* Is made from foll

¥ Barbarosa Malificarum - Confessor Absolutus.
Imperial Jade Wizard with plastic Chaos plasma pistol, Dark Angals and

»* Heironymus Vulcanis. Chaos Terminatar

» Tortus Bubonicus.
Basic figure Is a
Necromunda
-Redemplionist, with

Using Fabius Bile, the head of an
Empire Outrider, plasticing
shoulder pads, foil purity
sedls, plastic skeleton
skulls and & Space

added skulls and the
small bell from a
Skaven Sereaming
Bell, Litany parchments
are cut from foll,

> Guido Noctula - Prigst General of
the lron Brotherhood,
Made from the forso of & Space Maring
Chaplain, with tha arms of an
Impenial Guard Sergaant and the
lower bady of Ezekial, the Dark
Angels Grand Master of Librarigns,
The Impenial eagle has been filed
away from the model's chest,
Ezekial's book, keys and
other paraphemalia are
very evocative of the
Ecclastarchy.

2% 1
1=,
> Corvus Corax - Sister Sabine.
Necromunda Escher gang figures
can easlly be convertad into Battie
Sisters. Here the hair has been fled
away from an Escher figure,
and a Chaos bott pistal and
purity seals made from

, il

can be used as Adspta Soronitas banners, A




PLAYING SCOURGE OF THE
DAMNED AS A CAMPAIGN

To make your games of Warhammer
40,000 more rewarding it’s a good idea to
link them together with a storyline. This
is called a narrative campaign and,
though it sounds a bit official and
tiresome, it's easy to do and adds extra
excitement for you and your friends.

A variety of storylines can be made up to
link the three scenarios in this article
together, but here is an example just to
give you some ideas. At the start of a
planetary rebellion the rebel cults will
normally attack symbols of authority and
power. So, the first scenario you could
play following this story line is Defend
the Shrine. If the rebel cult wins this
battle then they might steal a relic from
the shrine and run off with it to rally their
supporters. In this case you could play a
Liberate the Relic scenario. If the cult
wins again then the Ecclesiarchy may
realise the strength of the rebels and try
and call for help or attempt to break
through the cult’s main force. Now you
can play the Pierce the Darkness scenario
to conclude the narrative campaign (and
the story).

Warhammer 40,000 missions and
strategy cards can also provide you with
a simple storyline. If you decided that the
Ecclesiarchy force was going to defend a
hill, for example, you play a normal
game of Warhammer 40,000 and give
them the Hold the Line mission and the
Insane Bravery strategy card. The
attackers could have the

Dawn Raid mission and the
Reinforcement strategy card.

Using this sort of system you

can play a fun narrative

campaign with your friends.

For more ideas on this sort of

thing have a read of Andy

Chambers’ article in White

Dwarf 199.

There is no reason why you
can’t use other armies when
you're playing the scenarios
in this article. With a little
thought each scenario can be
subtly changed to incorporate
other races of the forty-first
millenium. Defend the
Shrine, for example, is

When vou first set out to plan vour ewn canigpa,

perfect for an Eldar force repelling an
attack on one of their sacred sites. Pierce
the Darkness is a good scenario for a
desperate Imperial Guard force being
attacked by Orks and the Liberate the
Relic scenario can be used by anybody,
just by changing the Relic to some other
important item.

podnis is to generate a simple plot for the first few scemarios, and then nigt,

a map of the area in which the action takes place

one of the best siartin



ASSEMBLING
THE SHRINE

This page gives you all the instructions you need to assemble
your cardboard Ecclesiarchy Shrine. We should point out that
this Shrine can be used as a piece of terrain in just about any
game of Warhammer 40,000 you care to have (you could even
use it in your games of Warhammer as a chapel!) and isn’t
limited to playing the Defend the Shrine mission alone. With
that in mind, this Shrine can make an interesting focal point for
many different types of scenario, so why don’t you get your
thinking caps on and come up with your own games leading on
from the ones we have printed in this article.

You don’t have to go overboard when you make your Shrine
and it will be perfectly adequate for gaming with if you just
follow the instructions on the right, but if you fancy more of a
challenge then Andy has had some ideas for improving it...

Adding a base to your shrine to match the colour of your
= ‘board can make all the differenice. The base I have

- the shrine is made from card and painted geblm
_gmen'and then ﬁox:ked Thm alse gwes the madel more
heads and pﬂiars are made from
things T found in my bits box. The
gargoyles are simply plastic

‘Saurus  heads from  the
Warhammer boxed set, and the

-pillars, well, I wasn't sure where
the pillars came from, but Mark

tells me they are from
Man O’ War!

Stage 1: Pop out 1,2 and 8 and glue together as shown to make the
Shrine's walls.
Stage 2: Pop out all the rectangular card sections and fold along the
creases as shown. Carefully glue in the tabs to form boxes.
Stage 3: Pop out 4. Glue 5 to the top of 3 to form the Shrine’s steps. Glue
7 to the closed end of 8 to make the Sepulchre.
Further Assembly: Glue the steps to the front of the Shrine like in the
photograph. Glue 4 to the end of 2 to make a comer and glue 6 into the
corner. Glue the
Sepulchre between 9
and 1,running along 1.
Similarly, glue 10 so
that it runs along 2.

ﬂ'_g-du




The best way to use the flamer template
is to carefully cut it out from the page
and glue it onto card to make it a bit
more sturdy. Any sort of card will do, a
corn flakes box, (or any other cereal
hox), is perfect for the job.

> IMMOLATOR

The Immolator Flame Tank is
- the standard battle tank of the
Adeptus Sororitas, and it is unique to
their organisation. In addition to having
troop carrying capacity, on account of
being built around a standard Rhino chassis,
the Immolator gets its name from its special,
turret mounted twin heavy flamer. This rather
unusual weapon has been the downfall of many an
invading force repelled by the efforts of the Ecclesiarchy.
It can be fired in two different ways giving different effects
on the battlefield. The enemy can either be targeted with a
3 tightly focused beam which uses a single heavy flamer
» *« template and hits models underneath it twice, or as a wide
spread hitting more models once, illustrated by the template

shown on this page.
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' The ‘Warhammer 40,000 game
enables you to fight conflicts
between human and alien warriors -
on 'a tabletop battlefield.
Warhammer 40,000 prowdes you
80 finely ,detalled miniatures which
make up the core of two rival
armies - the heroic Space Marmes.

nd the brutal Orks




* The Blood Angels prepare to engage the Ork threat. This photograph features metal miniatures " . TS
not available in the Warhammer 40,000 game. e e

<

The Warhammer 40,000 boxed game contains everything you need to
del miniatures, buildings, rulebooks, dice and much, much, more.







bl

|
:




Paul Sawyer, Editor of the Citadel Journal, has been playing Orks in Epic battles for years. He says
the thing he loves most about Orks is their unpredictability. “You either win hands down or get
slapped all over the battlefield,” speaks the voice of experience. Paul’s core force consists of
a huge detachment of Boarboyz, backed up with several smaller Kuits of Speed and lots
of Gretchin and Pulsa Rokkits. His detachment of Fighta-Bommerz destroyed three
of Jake Thornton's nine Land Raiders in one deadly ground attack. He now
calls them the “Lucky Sixes” because Land Raiders have an armour rating of
6+. As you can see, Paul prefers to design each of his detachments around a
specific purpose — this makes them easier to handle on the tabletop.

MODELLING ORKS

Paul has spent quite a few hours modelling
and converting his army, and the troops he's
making on the new Epic bases are no
exception. These conversions include using
springs to erratically propel some of his
Stormboyz skywards and making a crazy
Cyboar for his Boarboyz command unit. “| see
the Ork hordes as a rag-tag collection of
unique vehicles,” he says, “and try to convert
as many as possible.”




Paul also uses lots of older models and parts
from the wvast Citadel Miniatures back
catalogue. By using some of these older metal
miniatures he's created the rag-tag looking
army he fondly talks about, but all painted to an
incredible army standard.

TERRAIN

As Paul already has an enormous Ork
horde he's taken the opportunity to get
into terrain modelling, an aspect of the
hobby he thoroughly enjoys. He set
about making up some of the small wall
sections that you get on the Epic 40K
bases sprue. He added some sand and
flock as well as destroyed tanks and the
odd dead Space Marine (hurrah!) and
there you have it, some great looking
terrain that takes next to no time to make.

PAINTING ORKS

Paul's been painting for years, in fact he considers himself more of a painter than a gamer.
He tends to use black to undercoat his Orks as it lends depth to the models but will use white
if they are Bad Moons for instance. When it comes to painting metal on his models, Paul
uses his own method, “Instead of just drybrushing metal paint onto a black undercoat | prefer
to paint a base colour of Boltgun Metal, shaded with Armour Wash and highlighted with
Mithril Silver. | then add a watered down Brown Ink wash to create a rusted look to the
models. | also like to cover my Ork vehicles in transfers, glyphs and sigils.”

Although Paul’s army is huge he still has much more he wants to do. “As well as rebasing
my infantry with the brilliant new Epic bases, I'm currently working on a Goff Mega-Gargant
with every inch covered in deadly close combat weapons and a large detachment of
captured or traded Imperial vehicles that have been suitably kustomized by the Blood Axes.”
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WAAAGH!

Andy Chambers collected his army for a specific reason. When
he and his mates decided they wanted to start playing the
Piscina Campaign, which we reported on a year ago, (see White
Dwarf 199) in Epic 40,000 they also swopped sides. Andy, who
has been fighting with his Iron Warriors Chaos Space Marines
decided to build up an Ork Waaagh based loosely on his
opponent Slim's army, who himself now has a Chaos Space
Marine army. At the moment Andy is playing with a whole
campaign system for fighting Epic 40,000 battles, which we'll let

you into soon I'm sure. Andy’s first task with his Ork force was
to revamp his Ork army. He began by painting a load of
models first, but couldn't make up his mind about the
detachment composition. Then he began to put his
detachments together, giving each one some kind of theme.

MODELLING DA BOYZ

Andy had a very strong image in his mind about how he
wanted his army to look. Each battlewagon was converted
and, like Paul Sawyer, he used a lot of older models from the

it ik o b e ]
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Ork back-catalogue to make his army look rag-tag. Even as |
write this he is converting some Imperial vehicles into Ork
battlewagons. Andy got a lot of inspiration from looking at
other people’s armies. He converted his Shooty Boyz heavy
weapons, making all manner of heavy bolters, lascannons
and autocannons, etc. Some of his sprues of Orks were old
and slightly damaged and his Nobz often didn't have banner
poles. However this turned out to be a blessing in disguise as
a Nob unit with some of the Nobz without back banners looks
really good. Time to get the clippers out | think!

PAINTING

Andy's painting style was also inspired by someone else's efforts.
“When | saw Waaagh! Grishnak | decided to paint my QOrks the same
kind of way. Start out with a black undercoat, then dawb a mix of Tin
Bitz and Boltgun Metal paint all over it. Then you can paint either red
‘or yellow directly over the metal, which works really well. 1 also left
some armour plates in bare metal. With flames and other markings
painted on in either Skull White or Chaos Black, | finished off the
battlewagons with ork glyphs from the Ork Warbike transfer sheet.”




WAAAGH! GRISHNAR - RULT OF SPEED!

ADRIAN WOOD

Adrian: Collecting and fighting with a

brand new army is really exciting. It has to

be said though that when | decided to collect

a small points value Epic Ork army | was a

little mystified where to start. Everyone |

talked to had good advice but it was Robin

Dews who suggested that | base my

detachments on my Warhammer 40,000 Ork army,
Waaagh! Grishnak.

This seemed like a great plan and | began to organise my
Waaagh into detachments, approximately 200 to 300 points strong.
These detachments were small enough to be manouverable but large
enough to take a pounding without being rendered useless in a fight. With
an Ork Warband representing the core of my foot troops led by Grishnak, | added
three Kults of Speed, two consisting of battlewagons and one with Warbikes and
Speed Freeks. In batile the force is dead shooty, able to blast the enemy to pieces from
a distance, inflicting large casualties. The battlewagons make the horde hard enough to send
my opponent’s detachments retreating from the assault in tatters.

| decided to paint my army in a very dark moody style. The models were undercoated black, then drybrushed with Boltgun Metal. | then
built up the red armour first using Warlock Purple, then Crimson Gore, and Blood Red, varying the degree of colour from one model to
another. | have also used this darker, moodier look on my new 40K Orks as well.




Jonas Faering isn't a particularly veteran Ork player, in fact he's only ever played two games with this army!

This is because he hates playing with unpainted miniatures, and quite right too! Jonas has worked in the 'Eavy

Metal team and this is reflected in his army painting style, nice and bright. The Kult of Speed is made up of

battlewagons with parts from a Mega-Gargant glued on, so each battlewagon is different from another. Jonas always tries to Assault
the enemy at all times, because in an Assault you can be sure there is always a winner and a loser... very effective and typically

Orky tactic!




Chris’ army is quite different in many
respectss. Unlike the other armies
we’ve looked at, Chris’ Ork
detachments don’t contain a lot of
conversions as

such, “Radio

aerials are

about as far as

I’ll go really. The

Ork range of plastic

battlewagons has

such a diverse

assortment of close

combat weapons,

turrets, rollers and

battleclaws that there isn’t

any need to do any serious
conversion work. There is

already plenty of variety.”

However Chris has got a
number of converted

Rhinos in his force, although
once again these are simple
turret swops.




Everyone seems to have a different idea of how Epic tanks and
troops should be painted and Chris is no exception. To begin with
his troops are sprayed with a black undercoat first then a second,
lighter undercoat of white adds some easy shading. He then paints
on all the details, the guns, Ork skin, and shoulder pads, which are
really easy to pick out. When he paints tanks, Chris uses an even
crazier technique. He uses car sprays to colour up his tanks and
then applies a wash of Citadel ink to shade them and matt down the
colour. Chris picks out the roofs and turrets in a contrasting colour,
in the case of his yellow/sand coloured battlewagons this is red.
Citadel transfers finish off the models. Like many of the Ork generals
I've talked to Chris uses a lot of old Ork miniatures. Unlike the
Imperial range of tanks the Ork range can be freely and easily mixed
within detachments to create a disorganised looking Ork army.

“How about this for a great idea. Chris
has glued his Blast markers to pennies for
extra strength and stability!”

How does his army perform on the battlefield? “Orks are tactically
challenged. They don't have flyers, drop pods or large flying
transport vehicles to get them to the enemy fast so they tend to have
one tactic, rumbling forward in a huge cloud of dust. Objectives can
be a bit of a problem, depending on what they are. Some work better
for Orks than others.

For instance, when | was playing against Paul Robins a while back
my eighteen strong Kult of Speed had to race over a bridge in order
to acquire two Capture objectives. Unfortunately Paul's Basilisks on
the other side blasted them apart, leaving about four models left!
(Speaking of dust clouds by the way, | guite like the idea of making
a huge modelled dust cloud to cover the advance of the army. The
enemy just wouldn't be able to see what was coming, now that
would be nasty! Ha! Ha! That is if he'd let me of course.)

| also find that Battle Fortresses work better for me instead of
Gargants. They are cheaper you get three or four Fortresses for
your points, rather than investing all of it in a single large target that
can easily be blasted apart by sustained firepower.”
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Firstly, my Waaagh!

Grishnak detachment

is the only warband in

the army, the rest are
Kults of Speed, full of
battlewagons and
warbikes. This is an
example of how you
can base your Epic
40,000 army on your
Warhammer 40,000
force, and even expand
tains six units of Shooty

it, as | have done. It con
Boyz, three units each of Boyz, Gretchin and

Nobzmobs as well as the legendary Grishnak

E'VE SEEN THESE GREAT LOOK
WOULD BE A 6OOD IDEA TO

‘sHOULD_ GIVE YOU LOTS OF

battlewagons! Truly this i
y this is a close
monster detachment at 385 points. e

In  contrast to my |
warband, Jonas' |
Bigtooth detachment is a
Waaagh seriously tooled |
up for close combat. It |
includes single units of
Stormboyz, Nobz and
Ko_mmandos with four
units of skarboyz. The
force is backed up by
three Dreadnoughts, two
Stompas and two

himself and is worth 217 points.

Jonas’ detachments

Bommas is a multi-

detachment, whfc!hm::
the style he really
prefers. As well as
Ngzdreg himself, seven
units of Nobz take care
of business in close

Unlike both mine and

Ar‘ldy’s Nazdregrs

Kommandos, Boyz,
Skarboyz, Stompas,
pattlewagons  Nobz,
Stormboyz, Gretchin,
you name it, Chris will
puild a truly huge |
detachment out of it! |
Chris prefers really big |-
500 point detachments
with a broad spread of
different  troops in

them. This idea comes

Rokkits blast the enem
can see, a much n:{
detachment at 23g poin

combat whilst five bj

bi
gunz and two Pulsg
from a distance. As you

ore all R
5 round f|ghhng

from his complete UItr
he's made in Epic scale.

with complete companies
has to be as immense in sizel”

amarines chapter that
“'m so used to fighting
that my Waaagh just

A 195 points Kult of Spee
well as classic




CLASH IN THE 41sT MIL'LENNIUMJ

Citadel, the Citadel Castle, Epic, Games Workshop, the Games Workshop logo and Warhammer are
registered trademarks of Games Workshop Ltd. ® Games Workshop Ltd, 1997. All rights reserved.

In Epic 40,000 you are the
commander of a vast army, out-
fighting and out-manoeuvring
your opponent. You select,
assemble and paint your force
and create the sweeping
battlefields it will fight across. As
well as full game rules,
scenarios and army lists, Epic
40,000 provides you with the
core of two armies: heroic
Space Marines and brutal Orks.




In a galaxy torn apart by endless war, huge armies of tanks and mighty war machines
unleash untold destruction across the ravaged battlefields of the 41st millennium. Only the
fiercest and most cunning general will lead their army to total victory over their foes!

G
i

The Epic 40,000 boxed game contains everything you need to get started including
Citadel miniatures, buildings, rulebooks, dice, range rulers and much, much more.




In a galaxy torn apart by endless war, huge armies of tanks and mighty war machines
unleash untold destruction across the ravaged battlefields of the 41st millennium. Only the
fiercest and most cunning general will lead their army to total victory over their foes!
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The Epic 40,000 boxed game contains everything you need to get started including
Citadel miniatures, buildings, rulebooks, dice, range rulers and much, much more.




4-10 August 97

Can the Sisters of Battle hold out against the
horror of a Genestealer Cult uprising?

you can take part in. Sirongpoi 13 is an Imperial
outpost, crewed by the Sisters of Adepta Sororitas
defeat the Genestealer
Cult army or will yc swept away- before the
énemy’s awesome shock troops - the Genestealers!

This game is designed to allow new and interested
players to try out the rules for the Sisters of Battle.
Veteran players can rest assured though, the Thursday
and Sunday gaming sessions will also be fighting this
tense and exciting scenario.
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Hi! Robin Dews
here again with some
more crazy terrain ideas.
This time I've made...

64 square feet of
terrain for under
Forty Pounds!

Impossible
I hear you cry?
Well, just read on
and I'll tell you how

you can do it




More madness!

couple of issues of White Dwarf back,
| explained how the release of the new
Epic 40,000 game had inspired me to
create a new set of modular terrain boards
over which to fight my battles. Lots of you
have written in to say how much you
‘enjoyed the article (thanks in particular
to Matthew Prentice) and so | decided to
‘develop the terrain project a little
further.

Although the fully modelled terrain
looks fantastic, for most people it is
simply too difficult to store unless you
have access to a large garage, a fully
set-up games room or are a member
of a games club or wargaming group
that meets regularly in a hall with
storage space. | now store all my
“Ash Waste” terrain at the Design
Studio, which is fine if you have a
desperate attemPt'©  Design Studio available, but most of
e samerain 8 de the time | also have to work within
olessly for e the confines of the available space. At
d Robin posé 5 game: . home, | have a room that | use for fighting battl_e; in,
Adria" o ney aré playind but it also has to double up as a painting area as well as providing
ook like 1 _storage for my ever growing collection of games and books. | therefore wanted to
make myself some new terrain that | could store flat, (under a bed, up against a wall, or tucked
behind a wardrobe), that would provide me with a good variety of set-ups and be relatively straight forward and
‘cheap to build. Very few people have an unlimited budget for their hobby and given the choice, many people would
prefer to spend their hard earned cash on additional models for their armies rather than shelling out time, money and
effort on making terrain. However | am a bit of a terrain nut and for me, the look of a nicely modelled landscape does
truly bring the battle to life.

mors

With all this in mind, | therefore set out with the triple aims of building a brand new gaming set-up that would provide
me with a minimum of 32 square feet of playing area (the equivalent of an 8'x4' table top), that could be easily stored
away behind a bed or wardrobe) and would cost less than £40 (US$60).

| decided from the outset that | wanted to make the terrain modular and construct it out of four 2'x4' boards. This
-approach would instantly solve the problem of storage, as it is much easier to find the space to keep four 2'x4' sheets
of timber than a single 8'x4' board. Because | wanted to stack the boards flat on top of each other | had to rule out
constructing any terrain features other than roads and rivers onto the boards. All of the hills, woods and buildings
‘would have to be modelled separately and placed on top of the boards each time | played a game. | didn’t mind this
too much as it would also provide me with more variety in my set-ups.

I'm currently playing loads of Epic games and really like the way in which the rules for moving on roads provide an
important additional tactical element to the game. They also reinforce the scale of Epic battles by linking different
parts of the battlefield together and providing points of interest for the placement of objectives. As anyone who has
ever read any material on historical wars and campaigns will know, battles are rarely, if ever, fought on an open field.
Occasionally, particularly in ancient battles, opposing armies would engage each other simply for the purpose of
forcing a decisive encounter, but most of the time armies meet and fight because of the need to capture and hold
other kinds of objectives, for example, river crossings, road junctions or for the possession of important towns and
‘cities (however this is an aside to which | will return in a future article).

The plah_mereiore-was to create four 2'x4' terrain boards, that were marked out with rivers and roads that would all
link together in a ‘realistic’ way whichever way the boards were placed. With all this in mind | headed off down to my
local DIY store to see what | could find.

As | wanted the boards to be stackable, they would need to be tough which pretty much ruled out polystyrene as a
material — it's simply too fragile. | therefore decided to buy 4 sheets of 2'x4' chipboard ( approximately 1/2" or 12mm
thick) at the cost of £1.25 (US$2.00) as my base material. Chipboard is a compressed composite of wood shavings
and glue which is both tough and cheap. If you are using long lengths of it (more than about 6') it will generally need
battons screwed underneath to support it, but for our 2'x4' sheets this is simply not necessary. Aimost all DIY or
hardware stores sell this type of material. Most often they supply it in 8'x4' sheets, but will usually be more than
happy to cut it down.into 4 2'x4' sheets for you before you leave the store.



The trick with
roads on modular terrain
is of course getting them
to match up with the rest
of the boards. In my original
article in White Dwarf 209,
I explained how to do this but
I thought it would be
worthwhile going over
the basics once again...

Having already built a set of ash waste boards, |
decided that | wanted this to be a more classical “green
fields” terrain. My next purchase therefore was a tin of
Homebase Cactus Green paint. Many DIY stores now
have a paint mixer machine where you can choose a
colour from a wide range and they will mix it up for you
there and then. | have found that Homebase Cactus
Green is a very good match for Citadel Goblin Green
and is very useful for painting large areas of terrain.
The paint cost me an additional £8.00 (US $12.00)
While | was at the store, | also brought a single

sheet of polystyrene foam insulating board to make
some hills with. This cost me a further £1.25.

The only other materials | used for the project
were about 500ml of PVA glue (4 bottles of
Citadel PVA should do the trick) — £5.00.

Eight bags of Citadel green flock (£16),
although you can equally well use sand to
texture your boards before you paint them.

First mark out the
six points where the roads
will enter and leave each
board. These should be in the
middlie of each end and the same
distance down the sides. On my /
4'x2' boards, that's 12" from i
. ) each corner. s
A pot of Citadel Snakebite Leather and a pot

of Vermin Fur to mark on the roads. | also
used a mix of all the old blue, green and
turquoise paint | had in my collection to
paint the rivers (£1.25 each).

You'll also need a couple of good sized paint brushes
—a 2" or 3" decorators brush should do as it's very time
consuming to make terrain with a Citadel fine detall
brush!

‘Ere we go0...

On the following pages we've taken a very
visual approach to how | went about
building this new set of terrain. This is
because modelling, like miniature painting,
is something that is very easy to explain if
the person is standing there next to you,
but the very devil to put down in words.
However if you follow the photos and
captions and use a bit of common
sense, you'll soon get the hang of it.

Next, rotate your
boards and butt them
against each other to
see that the marks all
fit together.

During the course of building my
terrain boards, | decided half-
way through to double-side
them. This means that | can

flip each board over and get

a different set-up (it also

means that you get a

whacking 64 square feet

of playing area for a little extra
effortl). | did this largely so that |
could include some rivers on the

boards, which | might not want to use in
every game. However, you can see how you
could use this double-sided approach to create one
set of Warhammer 40,000 ‘desert world" terrain and a-
complete set of Warhammer ‘green field’ terrain on two
sides of the same boards — cheap or wot!

Finally, :
paint on the roads in

whatever way you fancy.
Your roads can twist and
turn as much as you like
orn the boards so long as
you ensure that they only
enter or leave at one
of the previously
marked points.

All | can add is get stuck in and have a go! Making
terrain is fun, cheap (using your method it is — Ed), and
I think it makes for far more dramatic and exciting:

war games.




_ Frssh!y back from the DIY
store, | now have four 2'x4'

ets of chipboard, green

PVA glue, some packets

of flock and a couple of pots

- of Citadel paint.

Steve's brush in action... Go

W . you wam‘ fo pamt yvur
boards. Although Steve painted his terrain
green, you may prefer mt fhem arey,

-'dependmg upon whether yau are pfaymg
Warhammer, Warhammer 40,000 or Epic and what
kind of renafn your batﬂes will be fought over. You

colours to represent different landscapes. Its entirely
up to you!

!n&.‘i‘y when all of the boards were ﬁbmughfy dry, Steve
5 " began to paint on the roads and rivers. When | made
my set of boards, | first cut out some 2"x4" paper
rectangles and pencilled a network of roads and rivers
onto them. Once I'd arrived at a sensible plan and was sure that
everything joined together even when rotated, I used them as a
guide to work from when | painted onto the boards.

Not all of your roads have to extend
all of the way across the board. The
only important thing to remember is
thar ﬂwy shoufd EﬂtBi".- '

_ set of buﬂd.*ngs -
an abandaned mine, or other terram



nother shot of Steve’s arm in action. | first painted my
6 roads in Snakebite Leather. But they looked a bit flat
W.fth only one colour so | added Vermin Fur to make them
look muddy:. If you wanted you could Just give them a sand texture
or simply drybrush over the chipboard which has enough of a
surface to pick up the highlights.

Here Steve is painting on a river. All of the samey
principles apply as to the roads etc. make sure
they enter and leave the boards at identical points, but
let them twist and turn as much as you like within the boards.
Notice how he hasn't taken the road all the way up to the river.
This allows you to later place a bridge model over the crossing,
or leave it as a ford. You can even place & bridge and then blow
it up during the game and replace it with a finely modeffed ruin
which is the best fun of all! '

N ow that you've finished painting on the roads
and rivers, its time to get sticky!

You'll find that your work has created a series of
small areas on each board that are bounded by the roads
and rivers. Thin down your PVA glue with water until it has the
consistency of milk and then brush it over one of these areas.
Immediately pour on a generous amount of
flock and put it aside to
dry. If you work

on three or four
boards at the same
time, you'll find that by the
time you've worked on the 2
last one, the first is ready for e
another area. Don’t rush this. Be'
patient and take your time. As each
board dries, pour the flock back into a
bag or box ready for the next section.

You could of course instead of flock, use sand,
sawdust or any other fine material to surface your
boards or not do this stage at all. It's your choice!



Bulldmg it all up...
f course, maklng the terrain boards is only half the story. There are three other scenic items that no
'self-respecting wargamer should be without and these are buildings, hills and woods. In the photos of my terrain
boards, you'll see that I've also modelled up the buildings from the Epic 40,000 game and created some wooded
~sections and hills that | painted and flocked in the same way as the game boards so that they would fit in with the
‘overall look of the Iandscape This was very easy to do and so here we go again in eight simple stages.

decided to base the buildings from 'my Epic 40,000 game onto pieces of stiff

card for four simple reasons. First of all, it looks good as you can model up
the base with sand and gravel to create the effect of rubble. Secondly, it
makes the pieces more robust and less likely to get damaged. Thirdly, by
adding in bits of road and flocking the edges they tie more closely in with the
rest of the terrain. Finally, | like to play a house rule that says if your model is
on the terrain piece, then it gets the benefit of any cover conferred by that
terrain. Having the woods and buildings mounted on card makes this very
clear and avoids the “Those infantry aren’t in the woods!" type of argument.

Fﬁr_s‘r of all, | cut out a

1 piece of card in the
shape of a table tennis
bat. This was so that |
could later paint the ‘handle” with
the same brown paint as the
roads and it would blend in
nicely. | also sliced the edges of
my card at an angle with a sharp
Stanley knife. This provides a.
nicely bevelled edge so that the
base will blend in well with the
‘surface of the terrain boards.

he next job was to
2 begin to build up the
ruins. [ wanted to create
the look of a ruined
fortress on each piece and
simply glued the plastic
buildings from the Epic 40,000
game in place with PVA. You
“can order more ruins from Mail
Order if you want.

he third stage

3 was to brush
PVA mixed with
water around the edges of
the ruins and then pour on
some rough sand to represent
fallen rubble and masonry. Leave
this to settle for a few minutes and
then pour off the excess and leave

the model to dry.

Once everything is dry and Note: Onoe the glue has dried, you must
settled, simply spray the paint over the rubble again with a further coat of
whole base with Black PVA mixed with water and a drop of washing up liquid.

 undercoat and then drybrush (washing up liquid breaks the surface tension and allows the glue/water
first with Shadow Grey followed by & pmix 1o flow around the grains of sand) in order to seal the surface. If you
don‘f do this, then as soon as you srarf 'ro drybrush your model, the sand

final highlight of Skull White. Use a big
soft brush and build up the highlights
slowly, taking your time.

- e — e
Bish, bosh! bish, bosh! — see that brush go!




o finish off the pieces, | painted the road in the same
5 | Snakebite Leather/Vermin Fur combination I'd used for the G-
roads on the main terrain boards and then flocked around the 3 -
edges by painting them with PVA SRl
and pouring on the flock.

its getting very hilly in he_re.'..

6 H ills were the next thing and dead easy they were

too. You can of course simply go along to a Games

. L—— Workshop store and buy a few, but being a creative sort

of chap, | like to make my own! | used a ‘hot wire’ polystyrene cutter to form the basic shape of the hill before painting
it in the same Cactus Green as the rest of the terrain and then once again flocking it with PVA. You can hack out a
decent hill shape with a sharp knife, but do take care. Always cut away from yourself and work on several thicknesses
of paper. Cutting polystyrene with a knife also makes a horrible mess so | would advise working out of doors if
possible. Sl | e

How to make a hill in four easy

stages...

1. (Left) Cut out shape with hot
wire cutter.

2. (Below) Paint your hill green.

3. (Right) Brush the newly
greened hill all over with PVA
glue.

4. (Below right) Flock it!

And woody
too...

y.now you
7 should pretty.
much be getting
the hang of this
approach and so knocking
up a few woods? ~ It's
easy mate!

Once again, I cut out a rouigh shape in card and then painted it green (Cactus Green of course!). Citadel make

'some great little miniature trees but for. Epic scale games | prefer the look of lichen. This is a medelling material

that you can buy from model railway and hobby stores. It consists of an actual organic lichen that has been picked

and then dyed green and looks great as miniature trees. Once the paint was dry, | cut the lichen with a pair of

scissors so that it had a roughly flat edge and then glued the material down to the board with PVA. Repeat this as
Y ' e I il many times as

| you like until you

buildupa
credible looking
wood and then
leave it to dry.
You can then.
finish off by

. flocking the
whole base and
bingo! You have
an Epic wood.




Well
that’s about it...
Adrian is standing
over my shoulder saying
“When are you going to
finish this article then?”
So I'd better
end here!

oS

photograph them bei ng bs.mt stage by-stage but everyth;ng Wi Iau:lt as you see :t
with oniy the listed materials and no epema! techmques or tricks.

fought some great battiee cwer it {m fact Andy Charnbers is co ming reund tomorrow” '
mght to seek hls revenge for rny defeat of hIS Orke Iast monthl As

create even more variations and my next pro;ect is to see if I can use a ygsaw to
cut shapes out: ef sheets of chipboard to create some wide valleys... Il let you
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E BUY THREE BLISTER 7\ " BUY THREE BOXED
> PACKSANDGETTHE | A | == Y THREE BOXED
ONE WITH THE LOWEST = 4 © A - OF OTHER
PF"CE FREE! . = ¥ ONE WITH THE = S ?
LOWEST PRICE FREE! SEEALIE LS
: ON THE DAY!

PLUS LOADS

FALELAND SOUARE:
{Fodestrizoizod).

o POOLE STORE
:§T@E‘§E; k/ N Unit 12, Towngate Centre
8 Bridge Street Ll Tel: 01202 685634
Cambridge ; The T te Centre is about 200
f | SIRHEY. e Towngate Centre is abou m
Tel: 01223 313350 _.".‘" i from thegrailway station. If you're -
coming into Pool the A349 =
(Wimborne Hoad].ov::e:“jroueraach the 30 High §1ree ’
roundabout follow directions for the Cardiff

Serpentine car park which serves the Tel: 01222 644917
Towngate Centre.

From the Lion Yard car park,
walk up Sidney Street and
onto Bridge Street. Games

Workshop is on the right
next to The Round Church.

If you require more detailed directions, please call the appropriate store for help.

Offers subject to availability. Offers only available on the 2nd & 3rd of August at Games Workshops Cardiff, Cambridge & Poole.



on the n_'Ekt and’
give them a ca.H. :

New skops are |
marked in RED.:
All shops marked
in i 'ioioarenot

open.on Suu_da

10 happy fo
run an

introductory game |

for you, even on
Saturdays!
A\

We run training
games in all our
stores, normally
on a St
experience is
necessary, all you
have to do is turn
up and play.
Phone your local
store for details.

Every store also

usually on a
Thursday. This is
Jfor more
experienced
players to learn
v new skills and to
- fight out battles
with their own
painted armies.
Again, phone your
local store for
details.

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 Carporation Street.
Tel: 0121 236 7880

CAMBRIDGE: & Bridge Strest.

Tel: 01223 313350

COVENTRY: 14 City Arcade.

Tel: 01203 227311

DERBY: 42 Sadler Gate.

Tel: 01332 371657

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

LEAMINGTON: 22 Park Street.

Tel: 01926 435 771

LEICESTER: 16/20 Silver Street,

Tel: 0116 2530510

LINCOLN: Unit SUA Watersida Centre,
Tel: 01522 548027
LOUGHBOROUGH: 22 Biggin Street.
Tel: 01509 238107

MILTON KEYNES: Unit 2, West End
Extension, Silbury Boulevard,

Milton Keynes Shopping Centre.

Tel: 01908 690477

NORTHAMPTON: &(7 The Friary,
Upper Level, Grosvenor Centra,

Tel: 01604 36687

NOTTINGHAM: 34a Friar Lane.

Tel: 0115 9480651
PETERBOROUGH: 3 Wentworth Street,
Tel: 01733 850052

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: 38 Freer Street.

Tel: 0192 272 5207
WOLVERHAMPTON: Unit 98,
Mander Centre. Tal: 01902 310466,

NORTHERN ENGLAND

AND SCOTLAND

ABERDEEN: Unit 1, 30/40 Kirkgate.

Tel: 01224 621261

AYR: 10 Arran Mall (Dalblair Arcade).

Tel: 01292 610673

ALTRINCHAM: 19 Grafton Street.

Tel: 01619 299896

BLACKPOOL: 8 Birley Street.

Tel: 01253 752056

BOLTON: Unit 25, First Floor Gafiery,

Shipgates Centre. Tal: 01204 362131

BRADFORD: 5 Broadway.

Tel: 01274 739358

CARLISLE: 2 Earls Lane, Lowther Street.

Tel: 01228 598216

CHESTER: 112 Foregate Streel.

Tel: 01244 311967

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

DUNDEE: 110 Commercial Streel.

Tel: 01382 202 382

EAST KILBRIDE: 4 Righead Gate.

Tel: 01355 224 680

EDINBURGH: 136 High Street.
Tel: 0131 220 6540

GLASGOW: 66 Queen Street.

Tel: 0141 226 3762

HARROGATE: 29 Beulah Streat.

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: 0181 461 0950
MIDDLESBROUGH: 328 Dundas Streat,
Tel: 01642 254081

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 474 1427

SUNDERLAND: 253 York Strest

(also known as 253 High Streat).

Tel: 0191 5673646

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

WHITE ROSE: Unit 28D,

White Rose Centre, Leeds

Tel: 01132 723470

YORK: 13a Lendal.

Tel: 01904 628014

SOUTH EAST ENGLAND
AND LONDON

BASINGSTOKE: 3 Potters Walk,

Wote Street. Tel: 01256 466050

BRIGHTON: 7 Nile Pavilions, Nile Street.

Tel: 01273 203333

BROMLEY: & Bromley Mall.

Tel: 0181 466 0678

CANTERBURY: § Iron Bar Lane

Canterbury. Tel: 01227 452 880

CHELMSFORD: Unit K5, The Gallery,

The Meadows Centre. Tel: 01245 490048

COLCHESTER: 2 Short Wyre Street.

Tel: 01206 767279

CRAWLEY: 11 Broadway.

Tel: 01293 552072

CROYDON: Unit 35, Drummond Cenire,

Keeley Road. Tel: 0181 680 4600

EALING: 52D 5t Saviours Mall,

Ealing Broadway Centre. Tel: 0181

B400171

ENFIELD: 3/5 Genofin Road

Tel: 0181 363 3238

EASTBOURNE: 13 Terminus Road.

Tel: 01323 641423

GUILDFORD: 12 Tunsgate.

Tel: 01483 451793

HAMMERSMITH: 161 King Street.

Tel: (0181) 846 9744

HARROW: 236 Siation Road.

Tel: 0181 B&1 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 Plaza 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 MNew Inn, Hall Street.

Tel: 01865 242182

PORTSMOUTH: 34 Arundel Street.

Tel: 01705 B76266

READING: Unit 3, Cheapside.

Tal: 01734 598693

RICHMOND: Unit 8, Westrninster House,
Kew Road. Tel: 0181 8486122
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 461251

STAINES: 52D Elmsleigh Centre.

Tel: 01784 460675

SUTTON: Unit 26, Upper Mall,

Times Square Shopping Centre.

Tal: 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 Q, Harlequin Centre,
Queens Read. Tel: 01923 245388
WINCHESTER: 6 St Georges Street.
Tel; 0196 286 (199

SOUTH WEST
ENGLAND AND WALES
BATH: 30 Upper Borough Walls.
Tel 01225 314414
BOURNEMOUTH: 24 Post Office Road.
Tel: 01202 319292
BRISTOL: 13 Broad Weir.
Tel 0117 9251533
CARDIFF: 31 High Street.
Tal: 01222 544917
CHELTENHAM: 18 Pitville Street.
Tel: 01242 228419
EXETER: 37 Princess Hay.
Tel: 01392 430305
GLOUCESTER: 35 Clarence Street.
Tel: 01452 505033
NEWPORT: 25 Skinner Street.
Tel: 01633 256 295
PLYMOUTH: 84 Cornwall Street.
Tel: (1752 254121
POOLE: Unit 12 Towngate Centre,
High Sireet. Tal: 01202 685634
SALISBURY: 1b Winchester Street.
Tel: 01722 330855
SWANSEA: 45 Princess Way.
Tal: 01792 463969
SWINDON: 17 Fleet Street.
Tel: 01793 436036
TORQUAY: 12 Market Strast.
Tel: 01803 201036,
WORCESTER: 4 Charles Street.
Tel: 01905 616707
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OP PRESS! STOP PRESS! STOP PRESS! STOP PRE

As you are probably aware by now, Games
NEW GPENING T’MES FOB Workshop has changed its opening hours.
The reason for this change is to serve you, our

GAMES WORKSHOP STORES: customers better. You will find that with these e :

new hours, we are having TWO Hobby Nights [Fil

- in the week on Wednesday and Thursday
Our new hours are: and on Sunday, we are open for an extra

M Ol'l.' 1 1am tO Gpm ILTSTEh?n:.OT;JFZS!WhOle extra hours of fun and -
Tue: CLOSED ALL DAY S wners e il oo unnng games s (R
Weds & ThI.H'S: 12"00" tO Bpm l';:g:rlg you with all aspects of the hobby for = =)
Fri, Sat & Sun: 10am t0 6PM iicc nece now tmes, o pease sheck wi R
your local store to find out more information. |

T TS TS BT E D

Mqil Order Ho+tline

As from right now, you can phone your mail order through from your local Games
Workshop Every Games Workshop has a Mall Order Hotlme whlch is totally free and w’i

to the staff. They will give you full details of how you can get your Mail Order totally &
POST FREE!

&ﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁﬁ

NEW GW STORE
OPENING SOON s

Blanchardstown
Unit 249
The Blanchardstown Centre
Blanchardstown, Co. Dublin
tel: Please call the Dublin store on:

01 872 5791
Join the M50 which runs around Dublin. Follow the signposts
from there to the Blanchardstown Centre.Games Workshop is UCI CINEMA
right next to the yellow entrance.
For more detailed information, please call the relevant store.

MANCHESTER STORE e
YES, WE’RE BACK! e

Our address is:

69/70 Marsden Court Arndale Centre Bucs —t
Manchester MARSDEN COURT

SRR

Take the bus to Piccadilly Gardens. Walk down Market Street to the entrance opposite
Boots chemist. Go into the Arndale Centre and walk straight on to the escalator going
up. Once at the top, walk to the across to the escalator down into Marsden Court. At

the bottom, turn right and Games Workshop is the 2nd right.
For more information call the store on:
CANNON STREET

0161-834-6871

OP PRESS! STOP PRESS! STOP PRESS! STOP PRE
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RETURN TO

THOR

part of our

campaign and

the objectives
second round.

Dark EIf hordes did
here do battle with
swarms of Skaven for
the Valley of Bones.

Welcome to the second

campaign feature, Return
to Thorskinson's Island!
Last month we kicked off
with a summary of the
rules for fighting the

round objectives. This
month we draw the first
round games to a close, and
in the Chronicle we set out

KINSON'S
AND PART 2

FUNNY GOINGS ON

summer

the first

for the

Daemonic legions
anding at East
Bight did proceed
along the coast

battling against
the Dwarfs of
Thurkin Bay
for this Old

Slann
Temple-

As you will doubtlessly recall, the first round divided the
players into three groups — namely Goldstrike on Black
Thunder Mountain, Exploration Inland, and Search for
Ancient Ruins. My players dutifully signed up for the
various groups. This proved entertaining in itself, with
everyone trying to avoid being in the same group as the
daemon Italian Warhammer players David Costa and
Alessio Cavatore! As it turned out David plumbed for the
Goldstrike and managed to win every game he played...!

WORKING OUT RESULTS

1 asked my players to keep track of the games they fought,
whether they won, lost or drew, and who they played. The



first round was drawn to a close at a convenient moment
and I calculated who had won each group by awarding
points as follows:

A win - 3 points for the first victory against a player this round.
A second win against the same player — 1 point.
A third or subsequent win against the same player — !/2 point.

A draw — 1 point if you haven’t already scored points off
that player this round, otherwise nothing.

Defeat — nothing.

PLAY OFFS

I then arranged for the two highest scoring players in each
group to play off for a special territory. These games
involved a few special rules as described below, with the
winner earning the unique territory for that group.

In the case of my first group, Goldstrike on Black
Thunder Mountain, there was only one player who
managed to score points... namely the ferocious David
Costa. This is a tribute to David, who bravely fought
against and defeated every contender in his group!
Sadly, none of his rivals managed to get it together to
fight anyone else, so no other players scored any

points. I therefore decided to award David the special

territory straight-out, without a play off. This was the

Black Thunder Mountain Gold Mine described on the

following page.

In the case of the other groups there were clear pairs

of contenders for the prize territory. In the second
group, assistant games developer lain Compton and

points. However, I"ve included the full play off rules for the
territory for the benefit of players following the campaign.

ON WITH THE SECOND ROUND

Players who need to take part in play offs should preferably
complete these before proceeding to the second round.
Otherwise all players are now free to take part in round two
of the campaign! If new players wish to join in they can do
so now or at any stage simply by generating three territories
as described in last month’s issue.

In the second round the players have two options, either to
pursue the inland routes to the island’s centre or explore the
ominously named Phantom Gorge. These are covered in
this month’s Island Chronicle.

figure painter Rich Baker outshone their rivals, whilst
in the third group design manager Alan Merrett and
“scan man” Owen Crisp finished well ahead of the rest
of the field.

Of course, it's not impossible to find several players on
level pegging, in which case I'd have favoured players
fighting more games over those fighting fewer games — a
system I prefer as it means that even losing a game can
actually do you some good.

ARRANGING THE PLAY OFFS

The play off games were arranged as follows. In the case of
the Black Thunder Mountain Goldmine 1 awarded the
territory to David Costa as none of his rivals scored any

=k
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GROUP 1 -
Goldstrike!

As rival armies clash in the region
of Black Thunder Mountain, two
contenders emerge as claimants
for its lordship. The two players
who scored highest in their first
round games must play each
other to decide who claims the
terrifory, together with its rich
seam of gold. Set up a game in
the rocky region around Black
Thunder Mountain, Use at least
three hills and add D6 extra hills
to represent the hilly uplands
around the mountain. Do not use
any other scenery. Otherwise the
game is a pitched battle as
described in the Warhammer
Battle Book. No territory is
staked in this game — whoever
wins automatically  takes
possession of the Black Thunder Mountain Mine.

wpDée2

Black Thunder Mountain Mine — The income from the
mine allows the owning player to include 1 magic item
worth up to 100 points in his army in a comparable way to
Trade Routes, Silver Mines and Gold Mines. In addition,
each time you play a game in the future roll a D6 after you
have fought. On the roll of 2 6 you have struck more gold
(hurrah!) and can add 1 extra magic item worth up to 100
points. The Black Thunder Mountain Mine can therefore
entitle you to include 1, 2, 3 or even more magic items —
the more games you play the greater will be its potential.
However, you can never be entitled to more than 6
magic items. Once you have 6 items the mine
automatically runs out after your next game, and the
territory must then be discarded.




GROUP 3 - Ancient Ruins

Two rival armies cqnﬁ:_ont each other over the ancient

ruins of an Old Slann Temple. The two top players in the
group must fight a battle to establish who will control

the Old Slann Temple, Set up the game with a large area
of ruins in the centre and D6 woods o be placed within.

12" of the table edge (this represents a jungle clearing
with the temple in the middle). Otherwise the game is &
pitched battle as described in the Warhammer Battle
Book. No territory is staked in this game — the winner

takes possession of the Old Slann Temple.

Special Rule — place a sacrificial altar or b
something similar in the exact dead centre of the
tabletop (you can just use a large stone to
represent the altar if you don’t have a suitable
piece of terrain). This represents the focal point
of the temple’s power. Any wizard model within
3" of the this point at the start of his turn rolls a
D6 and takes that many power cards — these are

a bonus and are added to the player’s hand that
turn. In addition, a wizard who is within 3" of
the altar and also the closest wizard to it at the
end of the game may take 1 extra Winds of
Magic card in all subsequent games until such

fime as he is slain or until the teritory.

ch i i

- aznhiegs ‘ii{anéis .D_urmg each magic phase, after
- thé inds of Magic cards as normal, .s:im l
i u':;z:d u_lne_ Ijlddiﬂm.lal card, Note ;,thét tﬁfs;
“ara Is usable only by the wizard i ion,

15 not available to any other w-izé;];sq?r? ig;)n, o

Dwarf Runesmi
Runesmiths are counted as wizards for

thCS'E purposes Emonic troo 5
- i 2 S, as are uI]_iIS Ofda i p
t.ha{ can ﬂofmany cast SPEHS - ; !

old e fe
hiddfiag:; . T:emple — The temple is a source of
e upg_tlg.s".[‘l-le player who controls it can
NCllde up to 5 magic ite :

50 points, in his aﬁr_rﬁly._ e
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anbenturous lorhs i theiv search for

The Thorskingon

erieg mabe upon the {gland, compiled for the benefit of

of the rumours and biscob

Heing a repott

There are two different

i reporls currently

" irculating. One is the
discovery of a mysterious
-gorge, the other a more
general report of jungle

. trails revealed following
recent storms. Each player
may choose to investigate
one report this month.
!_R{'e'port 1 - Phantom
‘Gorge! It is rumoured
. that Dwarf adventurers
have uncovered a secret
gorge, @ massive cleft
deep in the bed-rock of
_Thorskins_qn’s Island. The
" gorge is said to be haunted
by soul-sucking monsters,
but that is just the sort of
thing gold-greedy Dwarfs
~would say jsn't it! The
word is that the gorge is
nothing less than the
' gateway 1o the fabled
ruined Lizardman city of
Khezeuotzit. Players
brave enough to do so can
scarch for the Phantom
L Gorge.

g ‘Report 2 — Jungle Trails.
. Recent storms have
revealed numerous trails
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wealth, sorcerous Debices,

yolcanic plateau.

Each player can
‘choose [0 pursue

either one of these
reports by
informing  the

Controller that he
wishes to do so.
Any players who
pursue the same
report can fight
each other over
the course of the
month, playing as
many battles as
they wish against the same
or different opponents.
This  represents the
competing armies
clashing as they race
towards their objective.
Territories are staked and
won for each battle as
described in the
‘Warhammer Battle Book.
Players must keep track of
‘how many games they
win  against which
opponents, as the player
who wins the most battles
for each report will gain a
special territory,  OfF
uncover a unique reward,
or learn something to his
future  advantage @8
described in the next
Island Chronicle.

CONTROLLERS’
NOTES
These notes are intended

as a guide for the
Campaign Controller but

it does not matter if

players read them... they

‘e not secret as such! See
s for

last month’s note

and wot(bly power. Price one ghilling.

into the jungle. general comments
Anyone can rtegarding the pumber of
explore  these players in the campaign,
trails inland how tO tailor  the
towards the objectives 1O suit the size

of your own gaming

group,
and coping with allies.

special characters,

Overall Winners

Within each objective
group, the
wins the most games
overall is deemed the
victor. Points will be

player who

awarded in the manner
described for the first
round results. The effect
this has on the progress of
the campaign Wil be
revealed in the next Island
Chronicle.

Number of Territories

The total number of
territories a player can
hold is limited to 12
territories but the

controller can make this _

more or less as you please.

The general rule is that the

miore territories you allow  allowing them bonuses!
the greater the difference
between the best and Don’t Forget

As controller you

worst armies, and the
harder it is for players tO
join in as the campaign
progresses.

Fighting Battles

Players are free to decide
for themselves which of
the Battle Scenarios from '
the Warhammer Battles |
Book to fight. Players
usually opt for the straight
Pitched Battle in my
experience, but that’s
entirely up to them at this
stage.

Elites and Veterans

Remember, all the -elite

and veteran rules in
Warhammer apply 80
players must keep track of

their troops” progress from
battle to battle. This has'!
already thrown up a few
notable  heroes and
dangerous regiments in
our campaign — insist that'
your  players give |’
characters original and

entertaining names before: ’

are bound by only
one rule
whatever you say
goes! As such you
can change OI
improvise rules !
governing the |
campaign,  and
may need to make
interpretations for -
the players in
some cases.



NEW RULES FOR EVENTS!

One of the things I enjoy about being Controller is the
opportunity to inflict entertaining events upon players who
have innocently signed up for my campaign. Of course, you
don’t have to adopt this in your own campaign, you can
always ignore it altogether if you wish... such is the power
of the Controller!

The idea behind Events is to make the campaign more like
a real place, where misfortune can suddenly strike a player
out of the blue. The Events are not necessarily too
dangerous, but they are certainly inconvenient and a
considerable source of amusement for players who are not
directly affected!

HOW EVENTS WORK

Events are triggered from the Territory chart and work like
this. After a game the players randomly generate one new

.

territory as normal. However, if the roll is a double there is
a chance that an Event has occurred. Note that this makes
no difference to the territory rolled and that the players must
continue to re-allocate territory before sorting out events.
Once territory has been allocated both players roll a D6. If
either player rolls a 6 then an event happens to the other
player. So, if player A rolls a 6 and player B a 5, player B
must roll for an event. If both players roll a 6 then the scores
cancel out so roll again.

Events are rolled using 2D6 on the following Events chart.
Note that events can only be generated following a battle —
not when a player generates his initial three territories. If
you generate an event which does not affect you because
you do not have the territories concerned then you escape
without penalty.

Py

Dear Father, ’
o fDespli’ile an
miortable en
with Arabian pira:::n o
arrived at the island safely.
Journeyed inland, byt have
S0 far been unable to find
any baboons, Will be most
disappointed if this
Situation continyes,
Your son

Wilhelm
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EVENTS CHAI

2 —- Plague!

Your territory has been stricken by a deadly disease. This is a highly contagious condition in which the
victim breaks out in fesferlng sores, raves insanely for a week about biscuits, and fmally explres noisily in
a dyspeptic fit. This is known as the Dwarf Plague because other races ascribe its origins to a group of
demented Dwarf Miners recently arrived on the island. Dwarfs, however, refer to the condition as Grungni’s
Revenge for reasons which remain unexplained. All armies are affected by the plague except for the
Undead who must roll another event instead.

Roll a D6 for each settiement you hold. Villages are destroyed on the roll of a 4 or more. Towns are reduced
to villages on the roll of a 6. In addition, you must abandon one other.tetritory of your choice. Destroyed
villages and abandoned territories are lost forever. If the plague leaves you with less than 3 territories you
must immediately abandon all your territories, giving up the area fo the plague, and generafa three new
territories from scratch you migrate to a new site away from the plague.

3 — Pirates
Arabian Pirates atiack the island, looting shrines, assauiting temples, and carrying off booty from sacred
sites! None are safe from their evil predations‘and your people hide in terror whilst the rampaglng corsairs
have a high old time at your expense.

Roll a D6 for each Wizard’s Tower in your territory. On the roll of a 4 or more the: W|zard’s Tower is looted
and destroyed. Also, roll a D6 for each Sacred Grove, Shrine, and Temple. On the roll of a 6 the territory is
reduced to a Wizard’s Tower Any destroyed tarrltary is lost forever It ﬂ’tlS ves you with less than 3

have been driven away from' your Iands by plrate raids.

4 - Bandits

Wild bands of Skink bandits appear out of the jung_le and attack your trade routes, roads, bridges and
passes, looting and burning before vanishing back into the lslancfs mferior Their persistent raids make it
impossible to use your main communication highways. A

Roll a D6 for each trade route, road, bndge, or pass in your territory. On the roll of a 4+ it is rendered
untenable and must be abandoned. Abandoned territories are lost forever. If this leaves you with less than
3 territories you must abandon all your remaining territories and generate three new ones from scratch —
you have been driven away from your lands by the raiders..

5 - Fire!

Fire breaks out in one of your towns reducmg it to smouldering ashes. If you have no towns, one of your
villages is burned to the ground instead. Once burned the settliement contributes nothing towards your
army, but you must retain the territory and may attempt to rebuild it. You cannot stake the burned settlement
in a game. After each subsequent game roll a D6 and add +1 if you won the battle. On the score of 6+ the
settlement is immediately. rebuilt and counts as normal from then on.

6 — Mine Exhausted

jealous rivals (honest... would | I|e to you?) but the affront to your prlde caused by these unjust yarns still
smarts... especially the one about the goat and the three legged stool.

WD66



WARHAMMER |

(Roll 2D6)

Until these stories are scotched the morale of your army is severely affected and your General must fight
with a Leadership penalty of -1. Furthermore your General loses any General’s Victory Bonus he may be
due, and cannot earn another until he has put a stop to the scandal. The only way to end the scandal is to
win a victory — 50 the next time you win a battle the scandal is ended and your army’s faith restored.

Tropical Storms - 8

Tropical storms lash your lands reducing roads and other routes to mud and driving your people to the
shelter of their homes. It becomes almost impossible to direct your armies, withdroops bogged down by the
tropical storms and supplies sodden by the rain.

The next battle you fight you are unable to use any of your roads, bridges or'passes. Any bonuses from
these ierrltorles are ignored and they may not be staked in the battle.

Rebellion - 9

Yes... your people really are revolting! Rebellion and insurrection are rife throughout your land. People are
unhappy with taxes, conscription, enforced labour, the occasional living sacrifice, or whatever perfectly
reasonably conditions you have imposed upon them for their own good. The ingrates have seized one of
your settlements and proclaimed their independence.

Rebels have seized one of your towns or, if you have no towns, a village. The settlement remains part of
your territory but contributes nothing towards your army. You cannot stake the rebel settlement in a game.
The only way to end the rebellion is to win games. If you win a game then the rebellion in one settlement
is put down, if you have several revolting settlements then village revolts are always put down down before
those in towns. However, if you lose a game then the revoltapreads to another town or, if there are no other
towns, to a village. This means it is possible for a rebellion to spread and take over all your settiements if
you are a particularly unsuccessful general. Once all settlements have been:returned to your rule the
insurrection is over and no further rebellion rolls are required.

" Earthquake — 10

severely affected area lies within your 1err|10ry where: your ; emple is tcpplad to the ground and destroyed.
If you have no Temple then the earthquake destroys one of your Shrines if you have no Shrines a Sacred
Grove is destroyed, and if you have no Sacred Grove: ‘_leard’s Tower. If this results in you having less
than three territories then you must abandon the ruins of your land and move elsewhere, losing: your
remaining territories and generating three new, ones mstead

Volcanic Eruption — 11

At the centre of Thorskinson’s Island lie numerous-._ aetrve volcanoes whose smouldering tops can be seen
over the dense green jungle. One of these volcanoes erupts spewing molten lava, ash and other
unpleasantness over one of your towns. Your town is destroyed, buried beneath tons of lava and ash. If you
have no towns then a random territory is destroyed instead! If the eruption leaves you with less than three
territories then you must abandon your remaining territories and sian aga;n fmm scratch by generating
three new ones - you have been driven away by the. volcanoes S '

Humcane 12

Being a tropical island Thorskinson’s Island is fraught with hazards of which hurricanes are one of the worst.
A devastating hurricane rips indiscriminately through the island leaving mueh-of your territory in ruins. Roll
a D6 for each 1ernlory you hold. On the roll of a 6 the territory is destroyed, flattened by the hurricane, buried:,
beneath mud-slides, or flooded by pouring rain. If you are‘lucky enough to avoid losing territory to the
hurricane then the last item rolled is automatically a failure... in other words you will always lose 1 territory
come what may so be careful not to leave your best territory untillast. If the hurricane leaves you with less
than three territories then you must abandon your remaining territories and start again from scratch by
generating three new ones — you have been driven away by the hurricane.
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PAUL SMITH'S
WOOD ELF
HOST

ed below is Games
Workshop artist Paul Smith’s Wood
Elf campaign army. Paul used a
limited palette of colours, and a single
spiral device to give the army a unified overall
appearance. All the models are based around the
same green and white colour scheme — you'll even notice that
it's the same tone of green used throughout, from Orion’s skin to
the cloaks of the Archers. Paul has painted everything over a black
undercoat, even the characters for speed. This also gives a more
brooding feel to the army — Paul wanted his army to look darker and
more savage than the traditional Elven image (don’t forget to check out
the tartan trousers on the Wardancers — they re Paul’s favourite bit!).

The model to the right is Paul’s general. Paul is particularly fond
of the snow leopard pattern on the hindquarters of the
iffon. This seemed much more
appropriate for a Wood EIf
army. To the left is a
' converted Wood Elf Mage,
& using a Chaos Beastmen
standard for the head, a
plastic Saurus sickle, and
loads more besides!

-l




“  Orion, the
Wood EIf King in
the Woods. Paul paints
more. involved models

like this in between
painting regiments, to

give him an incentive to
- finish the regiment!

Above is Paul's

Wood EIf Chatiot conversi

This came about largely as a response to the

requirements of the campaign, Paul’s army had not been doing
very well, losing all three of his first battles, and needed
something that could do some serious

damage. It remains to be seen

whether this latest development

to his army will work or not...
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ommand Group

This page shows just a
small selection of the
winning entries
throughout the ages.
So, do you think
you’ve got what it
takes to have your work
join this hall of fame? If
so, then fill in the form
at the end of this article.

Vermin Lord

Daemon Slayer
By Robin Hempsall




1 love the Golden
Demen painting
competition,  always

have done! For me it’s
the highlight of the
Games Workshop year.
When else do you have
the opportunity to get a
close-up look at some of
| the finest painted and
converted models from
all across the world in one place and at one
time? I’'ve been going along for eight years
now and I’m always impressed by the
“increasingly high standard of the entries, it
just seems to get better from year to year.

Report by GW Photographer
Anthony Bath

“When [ was first thinking about the
diorama [ definitely wanted to do
something that was fresh and riew, not to
use anything that I'd seen

before and at the time the

Imperial Guard
and Landspeeder
models were both
fairly new. I

MATT'S BIG DAY OUT

In 1995 Matt Parkes won the Golden
Demon Slayer Sword, the prize awarded
to the outright winner of the entire
competition. Since then he has joined
the Design Studio’s ’Eavy Metal team,
so I decided to talk to him about his
winning diorama and asked him to cast
his mind back to the day itself...

really liked the Catachan Jungle Fighters
so this formed the basic idea; a
Landspeeder crashed in the jungle with
crewmen under attack. I didn’t want to
over confuse it with too much narrative,
the priority was purely aesthetic, to make
it look great. The next thing was to decide
upon the enemy and this was easy — Orks.
I reckon they're one of the most
characterful and dynamic races in 40K.
Orky terrain is also very easy to make!”

“The first thing I had to do with the
model was hollow out the wooden base to
create the depth for the water, the ground
was built up with Milliput modelling
putty and then the wooden platforms were
built using balsa wood. The tree in the
centre is simply a small twig and this
helps to give the diorama a sense of
height that balances off the platforms. In
fact all the materials used are really
simple things: balsa, paper, Milliput,
brush bristles and plastic rods, nothing
too technical.

“It’s very important to ensure a
connection and interaction
between the figures,”

After the base was

/ done it was time to work
on the models themselves
With a piece like this it's
very important to ensure a
connection and interaction
between the figures, that they are
looking at each other or at least
doing something relevant.
Luckily there were no really
major  conversions just a
few bends and tweaks.
The part I really put the
most effort and work
into was the super
detailed personal
touches, this is what
will  make  your
model stand out from
others, after the
quality of its painting
and composition.
Once everything was
put together, the models
painted and on the base, it
was finally finished after three
months worth of evening’s work!



1 was really very happy with the
diorama when it was finished, I
knew that it was good and that I
had done as well as [ could but I
didn’t have any expectations of
how it might do. This was the
first year [ had entered so it was
a pretty exciting day, I'd been to
the early Games Days before,
but never as a competitor.

After registering at 9 o’clock I
had to spend the whole day
trying not to think about it too
much. I played a few games and
bought some of the new
releases, but spent a lot of the
time chewing my nails down to
the bone! At last it was time for
the judging. and having seen the
other entries I wasn’t too
confident. Three entries from
each of the categories were
selected and put into the winners
cabinet and [ was amazed to find
mine was one of them. Whatever
else happened from then on I
was happy enough to be in the
top three. When they announced
the order I was astounded to find
out I was in first place, this was
incredible. I was walking away from the
stage ready to go home with a grin on my
face when they finally declared the
Slayer Sword winner. I can’t explain the

“I can’t explain the feeling when that
happened, though I remember
grabbing the sword as fast as I could
in case they changed their minds.”

feeling when that happened, though I
remember grabbing the sword as fast as I
could in case they changed their minds.
In fact the only problem I had on the
whole day was persuading British Rail to
let me on the train with a 7 foot sword!”

The embattled Catachans

So there you have it. Matt’s Big Day
Out at Golden Demon ’95. After
winning the best Necromunda gang at
last year’s event he applied for a figure
painting position at the Games
Workshop Design Studio and has now
are__ _se\_rezal rmml_)e;'s of the ’Eavy Metal
Team who have been discovered
through this competition.

However, like all contests in life,
winning is not what it is all about.
Entering into the Golden Demon
competition is about taking part and
feeling that you are participating in the
whole event. So grab those brushes and

get those figures painted and who

knows, soon it might be you I'll be
talking to about the winning mod.el'
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TOURNAMENT

my last J Files, which is a

shame really, because |
rather like writing long,
rambling, articles to explain
why we do things the way
we do at Games Workshop.
So, when the White Dwarf
team started hassling me to
write an article about the
upcoming 1997 Grand
Tournament, | thought I'd kill
two birds with one stone and
write a J Files article
explaining the reasoning
behind the Tournament
special rules and army list
limitations that I'll be using at
this year's Grand
Tournament.

I t's been quite a while since

: with an amy that... erm,

: how can | put this._.. let’s just

say an army that makes very
: ‘creative’ use of the flexibility
: of the army lists. I'm sure

i you know the kind of thing a

i mean, for example the

i player that takes four or

i more Pulsa Rokkits for his

: 1500 point 40K Ork army, or

i includes half a dozen

i repeater bolt throwers in a

i 2000 point Warhammer High
i Elf army (both true

i examples, by the way).

Now don't get me wrong, |

i see absolutely nothing

: wrong with this kind of thing
i when it's done against a

: regular opponent who will

Before | get down to the
nitty-gritty details of exactly
what dreadful restrictions
I've come up with to torment
the players this year, I'd like
to spend a little bit of time
explaining why special rules
and limitations are important,
and also why they should
change from tournament to
tournament.

get the opportunity to have

i his revenge in another

{ battle. In fact, playing in this
: way against a regular

i opponent can be a lot of fun,
i a bit like a game of

: paper/scissors/stone with

: each player coming up with

: a new combination of troops,
: characters, and wargear or

: magic items with which to

: battle being decided by a

i cunning combination of

: things from the army list

: before the game even starts!
¢ | think this provides for a

: much more satisfying game
i in a situation like a

i tournament, and more

i importantly, it's far less

i frustrating for the players.

i This is very important to me,
i because my primary reason
i for running tournaments at

i allis to get players together
: so that they can have a fun
! time and meet others that

i share the same interests — |
i don’t want anyone to go

: away with ‘a bad taste in

; their mouth’ if | can possibly
: avoid it.

: However, this isn’t the only
reason | use special rules

¢ and limitations. What I'm

i also trying to do is come up
i with a new ‘puzzle’ for

i players to solve...

Ithough | do my best to
ensure that players

have an easy-going

and fun time at any of the

gy i | h T
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WARHAMMER GRAND

;

With the annual
Warhammer
Grand Tournament
once again fast
approaching,
Jervis reopens his
enigmatic ‘J Files’
to give the run
down on the limits
and restrictions
he’ll be imposing
this year.

‘You do your best to come up with the best
possible army and tactics’

Special rules and army
list limitations are
important in a
tournament, because a
tournament is not a ‘normal’
gaming environment. Instead
of playing a casual game
against a regular opponent
in your home or at your local
club or Games Workshop
store, you'll be facing a
player you've never met
before and asked to fight a
battle to a conclusion in two
and a half hours or less. The
pressure can be intense,
especially if you meet an
opponent who has come up

i crush their erstwhile

i opponent. However, what

i can be a lot of fun against a
i regular opponent tends to be
i viewed as very bad

i This then is the main reason
i that | include special rules

i and army list limitations in

i the tournaments | run. What
i I'm trying to do is provide an
i environment where strategy
i and tactics over the course

i of several turns will decide

i who wins, rather than the

i tournaments | run, it doesn't
i change the fact that at the

i end of the day (or weekend)
i every tournament will only

i have one winner. Exactly

: sportsmanship in the context ; NOW you go about winning

of a tournament, and quite
! rightly too!

: the tournament can be seen
i as being a bit like solving a
i puzzle. You do your best to
: come up with the best

i possible army and tactics,

i while staying within limits

i imposed by the tournament
! rules. The player that best

i solves this ‘puzzle’ will win

i the event. Note that this

i year's ‘puzzle' is going to be
! particularly difficult. Not only
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am | going to impose the
army restrictions I've given
here, but I've also come up
with a number of alternative
scenarios that will be used on
the day.

to set up Games Workshop
tournaments so that, in order
to win, a player needs to

hich brings me tomy |
final point. If | left the !
tournament special

i rules and army list limitations
i the same for every

i tournament, then players

; o ... i would soon start to learn how
Bearing this in mind, I've tried o solve the ‘puzzle’. This
i would mean that the test of
i the tournament would be

reduced. There would be a

‘extreme’ armies that rely on
outlandish tactics in order to

i win. In order to do this it's

i easiest to apply restrictions
i on what a player is allowed to :
i take from an army list. These |
i restrictions are called i
i ‘limitations’. For example, a

i common limitations is to say
i that players may not use any
i Special Characters. And here :

‘Most of the players I talk to are
searching for the perfect army’

come up with a solid
combination of tactics, game
knowledge, painting and
army selection. In other
words, I'm trying to test a
player in his overall ability in
the Games Workshop hobby,
rather than just at his ability
to win games. Now, although
any special rules or army list
limitations | come up with will
have little or no effect on the
tournament points a player
may earn for painting or
game knowledge, they do
have a profound effect on his
army selection.

This then is why | look on
these things as a puzzle that
| set the players. In fact, you
can look at almost any game
of Warhammer or 40K in this
way — most of the players |
talk to are searching for the
‘perfect army’ which will win
every battle it takes part in!
It's exactly because players

| think that special rules and
army limitations are so

changing the parameters by
which an army can be
chosen and used, you
confront players with a whole
new set of problems to solve.
The ability to solve this
puzzle is what makes for a
great tournament player —
combined with a charming
personality, an ability to paint
like a god and a complete
understanding of the
background and rules, these
are what make for a
tournament winner too!
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¢ chance that somebody could
i be shown, or read up, how to
: win, which is not what | want
: at all. After all, great generals :
: are noted for their innovation,
i their ability to think quickly

i and cope with sudden

i changes of fortune, to make

i do with the resources they

i have available, and to come
i up with a new plan at the

: drop of a hat. It is therefore

: only fitting that the winner of
: the Grand Tournament should :
i need these virtues as well!

i Because of this it is very

i important that the special

i rules and army list limitations
i that apply to a tournament

i ‘are in a constant state of flux,
i and never remain the same

i for too long. If you're thinking
i of setting up a tournament

¢ yourself (and | very much

i hope that some readers will

i feel inspired to do so), then

i this is well worth bearing in
are doing this all the time that g‘;{’ﬂp OBl ;foyu"r”
i own, then come up with your
: : own set of special rules and
important to a tournament. By : 5y fist jimitations instead of
: just copying mine, as this will
: give the players in your

i tournament a real test. It's

: also a whole lot of fun!

i But enough waffle and

i explanation — what exactly

i are the special rules and

i limitations I've come up with

i for the '97 Grand Tournament
: | hear youcry...

s I've already
mentioned, the purpose
: of army list limitations is

 to try and cut down on a
i player's ability to create

are the limitations I'll be using
i at this year's Grand :
¢ Tournament...

: he limitations for the
Waihammer: oumamant ; he Limitations for the
: I Warhammer 40,000

are;

No mare than 2,000 points
i may be spent on the army.

i Armies may include one

i Special Character. However,
: Special Characters with 3 or
: more Wounds may not be

: chosen. Special Characters

: that come in ‘teams’ count as |
i a single Special Character for |
i the purpose of this rule so i
i long as no individual

i character has 3 or more

i Wounds. Characters riding

i monsters may be taken, no

i matter how many Wounds

i their mount may have, as

i long as the character does

i not have 3 or more Wounds.
i Any Special Character must
i be chosen ‘as is’ and cannot
i swap or change equipment,

i magic items or mounts.

the 5th magic level is gained

i from a magic item (like the

Book of Nagash).

i Greater Daemons are

counted as being Special
Characters in this

i tournament, so only one may

be taken, and no other
Special Characters may be
taken if a Greater Daemon is
included in an army. Note that
in this case the 3 Wound rule
does not apply.

Total Power is barred. If the
card is drawn from the spell
deck, discard it and draw a
replacement.

No allies are allowed.

No more than 1000 points

i may be spent on scarce

troops & items (see below).

Tournament are:.

No more than 1,500 points
may be spent on the army.

Instead of your usual army
commander, you may choose

any character or individual
i with at least 2 Wounds to

lead your force. This
simulates an upper echelon
hero being given command of
a small task force with a
specific mission.

Armies may include one

Special Character. However,
: Special Characters with 3 or

more Wounds may not be

i chosen. Bjorn the Fell-

handed and Fabius Bile count
as having 3+ Wounds for the
purpose of this rule. Any
Special Character must be

B . L i taken ‘as is’ and cannot sw;
i Wizards with a magic level of : akeml I b S0 (AL WD

i : : h ipment
5 may not be used, even if O GHIPS SRIINEER S

* wargear.
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Imperial Assassins and
Chaos Greater Daemons are
counted as being Special
Characters in this
tournament, so only one
may be taken, and no other
Special Characters may be
taken if an Assassin/Greater
Daemon is included in an
army. Note that in these
cases the 3 Wound limit
does not apply.

There will be no psychic
phase! You can still field a
Psyker if you want to, and
they still gain strength
bonuses for force weapons,
but there will be no rebate
for the psychic powers they
can't use. Zoanthropes and
similar troops that have

which are normally used
during the psychic phase
can use these abilities in the
shooting phase instead.
However they cannot ‘boost’
their powers with additional
force cards.

No allies are allowed, with
the exception that Space
Marine and Imperial Guard
armies may include
Assassins or Sisters of
Battle as allies.

{ on ‘scarce’ troops to 1000
i points in the Warhammer

i must not exceed the limit. In
i order to monitor this at the

i tournament, players will be
A i required to list the total
psychic abilities (not powers) points value of all of the
¢ scarce troops and items
¢ they've included in their

i characters includes the
i points value of any

: more than any other, as it

on. | hope that this will make
for more closely balanced
and tactically demanding
games, rather than the
whole battle being decided
when a ‘super-character’
dies on the roll of a dice. In
order to do this I've limited
the amount of points that
players are allowed to spend

tournament and 750 points
in the 40K tournament.
Players must add up the
total points value of all of the
scarce troops and items in
their army, and the total

army, and we’'ll double-check
the values for the leaders
just to make sure! Note that

equipment or special abilities
such as Knightly Virtues or
Exarch powers, etc.

I've got a feeling that this
rule will affect Eldar armies

fisE
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: to hear what readers have to
: say about the choice of

i scarce troops and items, and
¢ if they think there is anything
i that should have been

i added to the list!

Scarce troops and items are

i defined as the following...

i For Warhammer: All

i characters and magic items,
i and any monster, war engine
: or chariot that costs over 50
¢ points (after upgrades etc).

i For Warhammer 40,000: All
i characters, allies, and

i wargear, and any single

i vehicle or support weapon

‘I want to try and make players spend most
of their points on ‘ordinary’ rank and file
troops, rather than maxing out on
characters, war machines, tanks and so on’

i that costs over 50 points

No more than 750 points
may be spent on scarce
troops & items (see below).

Space Marine armies are
allowed to field five man
Battle Squads (see below).

Strategy cards, the Tyranid
event table, and mission
cards will not be used.

or this tournament |
Fwant to try and make

players spend most of
their points on ‘ordinary’ rank
and file troops, rather than

maxing out on characters,
war machines, tanks and so

will severely limit their ability
to take lots of powerful
Exarchs and skimmers all in
the same army. As they will
also be affected more by the
‘no psychic phase’ rule than
other armies, | anticipate a
bunch of hate mail from irate
Eldar generals. However,
they should remember that
they no longer have to take
a Farseer or Avatar as the
commander of the army, as
any character with 2 or more
Wounds can command in
the 40K tournament, so :
things aren’t that bad! In any :
case, I'd be very interested

i (after upgrades etc).

: If any member of a unit is

¢ scarce, then count the full

i points value of the whole

i unit against the number of
¢ points that can be spent on
i scarce units and items. For
i example, if a Lizardman

¢ Stegadon includes additional
i Skink crewman, the points
i for the Skinks are counted
i against the points that can

be spent on scarce units and

i items, since the Skinks are
i part of the same unit as the

Stegadon, which is itself

i scarce.
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in tournaments so far, it's

been noticeable that the
Space Marines have done
rather badly. The general
consensus of opinion about
this is that the Space Marine
army lists are not as flexible
as those for other races.
This, combined with the high
cost of Space Marine units in
a 1500 point army, means
that they can't be ‘fine tuned’
to suit a player’s style of play
to nearly the same extent as
other armies.

I f the Eldar have done well

In order to try and alleviate
this problem, I'm allowing
Space Marine armies to
purchase five man Battle
Squads at half the points cost
of normal ten man squads.
Weapon options are not cut
in half, so the full range of

options allowed to the original i
i opponent 1 victory point. So,
i if you vetoed two cards, then
i your opponent would start the |
i battle already having earned
i 2 victory points!

unit are allowed to the Battle
Squad, it being assumed that
these are the remnants of a
full sized squad and so they
could have held on to all of
the squad’s weapons. So, for
example, a Tactical Battie
Squad would cost 150 points
and would include five Space
Marines, one of whom may
be a sergeant, one of whom
may have a special weapon,

heavy weapon. Note that you
can only split up ten man
units, you can't split up

S0 on.

i every game. For example, in _
i Warhammer the Black Amulet ——
i is so common | get the

i feeling that there must be a

i Wizard somewhere that does
i nothing except churn the

i ‘'things out! | also wanted

i players to be a bit more

imaginative in their choice of
items, rather than picking the

i same old things again and
again.

In order to achieve this I've
come up with the "Veto Rule'.
The idea of the rule is really
very simple. At the start of a
battle, before either side

i deploys, each player must lay
: out all of their magic item and
: wargear cards in a row, so

: that their opponent can see

them. The opponent is then

i allowed to veto up to two of
i the cards. However, each

card that he vetoes gives his

i Vetoed cards are put to one
: side and may not be used

¢ during the game. On the

i other hand, the character

i using them does not include
i the points value of the item
and one of whom may have a i “hen working out victory

i points if he is slain. For

i example, a character worth
i (say) 150 points who had a
i 50 point magic item vetoed,

Terminat F d i :
g LuEetoR i would count as being worth

cards will be very vulnerable
to having one card vetoed,
making the other next to
useless. For example, a
popular combination of cards

: in Chaos armies is the Helm
i of Many Eyes (always strike
! first) and the Executioner’s

Axe (kills automatically on a
to hit roll of 6). By vetoing the
axe, the helm is rendered

¢ pretty much pointless! On the

other hand, I'm hoping that
this rule will encourage
players to try and come up
with clever new combinations
of items, where the individual
cards look pretty innocuous,
but when combined they
create a deadly effect. The

i trick will be to come up with a
i combo your opponent won't

i be likely to spot. Note that

i many of the magic items

i carried by Special Characters
i are heirlooms, and therefore

‘I get the féeh‘ng that fhere must
be a Wizard somewhere that
does nothing except churn the

things out’l

aving (I hopel) forced
H players to take lots of

rank and file troops,
and helped out the Space

Marines, | also wanted to try
to do something about

magic items and wargear.
What | wanted to deal with
was the way that certain
magic items in Warhammer,
or items of wargear in 40K,
seem to crop up in almost
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: only 100 points for working
: out victory points.

i Note that you don’t know who
: will be carrying the cards at

i the point that you veto them.
stopping the use of ‘common’ Also note t!’lat pl‘ayers are not
i allowed to ‘swap’ cards

i around amongst their

i characters after some of

i them have been vetoed. This
i should mean that certain

i common combinations of

cannot be vetoed since they
i do not appear as cards.

inking to the rule above,
I'm going to require

Dwarf, Bretonnian,

{ Tyranid and Eldar players to

make cards for the Rune
items, character Knightly
Virtues, Biomorphs and Eldar
Exarch powers they'll be

i taking. Each card will need to
list the virtues or Exarch

{ powers given to a single

i character, or the runes

i embossed on a single item.
i Opposing players will be

i allowed to use their veto on
i these instead of on other

i cards, if they wish. Note that
: Bretonnian players only have
 to list the powers given to

: characters — regiments can't
i have their virtues cancelled

i by a veto!

nother thing | wanted to
do was to try and

down-play the

i importance of moving first or
i second in Warhammer and

i Warhammer 40,000. In either
: game, there are certain times
: when getting to move first, or
i getting to move second, can
i give a powerful advantage to
: one side or the other. This is
: ok, but what's not so good is
: that the choice as to who

: gets the first move is, more

: often than not, determined by

a single dice roll. The thought
that the winner of a
tournament might be decided
by the single roll of a dice
was not something | was very
happy about, so | came up
with the following alternative
method of deciding who gets
the first move.

; In the Grand Tournament,

i after both sides have

: deployed, each player will be
i required to secretly write

i down if they want to move

i first or second, and how

i many victory points they will
i bid in order to do so. Players
i can bid any number of victory
i points from 0 to 10. For

i example, a player might

i secretly write down “Move

i second, 3 victory points”,

: meaning that he's willing to



give up 3 victory points at
the end of the game in order
to move second.

After both players have
recorded their bid, then both
bids are revealed. If one
player wants to go first and

‘Next year’s tournament will have a

! encourages players to work
i out units that have a points
i value that remains below a
: certain break point. For

i example, in Warhammer, a
i 199 point unit will only give
i up 1 victory point, while a

i whole new set of limitations
i and special rules. After all, |
: wouldn't want players to

: have too easy a time of it,

: now would I... (sound of evil
: laughter slowly recedes into
 the distance).

whole

new set of limitations and special rules’

the other second, then that
is exactly what happens —
the player that recorded
‘Move First’ gels the first
tumn, and the player that
recorded ‘Move Second’

more, neither player has to
give up any victory points.
On the other hand, if both
players want o move at the
same time (ie both want to
go first, or both want to go
second), then the bids must
be compared. The player
that bid the most gets the
move he wanted, but his
opponent gets the victory
points that were bid. If both
players want to move at the
same time and bid the same
amount, then the normal
rules for determining who
goes first will apply.

For example, two players

bids 2 victory points, the
other 4 victory points. The
player that bid 4 points gets
the first move, but his
opponent gets 4 victory
points. Note that the player
that made the lower bid
does not give away any
victory points!

sort out for this year’s
Grand Tournament, and that
was the way that the victory
point system works.
Currently in both
Warhammer and 40K, the
points you score for killing
the enemy are worked out
by taking the points value of
an enemy unit and dividing
by about 100. The result
gives the number of victory
points scored.

This causes problems
sometimes, because it

i 200 point unit will give away
: 2. The same kind of thing

: happens in 40K — a unit

¢ worth 99 points will not give
: up any victory points if

¢ reduced to half strength,
gets the second tum. What's i while a unit worth 101 points
: will give up 1 victory point if
: reduced to half strength.

i In order to get round this I'm

i going to change the victory

: point system for Warhammer

i and Warhammer 40,000 so

i that units give up victory

i points equal to their true

i points value, rather than the

i value divided by 100 (or

i whatever). Returning to the

i examples from Warhammer

i above, this means that the

¢ 199 point unit will give up

i 199 victory points if

i destroyed, while the 200

i point unit will give 200

: i points. To keep things

both want to move first. One . balanced I've multiplied the

i victory points for things like

i capturing standards, etc, to

i keep them in line with the

¢ new values for killing units.

i Note that this means that the

i points paid for vetoing items

i and bidding for the first turn

: have been multiplied up as

i well (I know, | know, | tell

There was one last thing
that | really wanted to

i same article!)

nd there you have it
this year’s set of
special rules and army

{ list limitations for the Grand
i Tournament. | hope that they
i will make for an even more
i enjoyable weekend for the

i players, while at the same

¢ time providing an enjoyable
i ‘puzzle’ for them to solve.

i This said, there is one thing
i I'm absolutely certain about,
i which is that next year’s

i tournament will have a

you about a new rule and
then change it in the very
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Vodka swilling, cow
eating barbarian of
the north, Tuomas
Pirinen tells us
about his travels to
the far off land of
Tilea. With him
went two
companions,
veleran mercenary
and traveller Nigel
Stillman, and
Tilean cultural
advisor Luca
Bernabet.

The Italian
National
Warhammer
Tournament 1s
what they found. ..
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ar, far away, in the
Fsun_ny- and beautiful

land of Tilea, it is a
tradition that the
greatest generals gather
each year to find out the
foremost champion
amongst their number.
This meeting is known

. as the ltalian National

Tournament, and is now
being held for the fifth
year running. Word of
this great gathering
travelled to the distant,

Albion, where the
Games Workshop team
was hard at work.

And so it was that
myself, Nigel Stiliman,
and Luca Bernabei
heard that we would be
heading to Genova. In
preparation we studied
game rules long and
hard in the Games
Workshop scriptoriums,
fully aware that the

tax our memory to the
fullest. We packed our
bags with new Army
books, unreleased
models, and scenery,
and headed to the
airport to catch a plane
to Tilea.

Landing in Milan, we
were greeted by two
members of the ‘Blues
Brothers’ chain of
games stores, Alberto

that roughly 50% of all

Milan to Genova by our

hosts fatser than anyone
| have ever known, we
were taken to the Star
Hotel where the
tournament would be
taking place.

ext morning, it
5 was the big day.
! The tournament

was fought in five

i rounds, with roughly

! three hours allocated to
i each battle. The games
i were fought over two

: i days, testing the skill,
cold and damp island of : ¢k and endurance of
i the participants to the
i fullest. As the battles

i raged all aroud us, we
{ judged armies, solved
i rules disputes, and (of
i course) ate large

i quantities of excellent
i |talian food.

he principle task
for the three of us
at the tournament

i was to award points for
: army composition. There

questions and queries of { 0.0 up to 20 points to

the ltalian gamers would ;| o awarded, which
i represented 20% of the

i total points which could

i be gained. And so we

! set about examining the
i 120 army rosters, which
i took up the greater part

i of the two days, along

i with judging the best

i presented army and

i acting as umpires to

i interpret rules in unusual
i situations.

s i It takes skill to choose
and Luca (it is my theory . an army to fight in a
i tournament, armed and

Italians are called Luca). : equipped so as to give it

Having been driven from the best possible

DI WARHAMMER

chance of victory, while
at the same time not
only looking good, but
truly representing the
realm or race to which it
belongs. It is in fact, part

i of the art of the game to
: be able to do this and

i those who do it well

i deserve some

i consideration in

i tournament points. The
i points we awarded

i ranged from 3 to 18 out
i of 20, reflecting the

i great diversity among

i the army rosters we

i looked at. After the

i judging, many players

i asked us what makes

i for a well chosen army
i and so | will now

i summarise what our

i thoughts were on this,

i so0 anyone thinking of

{ entering a tournament
i take note!

e saw all kinds
of roster sheets
varying from a

i few notes on a small
i piece of paper to
i carefully made scrolls

which were an

i impressive work of art in
i themselves.The most

i impressive and

i imaginative roster scrolls
i gained 2 or 3 points just
: for their excellent

: presentation!

{ Every army has at least

one troop type which
may be considered as
the ‘core’ of the army.
These are the troops
with good fighting
qualities which would be
raised most quickly and



~ easily by the general
befare the battle Ina

least one u_nil of such

[t is my theory that roughly 50% of all

the Skaven did not
: seem to be breeding
; enough Clanrats!

i troop types in them. We

became concerned that

i Generals’, where the

i commaders of the two
i armies fought a duel to
i the death. It was a
 closely run thing, but in

[talians are named Luca!

troops, so we always
awarded points for the
presence of core troops
in the army.

expect to encounter
characters equipped
with the most awesome
magic items they are
allowed to have, so no
one can really be
blamed for coming
prepared with their own
favourite artefacts to
redress the balance.We

who had been more
imaginative in their
choices, since there
were many magic items
which would make an
army equally powerful.
We also deducted points
if the magic items did
not seem to fit the army,
so for example a Wood
Elf general riding a
Warhawk and armed
with the Executioner’s
Axe would be a very
unlikely Wood Elf
general indeed!

A real army would be a
balanced force _
containing a variety of
troops and.?.characters

ur other task was
to choose the
best painted

i army. But it was more
In a tournament you can |
i we needed to take into
i account, with so many
i armies displaying

i imaginative model

than just painting that

conversions, sculpted

i bases and awesome
i banners. It was really a

choice of the overall

i most impressive army in
i the tournament!
awarded points for those |

The winner was an
awesome and striking

i Dark EIf army. This was
i not only well painted in

an unusual but
distinctive colour
scheme, but also had
amazingly sculpted
- bases and an !
- overwhelming array of

spectacular ba'n‘ners

Itis good when a
: toumament rmy is

i the end the Vampire
i Lord of Aloisi
{ vanquished the Wood

Elf general.

Allin all | have to say
that the standard of
gaming was very high
indeed! A team made up
of the five top ltalian
players will travel to
England to compete in
the Grand Tournament
in August. It remains to
be seen whether or not
the ltalians will be able
to take first place again
this year. Their team will
be truly formidable, so
watch out Warhammer
generals, the gauntlet is

thrown!

: severa! tabltas dlstalr’lce4 :
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2nd - 10th August 1997 |
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Above you can see another of John's sketches with the finished piece beside it.
John rarely keeps a preliminary sketch once he has completed a piciure.

“it would be easy for me to say that the Miad Max movies were an influence on o
my ariwork for Gorkamorka. Actually they weren't. The main image in my head é
was of Orks riding around on buggies. What would they do? They'd drive 'round

likke raving nutiers, shooting at their enemies and crashing into their buggies!”






When John wag working out his Preacher
iliustration for Sisters of Battle, he drew a number
of alternative heads. “All confessors would be
different”, John says, “I've only drawn one of
countiess Preachers in the Galaxy ministering in
the name of the Emperor.”



This drawing
comes from the
new Codex
| Sisters of Battle.
- “1 had been given
| 'the finished green

. (the original

souipture from
which we cast
our miniatures)

- that had just
been compleied
by sculptor Brian
Nelson. | didn’t

| want o handle

the green too
much co | got the
pose right and
then looked fo
the green in order
1o get the fine
details right.
also used some
Valhalian models
from my army
for reference as
- well as a picture
of some forked
lightning.”




Look out! During July and
August, the awesome
Games Workshop
Roadshow is coming to
your town. Check the list
below to find out where
we’ll be setting up huge,
exciting battles of
Warhammer and
Warhammer 40,000. We’ll be
bringing loads of great
terrain and painted models.
All you need to do is turn
up and play. See ya there!

BATT L E To u R {ASTINGS Sat 2hd The Sessions Rooms.
Contact Jade
(tel 01424 433298).

DA I Es " ASHFORD  Mon 4th  The Masonic Hall. Contact

Fantasy Workshop
(tel 01233 621835).

JULY ' . CGHAVESEND Tues 5th  Emmanuel Baptist Church.
Fri 25th Youth and Community Contact Stamp Centre
Hall. Contact Krackers ! (tel 01474 534166).
(tel 01823 335057). : : Wed 6th Red Cross Hall. Contact
Sat 26th  Carrick Sports Hall. : Marquee Models
Contact Truro Micro i (tel 01992 504718).
(tel 01872 40043). B Thurs 7th Plinston Hall. Contact
Mon 28th  Youth Centre. Contact : Comics Unlimited
Wings and Wheels (tel 01462 480018).
(tel 01884 242819). W ' Fri 8th Campus West Complex.
Tues 29th Methodist Church Hall. | e Contact Toys Toys Toys
Contact Collectors Centre =~ (tel 01707 391319).
(tel 01935 433739). e LOWES ©1 Sat 9th Lowestoft Library Contact
Wed 30th The Weymouth Pavilion — Toymaster Kingdom
Contact Howleys e (tel 01502 565688).
(tel 01305 779255). ~ - I HINGS LYNN Mon 11th  Matchbox. Contact
i Matchbox
AUGUST i (tel 01553 766576).
Fri 1st Worthing High School. Saniird GRIMS Tues 12th Winter Gardens. Contact D.

Contact K C Games. Hewins
(tel 01903 237983). : (tel 01472 347088).

['TLE TOUR BATTLE TOUR BAT TLE JOLRBATTLE TOUR BATILE TOUR BALTLE TO



All through the Battle Tour, we will bring
all the armies and scenery needed for
you to take part in loads of games of
Warhammer and Warhammer 40,000.

If you’ve been to a Battle Tour before,
come along and bring your friends with
you! You won'’t regret it.

fends off an assault by the swift
moving Skink archers in this exciting
battle.

Left: Blood Angels Assault Marines
leap into action against the hideous
forces of Chaos.

Wed 13th  Kings Head Ballroom. Contact Lo AT \ Fri22nd  Harlow Sports Centre
Trinity Video R Contact Marquee Models
(tel 01748 850311). di (tel 01992 504718)

Thurs 14th Town Hall. Contact Windsock #* . . x :
Models et Sat 23rd  King Edward VI Upper

School. Contact Model
Junction
(tel 01284 753456).

(tel 01388 603759).

Fri 15th Community Centre, Balwearie
School. Contact Hope's Chest
(tel 01592 260116). Sun 24th Wokingham FC. Contact

Sat 16th  Spectrum Centre. Contact BT The Model Shop
Graham Begg e (tel 01734 795904).

(tel 01463 716646). Sl TROWE Tues 26th Cyberdyne. Contact
Sun 17th  Bell Sports Centre. Contact s Cyberdyne

The Hanging Troll e (tel 01225 775980).

(tel 01738 445840). “ . PORTISHEAD Wed 27th The Folk Hall, Contact
Mon 18th Sea Cadets Hall. Contact e Makit

Lancaster’s g (tel 01275 844751).

(tel 01524 410304).
Tues 19th North Bridge Leisure Centre. Thursl ith [E):;ﬁgisgt:r é:;:tr;ct Goulds

Contact Magazine World el

(tel 01422 330547). e (tel 01305 217700).
Wed 20th Wellington Civic Centre. 2

Contact Questing Knight

Fri 29th Helston Sports Centre.
Contact Gameszone

. Games (tel 01952 417747). A (tel 01326 564064).
: Thurs 21st The Long Gallery. Contact il ( Sun 31st  St. Gregory’s. Contact
Refinery 13 ! : Model Mayhem

(tel 01270 650679). : (tel 01789 299701).

w



GAMESAWORKSHOP,

MAIL ORDEM

IN ORDER TQ GIVE THE BEST POSSIBLE SERVICE WITH THE MOST STAFF ON HAND TO ANSWER
YOUR CALLS, OUR MAIL ORDER TELEPHONE LINES ARE NOW OPEN:

6am - MIDNIGHT

SEVEN DAYS A WEEK INCLUDING BANK HOLIDAYS!
If you are posting your order, please send it to:

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

Tel: 0115-91-40000

DIALLING

LA,

Or you can fax your order through on:

Fax: 0115-91-68002

woT 1IZ
MAIL ORDER?

Mail Order is quite simply the Eiea
releases. Being situated rig
access to the largest stoc :
what you're after, whether it's th
an old Warhammer Troll you saw in
we can get it for jibu-.

from 6am until rmdmght u
a phone call away. And this doe:
miniatures!

Just like any other Games Wor
sort out all your gamm_g

in the UK receiwe ﬂlelr
also find information on th
day! You can also send your rules g
Boyz at this address. Just ;
of your envelope — the Trolls can
remember,

AIL ORDER © 0115-91-40000 MAIL ORDER © 0115-91-40000 M/



OﬁDER ADVANCE ORDER ADVANCE ORDER

DEAL OF DA MONEF

Every month we create a FREE Mail Order
poster we call deal of the month. Each poster

features a whole host of models from our game
systems.

August’s colossal Mail Order poster brings vou
the long awaited Sisters of Battle! The Adepta
Sororitas bring a whole new lock to the forces
of the Imperium and you'll be licking your lips
in anticipation of getting your hands on these.
power armoured female warriors. The poster
contains all of the current range of Adepta
Sororitas along with the Missionaries that are
also outlined in the excellent new Codex! And Vi
even be a few special offers for our friends...
Not content with showing
we also bring you the ch

of Steel” vehicle offer.
(from bikes to tanks, from jetbikes to buggies) is available and

if you buy three you get the lowest priced one for half price
— can you believe it?

you the Sisters of Battle in all their glory,
ance to pick up a bargain with our ‘Wheels

This latest Mail Order poster is an invaluable guide
to collecting all that's new, from Citadel Miniatures
to Army Books, from White Dwarf and Citadel
Journal subscriptions to Citadel paints!
To get hold of this most splendid of posters
Just give us a call, drop us a line or better still
take out a White Dwarf subscription (you
automatically get all of our posters then!) and ask us
for a copy. Oh, and while you're at it why not ask about
our other special offers —you're a mug if you don’t!
Closing date 30th October 1997.

This poster may not be used in conjunction with other Games Workshop offers.

ou never know there may

Every 40K vehicle we currently produce

ADVANCE ORDER
ADVANCE ORDER ADVANCE ORDER ADVANCE ORDER e STORM o

Did yoo no...

that you can place an Advance Order with us for unr‘elm sed
;1‘1.iniatun-:s‘ and 11 sour stuff on the day of release
by l*'irsi ( ss post, *h we are charging at half price — only
£2! (Please note this is UK only).

; RRAM
GELS VET

oAk ANGELS oW o

s;ﬁ&f‘"‘i— o

This month you can order the brilliant Warhammer 40.000
Scenario Pack Sterm of Vengeance!

This awesome addition to your collection pits the Dark Angels
against the savage power of the Orks. :
Shi.mply give us a call on 0115-91-40000 and our pl—iom-bm: \&111‘[
tell j-'ou everything you need to Ifnnw about '111 the ‘Tx\utmi 1?‘. ‘
releases that are coming up. We will be only too happy to take your
order or dis any aspect of the hobby! ,
So, if you can’t bear the thought of not having the Ial‘c§t rc!cas'cs 1 n
voﬁr g-!.'asp n as they are available, then the amazing Advance
Order service is just what you need.
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IL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-400

MAIL OMDER ARMY DEALS

Last month our Mail Order Trolls put together some excellent army deals for both Warhammer and Epic
40,000. This month the Trollz are featuring Games Workshop artist Paul Smith’s Wood Elves. Full
details of this brilliantly painted army can be found in the article starting on page 68. These offers are
great for starting a new army, expanding your existing forces, or getting a complete army all in one go!

£45.00 As well as Paul
Smith’s brilliant Wood
EIf army, this month also sees
the release of the Epic 40,000 Ork army
boxed set. This set contains all you need
to create a rock hard Epic Ork force.
Staying with the Orky theme, don’t forget
to read the ace “GREEN IS MEAN" article
starting on page 34. After all the phonez
boyz might be able to help you to put
together some of the converted vehicles
in the photographs!

A““ﬁmmﬂu M ; WAA-GRODSN!KS _
— @g WHEELZ OF DETH.
Wgﬁ < -__ — Epic 40,000 Ork army boxed set

Warm afternoon sunlight dimmed and then
darkened as — moving with the skill of a
born poacher — he penetrated further into
the forest. Nothing disturbed the silence
except for the occasional bird call, so why
did he have the wierd feeling he was being
watched...

The forest realm of Athel Loren is home to
many creatures. Sharing their existence
within this verdant enclave are the Wood
Elves. As a race they have a deep and
abiding reverence for their forest home and
will move with a savage fury to defend it
against all who would defile its secrets.

Paul’s army consists of:

Wood Elf general on an Elven steed
Wood EIf Mage on a unicorn

16 Wood Elf bowmen

12 Glade Guard

8 Wood EIf wardancers

5 Dryads

5 Glade Riders on Elven steeds

1 Treeman

Mail Order deal price for
Paul’s Wood Elves is

£100.00*

and we give you the Wood
Elf Mage on a Unicorn




SAURUS CHAMPION £3.00

‘ y i y B - Bl | UzaRD swarm _ £3.00 |
| &3 N ‘! Caonsists of 5 models on a base.

UNDEAD
- WARHAMMER BOXED GAME MOUNTED WIGHTS £15.00
WARHAMMER MAGIC £25.00 Boxed set contains 4 mounted Wights
CIRCLE OF BLOOD (CAMPAIGN PACK) £12.00 NEW! MOUNTED WIGHT CHAMPION i e
IDOL OF GORK (CAMPAIGN PACK) £12.00 NEW! MOUNTED WIGHT STANDARD BEARER £4.00
GRUDGE OF DRONG (CAMPAIGN PACK) £12.00 | NEW! MOUNTED WIGHT HORN BLOWER £4.00
WARHAMMER ARMIES - BRETONNIA  £15.00 NEW! MOUNTED WIGHT £4.00
WARHAMMER ARMIES-CHAOS ~ £2000 MOUNTED VAMPIRE LORD £8.00 |
WARHAMMER ARMIES — DARK ELVES £15.00 MOUNTED WIGHT LORD £6.00
WARHAMMER ARMIES ~ DWARFS ~ £1500 | | WRAITH CHAMPION £3,00
WARHAMMER ARMIES — THE EMPIRE £15.00 BAT SWARM £3.00
WARHAMMER ARMIES — HIGH ELVES £15.00 Consists of 5 models ona bse
WARHAMMER ARMIES — LIZARDMEN £15.00 WOOD ELE
1® B WARHAMMER ARMIES — ORCS AND GOBLINS £15.00
WARHAMMER ARMIES — SKAVEN £15.00 gg‘x'g’d”&';t”ig‘n't:gfrmggt’s £15.00
3 WARHAMMER ARMIES — WOOD ELVES £15.00 oos D e — . ey
WARHAMMER ARMIES ~ UNDEAD £15.00 Boxed set contains 8 plastic miniatures.
WHITE DWARF PRESENTS: CHAOS DWARFS £12.00 | DRYAD £3.00 each
GLADE GUARD £5 for 3 or £1.75 each
BRETONNIANS GLADE GUARD COMMAND GROUP = £2.00 each |
NEW! BRETONNIAN DUKE ON PEGASUS (boxed set)  £12.00 GLADE GUARD CHAMPION £3.00 each

LOUEN LEONCOEUR, KING OF BRETONNIA (boxed set) £20.00

BRETONNIAN BOWMEN £5.00 BRETONNI;‘\N HERO

d set contains 8 plastic Bretonnian Bowmen

L KNIGHTS £15.00 ON PEGASUS

Boxed set includes 3 Grail Knights

THE GREEN KNIGHT £10.00
Boxed set includes 1 mounted model ' ts
KNIGHTS OF THE REALM £5.00
Boxed set includes 2 plastic Knights of the Realm

HIGH ELF
HIGH ELF TIRANOGC CHARIOT (boxed set) £12.00

NEW! SWORD MASTERS OF HOETH 3 for

_. .NEW' SWORD MASTERS OF HOETH CHAMPI N

00 or 1 ?5 each

NEW! SWORD MASTERS OF HOETH COMMAND GROUP £2.00 each

NEW! HIGH ELF TRANSFERS £3.50
Blister contains 10 High Elf transfer sheets

| K(_)BHIL WHIT_E LIONS OF CHRACE CAPTAIN £6.00
WHITE LIONS OF CHRACE CHAMPION £3.00
__WHITE LIONS OF CHRACE COMI\_J'I{\_N_D £2.00 each
WHITE LIONS OF CHRACE £5 for 3 or £1,75 each
SILVER HELM KNIGHT £4.00
HIGH ELF SILVER HELMS £15.00 | WARHAMMER QUEST BOXED GAME - £50.00
Boxed set contains 4 High EIf Silver Helms. LAIR OF THE ORC LORD ADVENTURE F’ACK - £25.00
ELLYRIAN REAVERS £15.00 CATACOMBS OF TERROR _ADVENTUBE PACK 1 £25.00
SHRacRat coniiing 4 Elysinn FeRySEL. BRETONNIAN KNIGHT WARRIOR PACK £8.00
CHAOS WARRIOR, WARRIOR PACK £8.00
LIZARDMEN
ELF RANGER WARRIOR F'J_ACIS i £8.00
SLANN MAGE-PRIEST ON PALANQUIN £25.00 IMPERIAL NOBLE WARRIOR PACK £8.00
Boxed set contains 1 Slann Mage-Priest. PIT FIGHTER WARRIOR PACK £8.00
SKINKS : il £5.00 | TROLLSLAYER WARRIOR PACK £8.00
Boxed set contains 10 plastic miniatures. | |/
- WARDANCER WARRIOR PACK £8.00
SAURUS WARRIORS £5.00
Boxed set contains 8 plastic miniatures. WARRIOR PRIEST WARRIOR PACK £8.00
SAURUS COMMAND GROUP £2.00 each WITCH HUNTER WARRIOR PACK £8.00




Boxed set contains 5 Battle Sisters with jump packs

WARHAMMER 40,000 BOXED GAME £50.00
DARK MILLENNIUM £25.00
NEW! CODEX SISTERS OF BATTLE £12.00
NEW! SISTERS OF BATTLE POSTER £5.00

| CODEX ANGELS OF DEATH ) £15.00

_ CODEX ELDAR £15.00 |
CODEX IMPERIAL GUARD R £15.00 |
CODEX ORKS 21500

| CODEX SPACE WOLVES £15.00 |

 CODEX TYRANIDS £15.00
CODEX ULTRAMARINES  £15.00
CODEX CHAOS £15.00 |
WHITE DWARF PRESENTS: WARHAMMER 40,000 BATTLES  £12.00

SISTERS'OF BATTLE

NEW! SISTERS OF BATTLE IMMOLATOR £17.00
Boxed set contains 1 Immolator tank !
NEW! SISTERS OF BATTLE SERAPHIM £15.00

SISTERS OF BATTLE

SERAPHIM

SISTERS OF BATTLE (boxed set)
Boxed set contains 6 Sisters of Battle

NEW! BATTLE SISTER WITH HEAVY BOLTER
| NEW! BATTLE SISTER WITH HEAVY FLAMER
" NEW! BATTLE SISTER WITH MELTA GUN
| NEW! BATTLE SISTER CANONESS

NEW! SISTERS OF BATTLE TRANSFERS AND BANNERS
Blister contains 6 Banners and 2 Transfer sheets.

NEW! IMPERIAL CONFESSOR KYRINOV

NEW! IMPERIAL MISSIONARIES

£12.00

£4.00
£4.00
£3.00

£5.00

£3.50

£7.00
£5.00

NECROMUNDA BOXED GAME £40.00
OUTLANDERS BOXED SUPPLEMENT £20.00
BATTLES IN THE UNDERHIVE (book) £15.00
CAWDOR GANG £15.00

Boxed set contains 8 Cawdor gang fighters

DELAQUE GANG
Boxed set contains 8 Delaque gang fighters

ESCHER GANG £15.00
Boxed set contains 8 Escher gang fighters

GOLIATH GANG £15.00
Boxed set contains 8 Goliath gang fighters o |
ORLOCK GANG £15.00
Boxed set contains 8 Orlock gang fighters l
VAN SAAR GANG £15.00

Boxed set contains 8 Van Saar gang fighters

£6.00
£1.00
£2.00
£2.00
£2.00

| CITADEL MINIATURES 1997 ANNUAL
MAIL ORDER PRESENTS: WARHAMMER MONSTERS
MAIL ORDER PRESENTS: NECROMUNDA, THE CATALOGUE
MAIL ORDER PRESENTS ELDAR LEGENDS
MAIL ORDER PRESENTS MARINE LEGENDS

INFERNO ISSUE 1
INFERNO ISSUE 2 (OUT SOON!)

EPIC 40,000 BOXED GAME

NEW! WAA-GRODSNIKS WHEELZ OF DETH
 Boxed set contains one Epic Ork army.

GREAT GARGANT (boxed set)

ORK GARGANT (boxed set)

£45.00

£15.00
£10.00

WARLORD TITAN (boxed sef) £15.00
ELDAR WAR HOST (boxed set) £5.00
ORK BATTLEWAGONS (boxed sef) £5.00
ORK MOB (boxed set) 9 ) £5.00

| SPACE MARINES BATTLE GROUP (boxed set) £5.00
SPACE MARINES TANKS (boxed set) £5.00
TYRANID SWARM (boxed set) £5.00
ORK BATTLE FORTRESSES | £6.00

£5 for 3 or £1.75 each
£5 for 3 or £1.75 each |
£2.50 each |
£6.00 each
£7.00 each

| ORK FIGHTA-BOMMERZ
| ORK FLAKWAGON

ORK SQUIGGOTHS
IMPERIAL BANEBLADE SUPER HEAVY TANK
SPACE MARINE THUNDERHAWK GUNSHIP

ISPACE HULK BOXED GAME




SISTERS OF BATTLE

TADEL
TATUIRES

IMMOLATOR

IMMOLATOR GUNNER IMMOLATOR HEAVY FLAMER IMMOLATOR HEAVY FLAMER IMMOLATOR TURRET BASE
010800501 RIGHT SIDE LEFT SIDE 010800504
010800502 010800503

N gt

IMMOLATOR FRONT HATCH 1
010800505

IMMOLATOR UPPER TURRET BASE
010800508

IMMOLATOR FRONT HATCH 2 IMMOLATOR SIDE HATCH
010800506 010800507

A COMPLETE IMMOLATOR CONSISTS OF:
2 % RHING CHASSIS SPRUES
2 x RHING TRACK SPRUES
1 % IMMOLATOR GUNNER
1 % IMMOLATOR HEAVY FLAMER RIGHT SIDE
1 % IMMOLATOR HEAVY FLAMER LEFT SIDE
1 x IMMOLATOR TURRET BASE
1 % IMMOLATOR FRONT HATCH 1
1 % IMMOLATOR FRONT HATCH 2
2 x IMMOLATOR SIDE HATCHES
1 x IMMOLATOR UPFER TURRET BASE
IMMOLATOR BLAST SHIELD 1 % IMMOLATOR BLAST SHIELD
010800509 1 % IMMOLATOR TRANSFER SHEET

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 Workhop Ltd., 1997. All rights reserved.

CITADEL
AUNLATUREY



SISTERS OF BATTLE

SISTERS OF BATTLE

SISTER SUPERIOR WITH SISTER OF BATTLE 1 SISTER OF BATTLE 2
POWER SWORD AND BOLTER 010800403 010800404
010800402

SISTER OF BATTLE 3 SISTER OF BATTLE 4 SISTER OF BATTLE WITH FLAMER SISTER OF BATTLE WITH MELTA GUN
010800405 010800407 010800406 010800802

A COMPLETE SISTER OF BATTLE
CONSISTS OF:
1 x SISTER OF BATTLE
1 % SISTER OF BATTLE BACKPACK

SISTERS OF BATTLE BACKPACK
010800401

SISTERS OF BATTLE SQUAD

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., 1937. All rights reserved.



SISTERS OF BATTLE

CANONESS

A COMPLETE CANONESS
CONSISTS OF:

1 x CANONESS BODY
1 x CANONESS ICON
1 x SISTERS CF BATTLE

BACK PACK
CANONESS BODY CANONESS ICON SISTERS OF BATTLE BACK PACK CANONESS
010800902 010800903 010800401

BATTLE SISTER WITH HEAVY FLAMER

A COMPLETE BATTLE SISTER WITH HEAVY
FLAMER CONSISTS OF:
1 x BATTLE SISTER WITH HEAVY FLAMER BODY
1 x SISTERS OF BATTLE HEAVY FLAMER

1 x SISTERS OF BATTLE HEAVY FLAMER
BACK PACK

BATTLE SISTER WITH SISTERS OF BATTLE SISTERS OF BATTLE BATTLE SISTER WITH
HEAVY FLAMER BODY HEAVY FLAMER HEAVY FLAMER BACK PACK HEAVY FLAMER
010800701 010800702 010800703

BATTLE SISTER WITH HEAVY BOLTER

A COMPLETE BATTLE SISTER WITH
HEAVY BOLTER CONSISTS OF:
1 x BATTLE SISTER WITH
HEAVY BOLTER BODY

1 x SISTERS OF BATTLE
HEAVY BOLTER

1% SISTERS OF BATTLE BACK PACK

BATTLE SISTER WITH
HEAVY BOLTER BODY
010800602

SISTERS OF BATTLE
HEAVY BOLTER
010800603

SISTERS OF BATTLE BATTLE SISTER WITH
BACK PACK HEAVY BOLTER
1 El
&k CYTADEL
MINTATUIRES

Designed by Jes Goodwin

Not suitable for children under 36 months due to small parts and essential pointed components. All medels supplied unpainted.
© Copyright Games Workshap Ltd., 1997. All rights reserved.



SISTERS OF BATTLE

SISTERS OF BATTLE SERAPHIM

SERAPHIM SISTER SUPERIOR WITH SERAPHIM WITH
PLASMA PISTOL AND POWER SWORD HAND FLAMERS
010801003 010801005

A COMPLETE SISTERS OF BATTLE
SERAPHIM CONSISTS OF:

1 x SISTERS OF BATTLE SERAPHIM

1 x SISTERS OF BATTLE SERAPHIM
JUMP PACK

SERAPHIM JUMP PACK
010801001

SERAPHIM 1 SERAPHIM 2
010801002 010801004

SERAPHIM SQUAD

CITADEL
THES

CITAD
MIRIATL NIRIATLT

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.



SISTERS OF BATTLE

TADEL
SEATVIRES

REDEMPTOR KYRINOV, ARCH-CONFESSOR

A COMPLETE REDEMPTOR
KYRINOV, ARCH-CONFESSOR
CONSISTS OF:

1 x REDEMPTOR KYRINOV BODY
1 x MACE OF VALAAN

REDEMFTOR KYRINOV BODY MACE OF VALAAN REDEMPTOR KYRINOV,
010801101 010801102 ARCH-CONFESSOR

IMPERIAL MISSIONARIES

IMPERIAL MISSIONARY

CHAIN SWORD
010801202
IMPERIAL MISSIONARY1 BODY IMPERIAL MISSIONARY 2 BODY IMPERIAL MISSIONARY IMPERIAL MISSIONARY
010801201 010801204 BACK PACK 1 BACK PACK 2
010801203 010801205

A COMPLETE IMPERIAL MISSIONARY 1
CONSISITS OF:

1 % IMPERIAL MISSIONARY 1 BODY
1 % IMPERIAL MISSIONARY BACK PACK 1
1 % IMPERIAL MISSIONARY CHAIN SWORD

A COMPLETE IMPERIAL MISSIONARY 2
CONSISITS OF:

1 % IMPERIAL MISSIONARY 2 BODY
1 % IMPERIAL MISSIONARY BACK PACK 2

IMPERIAL MISSIONARY 1 IMPERIAL MISSIONARY 2

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.
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CITADEL

VENIATLIRES

HIGH ELVES

SWORDMASTERS OF HOETH COMMAND SWORDMASTERS OF HOETH
CHAMPION

SWORDMASTER OF HOETH - SWORDMASTER OF HOETH SWORDMASTER OF HOETH
STANDARD BEARER HORN BLOWER CHAMPION
021005101 021005102 021005001

SWORDMASTERS OF HOETH

SWORDMASTER SWORDMASTER SWORDMASTER SWORDMASTER SWORDMASTER
OF HOETH 1 OF HOETH 2 OF HOETH 3 OF HOETH 4 OF HOETH §
021004301 021004802 021004903 021004904 021004805

SWORDMASTER SWORDMASTER SWORDMASTER SWORDMASTER
OF HOETH 6 OF HOETH 7 OF HOETH 8 OF HOETH 9
021004506 021004807 021004908 021004809

Designed by Gary Morley

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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ITADEL
NIATLIRES

WOOD ELVES

ORION, KING IN THE WOODS

ORION, KING IN THE WOODS

ORION'S BODY
020400301

ORION'S CLOAK
020400303

ORION'S HEAD
020400302

ORION'S HORN
020400308

SPEAR HEAD
020400304

THE SPEAR OF KURNOUS
020400305

A COMPLETED ORION, KING IN THE WOODS

CONSISTS OF:
1 x ORION'S HEAD
1 x ORION'S BODY
1 x ORION'S CLOAK
1 x ORION'S HORN
1 x SPEAR HEAD
1 % THE SPEAR OF KURNOUS

Designed by Gary Morley

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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CITADEL

VINIATLIRES

WOOD ELVES

DRYADS

DRYAD 1 DRYAD 2 DRYAD 3 DRYAD 4
020402001 020402002 020402003 020402004

DRYAD 5 DRYAD 6
020402005 020402006

DRYAD 7 DRYAD 8
020402007 020402008

Designed by Trish Morrison

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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TTADEL
FNIATURES

WOOD ELVES

GLADE GUARD

GLADE GUARD 1 GLADE GUARD 2 GLADE GUARD 3 GLADE GUARD 4 GLADE GUARD 5
020402301 020402302 020402303 020402304 020402305

GLADE GUARD 6 GLADE GUARD 7 GLADE GUARD 8 GLADE GUARD 9 GLADE GUARD 10
020402306 020402307 020402308 020402309 , 020402310

A COMPLETE GLADE GUARD
CONSISTS OF:
1 x GLADE GUARD
1 % PLASTIC ELF SHIELD

GLADE GUARD 11 GLADE GUARD 12 PLASTIC ELF SHIELD SPRUE GLADE GUARD
020402311 020402312 101635

Designed by Aly Morrison

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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UNDEAD

WIGHTS ON SKELETON STEEDS

MOUNTED WIGHT BODY 1
020702701

Lo
MOUNTED WIGHT BODY 2 MOUNTED WIGHT BODY 3 MOUNTED WIGHT BODY 4
020702702 020702703 020702704

MOUNTED WIGHT SHIELD 1
020702709

MOUNTED WIGHT SHIELD 2.
020702710

MOUNTED WIGHT SPEAR 1

MOUNTED WIGHT SPEAR 2
020702705

020702706

MOUNTED WIGHT SPEAR 3

MOUNTED WIGHT SPEAR 4 MOUNTED WIGHT SWORD
020702707 020702708 020702711
A COMPLETE WIGHT ON SKELETON STEED
CONSISTS OF:

1 x MOUNTED WIGHT BODY :
1 x MOUNTED WIGHT SPEAR
1 x MOUNTED WIGHT SHIELD
1 % MOUNTED WIGHT SWORD
1 x PLASTIC SKELETON STEED

NANIATLR
© Copyright Games Workshop Litd., 1997. All rights reserved.

3 Ll
CITADEL WIGHTS ON SKELETON STEEDS CITAD
WINIATUIRES g :
Designed by Aly Morrison
Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.



UNDEAD

WIGHTS ON SKELETON STEEDS COMMAND

MOUNTED WIGHT HORN
020703502

MOUNTED WIGHT MOUNTED WIGHT — MOUNTED WIGHT STANDARD —
STANDARD BEARER HORN BLOWER BEARER HELMET WINGS
020703401 020703501 020703402

) ‘ MOUNTED WIGHT MOUNTED WIGHT STANDARD
MOUNTED WIGHT SWORD RIGHT HELMET  LEFT HELMET CHAMPION BEARER BANNER POLE
020702711 WING WING 020703301 020703403

A COMPLETED WIGHT
STANDARD BEARER ON SKELETON STEED

CONSISTS OF:
1 x MOUNTED WIGHT STANDARD BEARER
MOUNTED WIGHT SHIELD 1 MOUNTED WIGHT STANDARD BEARER AT EL NSRS HNSHER Ot
020702709 BANNER TOP 1 x MOUNTED WIGHT BANNER TOP
020703404 1x SET OF MOUNTED WIGHT HELMET WINGS

1 % MOUNTED WIGHT SHIELD
1 x MOUNTED WIGHT SWORD

A COMPLETED WIGHT 1 x PLASTIC SKELETON STEED
CHAMPION ON SKELETON STEED
CONSISTS OF:

1% MOUNTED WIGHT CHAMPION
1 x MOUNTED WIGHT SHIELD

MOUNTED WIGHT SHIELD 2 1'x MOUNTED WIGHT SWORD
ST
020702710 1 x PLASTIC SKELETON STEED

A COMPLETED WIGHT
HORN BLOWER ON SKELETON STEED
CONSISTS OF:
1 x MOUNTED WIGHT HORN BLOWER
1 x MOUNTED WIGHT HORN
1% MOUNTED WIGHT SHIELD
1 x MOUNTED WIGHT SWORD
1 x PLASTIC SKELETON STEED

TADEL WIGHTS ON SKELETON STEEDS COMMAND

SIATUIRES
Designed by Aly Morrison

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.




LIZARDME

N

SAURUS WARRIORS

BODY 3
020800403

BODY 2
020800402

BODY 1
020800407

SCYTHE SPIKE PICK
020800405 020800407
1 /4

020800406
e

SPEAR 3
020800807

SPEAR 1 SPEAR 2
020800805 020800806

SAURUS SHIELD SPRUE 1
10281

BODY 4
020800404

A COMPLETED SAURUS
WARRIOR CONSISTS OF:
1 x BODY
1 x ARM #
1 % SAURUS SHIELD SPRUE is'
e

A COMPLETED SAURUS WARRIOR

SPEAR 4
020800808

SAURUS SHIELD SPRUE 2
10281

A COMPLETED LIZARD
SWARM CONSISTS OF:
5 x LIZARDS

LIZARD SWARM

LIZARD 2
020801302

LIZARD 1
020801301

LIZARD 4

LIZARD 3

LIZARD SWARM

LIZARD 5

020801305

020801304
Saurus designed by Alan Perry, Lizard Swarm designed by Trish Morrison

020801303
Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copvright Games Workshop Lid., 1997, All rights reserved.
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LIZARDMEN

SAURUS COMMAND GROUP

SAURUS CHAMPION 1
020800501

SAURUS CHAMPION 2

020800509

SAURUS STANDARD BEARER 1
020801510

SAURUS STANDARD BEARER 2
020801504

SAURUS MUSICIAN 1
Q20801512

Enpe

SAURUS CHAMPION ARM 1
020800503

A COMPLETED SAURUS
CHAMPION 1 CONSISTS OF:

1 x SAURUS CHAMPION
1 x SAURUS CHAMPION ARM 1
1% SAURUS CHAMPION ARM 2
1 x SAURUS SHIELD SPRUE

SAURUS CHAMPION

SAURUS STANDARD
020801511

SAURUS MUSICIAN 2
020801507

SAURUS CHAMPION ARM 2

020800502

A COMPLETED SAURUS

CHAMPION 2 CONSISTS OF:

1 x SAURUS CHAMPION

1 x SAURUS CHAMPION ARM 1
1 % SAURUS SHIELD SPRUE

SAURUS STANDARD BEARER ARM
020801506

A COMPLETED SAURUS MUSICIAN
CONSISTS OF:

1 x SAURUS MUSICIAN
1 x SAURUS MUSICIAN ARM

SAURUS MUSICIAN

SAURUS STANDARD 2
020801505

SAURUS MUSICIAN ARM
020801508

A COMPLETED SAURUS STANDARD
¥ BEARER CONSISTS OF:
1 x SAURUS STANDARD BEARER
1 x SAURUS STANDARD BEARER ARM
1 x SAURUS STANDARD

SAURUS STANDARD BEARER

Designed by 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.



BRETONNIA

CITADEL
NINIATTRES

HERO ON PEGASUS

HERO ON PEGASUS
UPPER BODY
020303701

o =

HERO ON PEGASUS LEGS HERO ON PEGASUS HERO ON PEGASUS
020302703 LANCE ARM SWORD ARM
020303707 020303702

HERO ON PEGASUS

PEGASUS RIGHT SIDE
020303705

PEGASUS RIGHT WING
020400808

PEGASUS LEFT WING
020400807

PEGASUS LEFT SIDE
020303706

HERO ON PEGASUS
GRAIL SHIELD
020303708

PEGASUS HEAD
020303704 .

A COMPLETE HERO ON PEGASUS CONSISTS OF:
1 x HERQ ON PEGASUS UPPER BODY
1 x HERC ON PEGASUS LEGS
1 x HERO ON PEGASUS LANCE ARM OR SWORD ARM

1 x HERO ON PEGASUS GRAIL SHIELD

1% PEGASUS RIGHT SIDE

1 x PEGASUS LEFT SIDE

1 x PEGASUS HEAD
1 x PEGASUS RIGHT WING
1% PEGASUS LEFT WING

Bretonnian hero designed by Alan Perry, Pegasus designed by Trish Morrison

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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r Necromunda the

WHITE DWARF  [iCRrpireliy (oo o it
SUBSCRIPTIONS T

(+50p postage and
packaging) or free with
Qur White Dwarf subscriptions run for any Necromunda order
either 12 or 24 issues and are a great way over £20.00! The first
to ensure you get your monthly fix of all that’s catalogue, Warhammer
new in the Games Workshop hobby. Take out a Monsters, is. stll
subscription with us for 12 issues and we will send you Palablpon 1. (100
your choice of either the 1997 Citadel Annual or a £5.00 boxed set
absolutely free! However, if you decide on a 24 issue subscription not

postage and
packaging) or free

only will you be saving money but we will also give you a free gift

worth £15.00.

with any Warhammer
order over £20.00!

Also available, price £6,
is the 1997 Citadel
Annual. This definitive
and exhaustive guide to
all our current miniature
ranges for Warhammer
Warhammer 40,000,
and Necromunda is
invaluable when
planning  your
next army.

Listed below you will find all the boxed sets available for the 12 issue
offer. For the 24 issue offer there is a wide variety of gifts available
from Codices/ Army books to metal boxed sets - please give us a call to
find out exactly what is available. 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 a new parcel of games and miniatures
arrives through the post!

UK & BFPO: £40.00 for 1 year (12 issues)
£75.00 for 2 vears (24 issues)

Europe: £50.00 for 1 year (12 issues)
£65.00 for 2 vears (24 issues)

Rest of the World: £80.00 for 1 vear (12 issues)
£155.00 for 2 years (24 issues)

WARHAMMER |

Skeleton Warriors Goblin Warriors
Skeleton Chariot Dark Elf Warriors
Skeleton Cavalry Wood EIf Warriors
Skaven Warriors High Elf Warriors
Empire Halberdiers Chaos Beastmen Eldar War Host
Knights of the Realm Chaos Warrior Ork Battle Wagons
Bretonnian Bowmen Chaos Dwarfs Ork Mob
Dwarf Warriors Skink Archers Space Marine Battle Group
Ore Warriors Saurus Warriors Space Marine Tanks
Black Orc Warriors Tyranid Swarm

S— g% Space Marine Bike
WWARHAMMER P Eldar Jetbike
— Eldar Guardians
Khorne Berzerkers Ork Warbike
Plague Marines Ork Warriors
Chaos Space Marines Gretchin
Imperial Guard Storm Troopers Genestealers
Warriors of the Imperium Termagants
Use the form overleaf to mail order Games Workshop products and Citadel send UK orders in one of three different ways — you choose which one suits
Miniatures from this or any recent issue of White Dwarf, or from the 1997 you. The least expensive, but slowest option costs £3.00 and will arrive on
Citadel Annual. When you have totalled up your order. please don’t forget o your doorstep in 3 to 7 days. First class delivery costs £4.00 and takes 2 to
add the postage and packing charge. PLEASE PRINT IN BLOCK CAPITALS 3 days, Finally, if your order is really urgent, give us a call on the usual Mail
AND USE A BLACK PEN. Order number for details of extra fast delivery!

METHODS OF PAYMENT

You can pay by cheque or postal order, made payable to Games Workshop Ltd. i

Alternatively, we take Access/Mastercard, Visa, and (in the UK) Switch. If you UK & BFPO: Add £3.00, 3-7 day delivery.

wish to pay by credit card, please {ill in the relevant details on the form below. First Class add £4.00, 2-3 day delivery.

If you have a credit eard, you can place an immediate order by phoning our Mail Special Delivery (UK only) add £7.00, guaranteed on your doorstep the next
Order Hotlines — but make sure you have your card with you when you phone. waorking day. (Telephone orders only)

DESPATCH & DELIVERY Overseas (including Eire): Add 40% of order value. If you pay by credit

20 = ; card, P&P will be charged at cost if less than this {minimum P&P £3.00).
So-that you get your games and miniatures as quickiy as possible. we always i ¥ i )

despatch your order on the day we receive it. Depending on the urgency, we can * Boxed sets from the list on this page worth £5.00 each.




WHAT'S THIS THEN?
“This is your Mail Order form. Now that you've seen all the models and new releases in this issue, we know that you

can't wait to get your hands on them. All you have to do is fill out this form, stick it in an envelope with your
payment and post it to the address shown at the beginning of the Mail Order section.

CODE DESCRIPTION PUBLICATIONPAGE | PRICE | QTY | [OMAL
021002701 HIGH ELF ARCHER+—_c WHITE DWARF209 | 1.75 | 2 | 3.50

— | WARLORD TITAN Bbx%’—ﬁlne DWARF 208 | 15.00 | 1 | 15.00

Please start my White Dwarf subscription with iSsue nUMbDer: ................. SUBTOTAL
| would like to subscribe to White Dwarf for 1 yr []

| would like either the 1997 Citadel Annual [] POSTAGE -& PAGIING

OR the... eyt eyapuie e e M G Bt (OSSR GG
| would like to subscribe to White Dwarf for 2 yrs [ GRANDTOTAL (FQTAL » PAR)

Ring Mail Order to find out what £15.00 FREE GIFTS are available.
Please start my Citadel Journal subscription with issue number:................ Please feel free to photocopy this form
NAME: .o imsississsvisaniviosines s misui s sssysanassi sgvens ADDRESS: ...t seevreeneesmeeee e sis s s s
COURTRYY assisssssssvisiss s POSLCOME: +...vvvrrrrrrressrosees TEIE cooveeessssceesessssoeesssorees oo
Method of Payment: Cheque [ Postal Order [ Access/Mastercard [ Visa [] Switch [
cardNo: | | | | | O] o] e "1 card Expiry Date: ..............
Switch Valid From:.............. Switch Issue No:............. Cardholder Name: ..........ccccoevveeinieniniiinn e
Cardholder
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IN THIS ISSUE...

@ ADEPTUS MECHANICUS
Epic 40000 ariny featuring Tech Guard and
. Imperial Knights.

@ DARK ELVES _

-+ Part 3 of Tuomas Plrmen s tactics
P — .-..40!( -
Ry 1 : Part 3.0f the Circle of Seven campaign.

£ “f’j’;ﬁkj ‘I @ PLUS - Dok Butchias-Konvershuns!

[SSUE 21-AVAILABLE
NOW!

The Citadel Journal is published by Games Workshop, but it’s written by you! Every issue is
packed full of articles on collecting, painting, modelling and gaming with Citadel miniatures,
written by dedicated gamers for dedicated gamers. So if you’ve got a brilliant idea for a new 40K
mission, have done an unusual conversion or just have a really impressively painted army. Send
the details to:

Paul Sawyer, Citadel Journal Submissions, Games Workshop,Chewton Street Hillto
Or you can E-Mail us at- -fatbloke@ games-workshop co.
Please mark it as “Journal Submission.”

The world is waiting.

Issue 21 of the Citadel Journal is available from Mail Order priced only £4.00 with £1 P&P within the UK and BFPO. Overseas please
add £2 P&P. Please use the order form at the end of the magazine.

To be certain of your copy of the Citadel Journal you can take out one of our special five issue subscriptions available for only
£20.00 (UK/BFPO) or £30.00 (Overseas). With every five issue UK subscription we’ll send you the new Citadel Miniatures 1997
Annual, or an extra issue of the Journal, absolutely FREE! Overseas subscriptions will receive a sixth issue. Each Journal
subscription will begin with the next issue to be published — unfortunately we can’t include back copies in subscriptions, but you
can still order selected copies from Mail Order.




ign Studio and

has been collecting his army for about 9

months and is adding more and more units

all the time. He found ideas for paint

schemes from White Dwarf and Dinosaur

‘books from his local Library, and started

painting his big regiments first to give his
army a strong centre. He has als

» few conversions for his army, the most

; impressive of which is his double decker

NICK DAVIS' GRAND

Stegadon which was
Snotling Pumpwago

inspired by the

While playing with his Lizardman army
Nick has developed many tactics, most of
which revolve around his large Saurus units
and his two Stegadons. He normally uses
Skinks as skirmishers to protect his army’s
flanks and has found that Salamanders
make excellent mobile guns for picking o

enemy heavy cavalry. Using these tactics

ARMY OF

QUEMI-TOTL

Nick has had many victories, the most
impressive of which came against the
Undead where the Lizardman’s morale kept
them in the fight, but he has found the
Dwarfs very hard to tackle.

Of course, an army is never finished, and
Nick has plans to paint another four units
including another big regiment of Saurus, a
Slann Mage Lord and another Stegadon!
You can never have enough models!




