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Mark Brendan and Andy Kettlewell
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FINAL REDEMPTION

Not content with releasing
the rather wonderful

Warhammer: Dark Omens
later this year, those nice
chaps at Mindscape/SSI

will be bringing out another
Games Workshop
computer game before
Christmas.

This time it's a
Warhammer Epic 40,000
game, under the working
title of Final Redemption.

"It is a turn based strategic

battle game in which you
fight to claim back the
planet Volistad from a
Space Ork invasion.

In the single player game
you play the Imperial forces
with the combined might of
Imperial

the Guard,

Adeptus Titanicus and even
some Space Marines at
your disposal. In the muilti-
player mode you can also
play the Orks with all of their
buggies, bikes and
Gargants at your command
to crush the Imperium.
Additionally, throughout the
game you'll find more than
twenty minutes of live action
footage.

We'll be looking at the game
in more detail in a couple of
months time, but in the
meantime feast your eyes
on these screenshots.

YOSHI APPEAL
FUND BATTLE DAY
On Sunday 24th August
all UK Games Workshop
stores will be running
special charity battles in
aid of the Yoshi Appeal
Fund, as featured in last
month’s issue. Any
donation you make, no
matter how small, will be
of great help to Yoshi.
Games and special
events will be run in our
stores all day on the 24th
August. All you have to do
is pop along to your local

and join in!

LONDON INVADED BY
GW DESIGN STAFF

At the end of June, Games
Workshop's Oxford Street
store played host to a
“Book Signing” to celebrate
its Grand Re-Opening. At
the event were six staff
from the Studio, bringing
with them a host of bits and
pieces from their latest
projects. Pictured opposite
are the six chaps in
question: from left to right
we have Citadel designer
Brian Nelson, Games
Developer lan Pickstock,
artist Paul Smith, Jervis
Johnson, terrain builder
Mark Bedford, and White
Dwarfer Mark Brendan.

Anyway, it was a great day
for everyone who attended,
and we'd like to thank all
the gamers and staff at

L4 L
‘

The motley crew arrive in London

Oxford Street for making
the event the success it
was. Keep an eye on the
pages of White Dwarf for

details of other such events
coming to a Games
Workshop store near you in
the future.

Mark Bedford ‘reaches out’ to his fans



This month’s Epic 40,000 releases

TYRANIDS

s,

" NEMESIS!

Once again we present
you with a sighting of
- White Dwarf being read
_in yet another incredibly
~ unusual place. This time

the rapid snapping
camera prowess of
David  Owen-Meller

If you've not come across it

yet, Inferno! is a thrill-
packed collection of rip-
roaring short stories,
comic strips, cutaway
technical diagrams, battle
maps, action photographs
and much more, all set in

captured this dastardly
mob of GW store
managers ignoring the

thrilis and spills of the.

Nemesis ride at Alton
Towers to bury their
heads in their favourite

magazine.

the worlds of
Warhammer,
Warhammer 40,000
and Necromunda.
Issue One came
out at the end of
June (you may also
have seen our
exclusive preview
Issue Zero in
White Dwarf 210)
and the reaction
has been
sensational. The
biggest response
seems to have been,
‘Wow! Why didn't you do all
of this years ago?!’

Well, heartened by such a
reaction, we're going to
bring Infernol out every
two months, which means

: % i Assault Spawn: Haruspex (Three models per biister) £5.00
i c: [ Assault Spawn: Malefactors (Three models per blister) ~ £5.00
5 L Assault Spawn: Trygons (Three models per blister) £5.00

m r Biovores (Five models per blister) £4.00
F'E ﬂl i Carnifex (Four models per blister) £4.00
E-i'l (m “ Dactylis (Three models per blister) £5.00
:i E: ‘I Exocrine {Three models per blister) £5.00
: H_J || Harridan (One model per blister) £6.00
! Il  Hierodule (One model per box) £15.00
ﬁ : Hierophant (One model per box) £12.00

DA GUNS OF
VANARONE

On the 29th of August, Games Workshop Cardiff will be
hosting a huge game of Warhammer 40,000. Da Guns of
Vanarone sees the Orks battling against the Imperial
Guard in an assault up the face of a cliff. All the scenery
and miniatures will be provided — all you need to do is

turn up and play!

Issue Two will be out any
day now. The high point of
the new issue has to be
the first chapter of
Bloodquest, our banished
Blood Angels comic strip.
White Dwarf readers
meanwhile, may just
recognise the authors of a
couple of our stories: Gav
Thorpe’s Birth of a Legend
is a rollicking fantasy epic,
while Mark Brendan's
doom-laden Tenebrae is
just the thing to give all
Warhammer 40,000 fans
nightmares. Also look out
for Ralph Horsley’s
astonishing cutaway of the
besieged Dwarf stronghold
of Kazad Grund, more
rivetting short stories from
Chris Pramas and Ben

SCRIBBLINGS FROM
THE B1ACK 1IBRIARY

Chessell and cracking
artwork from Geoff Taylor,
Simon  (Sinister Dexter)
Davis, Dave (Slaine)

Pugh... and there’s also

someone going by the
name of John Blanche.

Back in the Black Library,
the Inferno! servitors have
been bolting together
Issue Three. Details are
hazy at present, but
listening at the keyhole
revealed the following
cryptic conversation:
“Whisper whisper Wayne...
cover... whisper... cutaway
Leman Russ... whisper...
Eldar  comic strip...
whisper whisper... who's
that crouched behind the
keyhole?”

INFERNO! 2 IS OUT NOW, PRICED £5



There is disturbing evidence to
suggest that the cold war is
still raging unchecked in
Nottingham. Design Studio
Figure Painter Jakob ‘Rune’
Nielsen recently took
advantage of Games

FROM RUSSIA
WITH LEAD...

Workshop's great lead sale in
order to purchase more lead
models than anyone could
possibly paint in a lifetime. A
secret microfilm, reprinted
here, reveals one of many
handovers of the lead by the

man we know as Jim

Butler, who has now

This month’s Warhammer releases

DWARFS

Organ Gun (One war maching+crew) £10.00

Bolt-Thrower (One war machine+crew) £8.00

¥ HICH ELVES

Maiden Guard (Three models per blister) £5.00

Maiden Guard Champion (One madel per blister) £3.00

Everqueen and Maiden Guard (Seven models per box) £15.00
' UNDEAD

Armoured Skeleton Spearmen (Three models per blister) £5.00

Armaoured Skeleton Wight Champion (One model per biister) £3.00

Armoured Skeleton Command (Twa models per blister) £4.00

slow, fear causing
swords, bows of S
you guessed it, it's th

been identified as the secret
agent, Grigori ‘the Hawk’
Butlinski. The technology
used in the handover has
been identified as a
revolutionary figure case not
previously seen in the West.
It can cope with a load twice
as big as its predecessor,
and we have already
replicated the design for the
more wholesome purpose of
transporting your army from
your home to your battles.

Qur inside sources believe
that secret agent Nielsen is
going to melt down the large
amounts of lead he now has
access to for the purpose of
building himself a nuclear
bomb shelter. We think the
excess models are intended to
provide him with something to
while away the rest of his life
with after the Armageddon.

The new figure cases are
available now for £20 each.



BOOM,

If you think that one
Dwarf  Cannon is
dangerous by itself, just
imagine how deadly
four of them strapped
together would be! Well,
that's exactly what the
Dwarf Organ Gun is!
Easily capable of
blasting apart even the
toughest and most
heavily armoured of
foes, this devastating
weapon is a must for
every Dwarf general.

The Dwarf Engineer’s
Guild has obviously
been hard at work this
month, also churning
out the new Dwarf Bolt
Thrower. When a more
precise artillery strike is
called for, you just can't
beat a Bolt Thrower.
And massed bodies of
infantry. make ideal

BOOM!

targets too, as the
massive missiles
launched by this war
machine can punch
through rank after rank
of enemy troops.

Dwarf generals should
also check out Studio
Design Manager Alan
Merrett's Dwarf army
later in this issue,
alongside the next
thrilling installment of
Thorskinson’s Island.

BATTLE FOR MORT PEAK

Games Workshop Crawley
recently held a Warhammer

40,000 battle on a truly
humungous scale. The
protagonists were Eldar and
Imperial Guard, commanded
by a bloodthirsty, howling
mob of gamers bent on
conquering the universe.
Well, at the end of a hard
day's thrashing one another
to a gory pulp, the victors
were declared to be the
Imperial Guard. Just!

By the time you read this
there will have been a second
battle day, ‘Assault on
Runway Alpha’. Those of you
who missed these two can
still catch the ‘High Crusade’
on the 25th of September.
This is a Warhammer crusade
by the Bretonnians into the
Land of the Dead. You don't
need to bring any miniatures,
scenery, dice, etc, since
everything will be provided —
just bring yourself!

Com g i

s

o
p |

By the way, since many folk including the Crawley staff were
wondering, we think a stoater is a small, stoat-hunting dog.

Dwarf Bolt Thrower

You might recognise Paul Muller

(right) from his earlier days here as

a Games Workshop figure painter.
Well, Paul's moved on since then, and
has now joined the Citadel design
team, sculpting miniatures. The

Frateris Militia, released this month, are

Paul’'s debut models. Keep your eyes peeled for
more of Paul's excellent work in the future.

Paul Muller
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40K

It's amazing the lengths that
some people will go to have

me a road fest

a game of
Warhammer
40,000. Glen
Robinson,
from GW
Australia, was
so put off at
not  being
able to take
his usual 8' x
4" gaming
table  with
him on his
flight to the

UK, that he
decided to build his very
own travel 40K set.
Enlisting the services of his

“colleagues Tero Kanko and

Dave Taylor, they came up
with the set you can see
above. The whole thing,

including the gaming table,
is small enough that it will fit
in its entirety into a normal
sized figure case.

The models are all taken
from Epic 40,000, and
mounted with pins on their

bases. This enables them to

be stuck securely into the
board. That way when you
hit a bit of turbulence your
miniatures don’t all go flying
off, spoiling your game.
Likewise, the terrain is all
taken from Epic 40,000
and pin mounted for
stability. If you look hard
you might even spot that
Dave's done a conversion
of the 40K Chaos special
character Abaddon! Mad!

NAZDREG

Imperial forces beware, Nazdreg
Ug Urdgrub, Bad
Moon Ork
Warlord, is here!
Figure painter @,
Mark Leake thinks 5,
that this is his best '
piece of work to
date, and I'm sure
you'll all agree.

We do!

IN THE
LISTS

Collecting a Warhammer
army? Of course you are!
And that's why you need
to get your hands on

some of
Warhammer

these
Roster

The file cards are also a
great time saving device.

Sheets and Army File
Cards. They're perfect for
keeping track of your
regiments, as well as for
planning out what you
want to get next.

Instead of having
choose your army from
scratch each time, you
can just go through your
file picking out units
you've already worked

required army  size.
We've also found that you
can easily pick up file
card storage boxes, like
the one shown below,
from just about any
stationery shop. These
are great for keeping all

out, until you your cards organised.

reach  your
This month’s Warhammer 40,000 releases
Storm of Vengeance (Scenario pack) £15.00
ORKS
Mazdreg, Bad Moon Warlord (One model per blister) £7.00
SISTERS OF BATTLE
Battle Sisters (Three models per blister) £5.00
Battle Sister with flamer (One model per blister) £3.00
Battle Sister Icon Bearer (One model per blister) £4.00
Battle Sister with multi-melta (One model per blister) £4,00
Sister Superior (One model per blister) £4.00
Seraphim Battle Sister (One model per blister) £3.00
Seraphim Battle Sister with flamers (One model per blister) £3.00
Seraphim Sister Superior (One model per blister) £4.00
Uriah Jacobus (One model per blister) £6.00
Imperial Preachers (One model per blister) £3.00
Imperial Frateris Militia (Four models per blister) £4.00
R R MARINES LEGENDS CATALOGUES
Ravenwing Attack Force (Boxed army deal) MMHWW it the Lagende ; e Bwh.
Scouts (Boxed set of five models) In actual fact they only cost £1. -




CITADEL

MENEAT LIRS

WARHAMMER ARMIES HIGH ELVES IS NOT A COMPLETE GAME.
YOU WILL NEED A COPY OF WARHAMMER TO USE THE CONTENTS OF THIS BOOK.

Citadel, the Citadel Castle, Games Workshop, the Games Workshop logo and Warhammer are
registered frademarks of Games Workshop Ltd. © Games Workshop Lid, 1997. All rights reserved.

HIGH ELVES

The High Elves are a wise and ancient race,

whose chronicles date back to when the
world was young. Their deeds and
achievements were legend before the
tribes of man ever arose to power in the
Old World. Proud of their noble heritage,
the High Elves are a graceful and cultured
people, yet unflinching in battle. They are
masters of arms and the secrets of High
Magic, and once aroused, their wrath is
terrible to behold.

ULTHUAN

This new High EIf army book contains a
comprehensive history of the great
kingdoms of Ulthuan, and of the
Phoenix Kings and the Great Sundering,

SPECIAL RULES

Rules for the High EIf Repeater Bolt
Thrower, Citizen Levies and High EIf
Enmities are covered in the book; as
well as new rules for Dragons and rules
covering the secrets of Ithilmar, a
unigue metal long prized by the High
Elves for its amazing properties.

ARMY LIST

A complete army includes the Phoenix
Guard, Dragon Princes of Caledor,
Silverhelms and many others. A
separate section introduces great
Elven heroes, such as Tyrion,
Champion of the Everqueen; Teclis,
the greatest of High EIf wizards;
Belannaer the Wise, and Alith Anar
the Shadow King.

PAINTING & HOBBY
GUIDE

Finally, the book presents a guide to
collecting a High EIf army, as well as
extensive information on painting High
Elves, lavishly illustrated with

photographs of High Elf models painted
by the 'Eavy Metal team.




f GAMES WORKSHOP
GRAND OPENING

Buy three blister
packs and get the
one with the
lowest prlce FREE'

Buy three boxed
sets and get the
one with the
lowest price FREE!

WARHAMMER or
WARHAMMER 40,000 or
NECROMUNDA or
SPACE HULK or
WARHAMMER QUEST

Redeemable at Games Workshop ENFIELD or

October 1997.
* NOT TO BE USED

Cut out the coupons on the right and take them
along to the Grand Openings specified to take
advantage of these great deals. Coupons

ﬂE.E’BDEEN STORE cannot be used for boxed supplements. IOFF Al‘my @@@kf

U n Et 1 y 30;40 K' l’kgate ENF’ELD STORE Redeemable at Games Workshop ENFIELD or
Aberdeen 3;5 Geno“n Rd ABERDEEN onthe October 1997.

Leave the Bonaccord Shopping Centre by the i

exit onto Upper Kirkgate. Turn left and Games E anEId

Workshop is approximately 50m down on the
left hand side.

- NOT TO BE USED

Take a train to Enfield Town railway station.
Turn left as you leave and Games Workshop
For more informaﬁon‘ or more is approximately 15m along on the left.

detailed directions, call the For more information or more

store on: detfailed directions, call the

| store on:
01228 e 0181-363-3238

All offers are sul bifity a0 ctober 1997 at Games Workshops
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HARD... on I'LL ClIFF VYA HARDER!




e A ey e e

et

The camp fires roared and
smoked as the Orks huddled
round the flames. In the darkness the
light flickered round the rough corral of
buggies and trukks. Under the stars grim-
faced Orks roasted a supper of desert squig /

and sand worm. The food was good, the
day’s fighting better, but the booty was
the best of the lot. On a rock sat Bad
Makz telling the ladz his story... The
best story of them all. The %ﬂﬁ'of
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The Orks shouted in well rehearsed unison. "To da
Waaagh! To da Waaagh!” They liked this story. Bad
Makz' words conjured a familiar picture of a massive
space hulk racing through the darkness of space,
carrying the Orks to new battles and fresh conquests.

The Orks laughed! That buggy had seemed to hang in
mid-air for a second as Naggrot flaifed uselessly at the
wheel. The biker tried to get away but only managed to
turn his bike half-round before the whole lot came
crashing down on top of him. The buggy’s wheels
sprang off but its speed carried it through the sand,
carving out a great rut behind it. What a great victory!

When ¢

it da Big C
3 long rut in the
anyon wt




The Orks listened to the story. That's where it all began. In the Big Crash. That's where the Skid came
from, its sheer sides hundreds of feet high, its floor the bedrock of the planet itself. The Skid runs for

thousands of miles across the sand like a great scar on the face of the planet.
he junk in the whole

da junk

Da hulk woz wr all turned to junk and dat's

ink of all da nice junk what da junky Mekboys

an’ sold

Enormous! The broken space hulk scattered over a continent. When it
struck the planet’s surface it left a cloud of debris so thick that the sun
vanished from the sky for many years. Radiation from the hulk spilled
over the desert killing what little life it may have once supported.

What it did not kill it corrupted and mutated. The wreckage was
everywhere. But even in the midst of the destruction something
crawled from the wreckage. Something green.

all uz Orks den? Woz we all burned up and torn
Woz we all smashed to bits like
s and Grots? Naaaaa... Course we wasn't.

Wot ab

Nol No! Green is good an' green is go! Green is good
an’ green is go!” The shout echoed across the desert
and was joined by the distant how! of some nameless
wild beast.

Course... Some of uz woz all burned up an busted in da
Big Crash. Stands to reason dunnit! Maybe it woz
undreds or 'undreds of 'undreds what died. | dunno an’|

Fact is some of uz ladz musta made it coz'
now! An' some of dem' Grots
too, tho' it beats me ow dem




Bad Makz scowled as he spoke. A tiny Grot caught his eye and
scampered away from the fireside where it had hoped to warm
itself. It was lucky not to be eaten. Later on, when the sand
worms ran out it probably would be. That was how it was with
Orks. Where there were Orks, there were Grots. Where there
were Grots there were Squigs and other small green creatures
and fungus... The fungus was everywhere. Throughout the
galaxy, wherever Orks lived, planets were gradually Orkified or
Orkiformed. Creatures and fungus appeared as if from nowhere
to prey upon and eventually surplant native lifeforms. In the end
there would be only Orks and their kind.

When da ladz crawled from da wreckage of da hulk they said
“‘Ow is we goin’ to get to da Waaagh now? We is stuck 'ere in
this flippin desert and da Waaagh is startin' without uz.” So da
Mekboyz, dem clever ladz, they say's we'll put da hulk back like
it was. Uz brave ladz like what you and me are, we gets together
in our buggies and trukks and bikes and traks and we finds all
da bits so da Mekboyz can make da new hulk! Da Mekboyz
work an' invent and dream up all kinds of smart stuff to make a
new hulk so’s we can all go back to da Waaagh!

The Orks stood as one and screamed at the top of their voices,
“Back to da Waaagh! Back to da Waaagh!” They screamed up
to the sky where they pictured the Waaagh going on amongst
the glittering stars. "Back to Da Waaagh! Back to Da Waaagh!”
They imagined how if they yelled loud enough the ladz in the
Waaagh might even hear them over the noise of the battle.

So da Mekboyz makes da new hulk usin' all dem bits wot da
ladz bring 'em. It gets bigga and bigga. All round it da ladz
makes hutz and workshops an all that. Then da ladz makes da

brewhuts and slopshops and all dat stuff wot you needs. An dat
is 'ow Mektown was built round da hulk. Da ladz takes all da
junk they find to da Mekboyz who gives em teef so they can get
more ladz together in more trukks with more guns to get more
junk. It is a clever plan and when it is finished da new hulk will
take us back to da Waaagh!

The Orks stood on cue and took up the chant once more. “Back
to da Waaagh! Back to da Waaagh!" Bad Makz raised his bony
arm and the Orks suddenly fell silent.

Da hulk gets bigga an’ bigga, an fatta an fatta, an one day some
smart lad says it looks like da biggest, fattest Ork ever. 'An ez
right! All da ladz look at da hulk an says so too.An' of course,
da biggest, fattest Orks of dem all are the great big fat Ork gods,
Gork an' Mork!

The Orks sprang to their feet and took up the cry “Gork an’ Mork!
Gork 'an Mork! Gork 'an Mork! Gork an Mork!" until the desert
was filled with their booming voices and Bad Makz raised his

arms skyward.

Da clever Mekboyz 'ad made da ged to carry us back to the
Waaagh! Now some of da clever ladz says dis god is Mork and
some says da god is Gork. Soon all da Orks in da world is
shouting “Gork! Gork! Gork!" or "Mork! Mork! Mork!” An’ hittin’
each other and shootin' and fightin'. Mektown is burnin an' da
hulk is burnin' with all dem clever ladz inside still fightin’ and still
shoutin’ “Gork! Gork! Gork" an' "Mork! Mork! Mork!" as they is
burned and crisped to bits.

The Orks stirred to the description of the bitter war between the
Gorkers and the Morkers! They listened in awe as Bad Makz
described how the new hulk ran with green blood and fires
gutted Mektown. They pictured the Orks grappling amongst the
flames as their world fell down about them until all was cinders
and smoke and charred ruins.

Yes! After da big scrap all dat was left was scrap. An' dat is why
nowadays we calls a big fight a scrap. Da new hulk was wrecked
in all da fightin' and lotz of Mekboyz were dead. Da Mekboyz
wot was left, da Gorkers what shouted for Gork and da Morkers
what shouted for Mork they starts again. Now they says we'll call
da new hulk Gork and Mork just to be on da safe side cos you
can never be too careful with gods. So they calls da new hulk
Gorkamorka.

The Orks leapt into the air yelling and screaming wildly. Half of
them shouted Gorka as loud as they could and then the rest
roared Morka as Orkily as they could manage. “Gorkal Morkal
Gorka! Morka! Gorka! Morka! Gorka! Morka! Gorka!l Morkal
Gorka! Morka! Gorka! Morka! Gorka! Morka! Gorka! Morkal” At
last they all collapsed to the floor hoarse and exhausted. Bad
Makz waited untif all was quiet before he resumed his story.

'Undreds of years it takes to make Gorkamorka, 'Undreds of
'undreds maybe, | don’'t know ‘an | den't recon them Mekboyz
knows either. It ain't finished yet is it! So we keep on lookin’ for
all dem bits until we finds 'em all. An' if we finds bits we takes
em to da Mekboyz for teef so's we can get more ladz, an' more
buggies, an' more guns, an' more stuffl An we look out for all
dem sneaky Gorkaers, an cunnin’ Morkers wot would fight us
an’ nick da bitz wot we find. An when them Gorkers an’ Morkers
find stuff we gets sneaky an cunnin’ an' nicks it off them! An' if
we finds enough bits maybe da Mekboyz will finish Gorkamorka
an' Gorkamorka will say wot hard an' brave ladz we are and
scoop us up in 'is great big 'ands and take us back to da
Waaagh in da sky!

DT RV S







GORKAMOR

Gorkamorka is a high speed game of vehicle combat, a frantic struggle
between mobs of wild Orks on sun-scorched wastelands. As a brutal Ork
mob leader you must outfight your opponent by using skill, low cunning and
luck. At your disposal you have primitive but effective weapons and, most
importantly of all dangerous high-speed vehicles with which to cross the
burning wastes of this inhospitable world. You’ll soon learn how to arm and
use your Ork warriors to their best advantage, and how to use their powerful
buggies to destroy your enemy. Each time you play Gorkamorka your mob
gets bigger and better and by winning games you earn teef. With teef you
can buy more deadly weaponry, more vehicles or improve the ones you
already have, and also hire more warriors.




Every time your mob fights it will grow and increase in power as the
survivors learn new tricks and hone old skills. Young Orks quickly progress
to become hardened warriors, and veteran warriors will grow stronger and
more powerful with every success. As the gang’s leader becomes richer
and his followers become more dangerous, his fame grows in the eyes of
Gorkamorka. Infamous warriors seek him out, industrious Mekboyz offer
their services, and rival Orks plot his destruction. Fear and respect march
hand in hand amongst the Orks as the twin marks of success.
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First and foremost

the Tyranids are fast,
allowing you get to the
enemy quickly. Their
manoceuvrability is also
aided by Mycetic swarms
which can land anywhere
on the table. Have a look
at the Drop Pod rules on
page 15 of the Epic
Battles Book to see how
Mycetic Spores work.

e. ‘You get lots of

o the enemy

pe ver
i ou can swamp

oints SO Y

Tyranid armi
Tyranids for your p

with lots of monsters.




The Tyranids have some of the N The Hive Mind is

largest assault factors in the : implacable. Casualties

game. Creatures like Genestealers, and enemy fire do not

Carnifexes and Hive Tyrants are a % affect the Tyranids

exceptionally good in close assaults. k. 5, advance in the same way
i ) : . as other forces.

FINALLY, ALL
THE ABOVE
MAKE
FIGHTING
TYRANIDS A
FRIGHTENING
EXPERIENCE
FOR ANY
ARMY. EVEN
BEFORE YOU
START, YOUR
OPPONENT
WILL BE
SCARED AND
ON THE
DEFENSIVE.



The basic Tyranid tactic is not subtle. Attack, attack, attack,
don’'t hestitate just go, go. go. Pile towards the enemy and
defy his guns to stop you. The longer you hestitate the
more damage you will take. This plan is not for the faint-
hearted, casualties are likely to be high, but when those
Genestealers and Carnifexes do make it into close combat
the enemy is all but doomed.

¥, As well as examples of some tried and tested
yranid tactics, we've also included some tips
for the opposition! Although prolonging your
miserable lives for perhaps a few more
minutes is all it will achieve
ha, ha,
haaaaaa

Mycetic Spores

Ahhh, that special

Drop Pod rule. If

you’re thinking of

collecting a Tyranid

army, you're going

to like it! Here's a

summary of how

it's done (see p. 15

of the Epic Battles Book for
details). If you successfully
make the dice roll to see if
they can come on, deploy the
Spores at the start of your
movement phase. To
determine where they land,
make some card markers
(about 1cm across). Next write
one number or letter on each
bit of card that corresponds to
each unit. Place all the cards
on a barrage template and
hold it above the area you
want to drop the Spores on.
Now for the fun bit... Flip the
template over quickly, see
where the cards land and
deploy from there.

. ENEMY ANNIHILATION PLAN 1
The straight charge up the
centre, supported by Mycetic
Spores raining down on the

" flanks and behind the enemy.

CENTRAL ¢
ASSAULT §

Use whatever
troops you like. Just
drive forward in a big

wedge shape.

The real trick is to
find the correct
balance between the
central assault and
Mycetic Spores.

Tips for the enemy
on how to
SUrvive...

Use massed firepower to

smash the Tyranid centre

and make use of the
tactical withdrawal to
stay out of range of the |

Tyranid assault. In other

words ‘run away!’ i




j Big, sharp, pointy bity things coming to eat your brains...
| When faced with this kind of pincer assault, the best bet is to simply attack the centre!

YOU'RE GONNA GET YOUR... PLAN 2
The pincer attack with powerful assaults coming
simultaneously on both flanks to envelop the enemy,
whilst your centre rains bio-artillery fire on them.

: BIO-ARTILLERY ; _
dhoigi (Heavy firepower such - FLANK
Aohrte as Biovores, Exocrines, ASSAULT

(Hormagaunts,

H unts, 5
[Tm:g:m: Dactylis etc) i s
Genestealers, etc) j : Genestealers, etc)

Shamelessly confident Tyranid player wonders
if you should really bother, but if you insist...
Use war engines to hold up the flank whilst your main force |
deals with the Mycetic Spores.

Ay

b
45

Mycetic
Spores

Yum yum, more armies
to eat. Plan 3
The flank attack, where
you load one flank with
an unstoppable mass of
AWUIGN creatures and sweep
ASSAULT ~around one of the
**}:mg:ﬁ;‘s‘s enemy’s flanks, whilst
Mlehie WSl Mycetic Spores distract
the enemy's fire.




oice of swarm is a general assault swarm.
moving and very hard hitting. This is the sort of si

Hive Tyrant

A Hive Tyrant is all round
mean. Armour 6, firepower 2,
assault 6 and a pysker with a
save! They are prone to be
picked off by special weapon
shots, especially anti-tank
weapons. However, this is
perhaps because they scare
the enemy so much and
attract a large amount of fire!

BE AFRAID, BE VERY AFRAID

Tyranids always pass Leadership
tests and are never broken if they
have any Synapse creatures left
in the swarm! Remember you
must choose three Synapse
creatures to control each swarm.

erve speed of 15cm,

81 units it has a half stren

3, with a morale value of

of Synapse creatures

re the advance contint
me what may.




5 Termagant Units
Whilst not wvery powerful,
Termagants are very cheapskate
and will make a good screen for
my swarm. Termagants absorb
the first enemy fire, and any
survivors can lend support in
close combat or firefights.

3 Tyranid Warrior Units

My next Synapse creature
choice is 3 Tyranid Warrior
units. Tyranid Warriors are vital
to a swarm because as
Synapse creatures their
presence means the swarm
doesn't have to take leadership
tests, and they can keep on
moving despite heavy enemy
fire. Taking plenty of them
should mean the swarm keeps
fighting to the end.

3 Tyranid Warrior Units

| opt for more warriors as
extra insurance against
losing contact with the
Hive Mind. Another Hive
Tyrant is tempting, if only
for the extra pysker to give
me an exira advantage in
close assaults, but I'm
afraid it will be picked off
too easily (wimp — Ed).

5 Termagant Units

More screening troops. My
thinking here is that the bigger
the screen the longer it will take
the enemy to kill them all and get
to the better stuff behind. Ask any
40K Tyranid player how well this

works against most enemies.

'

Type: TERNAGAY

Mo. UNITS: =)

TYPE; Tvpe: 7E ﬁﬁﬁlfﬁf/ Z

No. UNITS: =

Ho. UNITS; No. UNITS;

POINT COST. 52 POINT COST.. 32

Tvpe: LYRANE WARRHR

POINT COST,

5 Hormagaunt Units

Like Termagants Hormagaunts
are cheap, they are also very fast
and mean in close combat. The
Hormagaunts are also
expendable, but should any
survive to assault the enemy
then their speed will allow them
to attack units deep in the enemy
lines, towards the rear of enemy
detachments. This makes it hard
for defeated enemy units to
withdraw without ending up with
15cm of a Hormaguant and
being automatically destroyed.

Tvpe: HORNAGAUNT

No. UNITS: &

POINT COST: e

TvpE: LEHTOR

POINT COST. 32

'

—vpe: CARNFEX

Neo. UNITS: < No. UNITS: &

SOINT COST: 92 POINT COST. . /.

2 Carnifexes

Carnifexes give my swarm a
“rile more flexibility. As well as
=nding their rampaging might
%2 the close combat they have
firepower 2, so they will be
useful should | want to soften
uo the enemy first by going
onto overwatch for a turn.
Surprise moves like this can
throw your opponent's plans.
_ike Hive Tyrants, your
Carnifexes are likely to be
ocked out by special weapons
shough, which is why |'ve taken
2 of them.

2 Genestealer Units
Genestealers are the real
strength of my swarm. Their
assault value of 6 will mean |
should massively beat the
enemy's assault total, making
winning the close combat a
certainty.

2 Genestealer Units

More Genestealers just in case
some are killed during the
advance. It's also worth saying
that 10 points per unit is cheap.
Excellent value madam!

3 Lictors

Lictors are very useful to a
swarm. Not only are they good
assault troops, but their
Infiltrate ability makes them
perfect for revealing hidden
Set-up markers before |
commit my main strength to an
attack.  Their  increased
command radius also makes
them good at picking off stray
enemy units. Because they
infiltrate they get an extra
move in their first turn, so they
can start threatening the
enemy early. All round nasty.




2 Tyranid Warrior Units

| don't intend to get too close
to the enemy with this
swarm. Hopefully my Tyranid
Warriors won't take much fire
and their small numbers will
keep the other creatures in
touch with the Hive Mind (it's
good to talk!). | really want | . . 8
the swarm on overwatch to | 1 Tyranid Warrior Unit 1 Tyranid Warrior Unit
maximize  their  firing § | The warriors will be useful in Notice the almost minimum
potential, with  Tyranid | protecting the swarm from |=4 expenditure possible on
Warriors lurking near the | close assaults by fast-moving § = | Synapse creatures, so | can
back to protect the bio- § | enemy, and to snipe at any | | afford a few extra broods.
artillery. enemy that come too close for | > -

" =54~ PETACHMENT

No. UNITS; Mo, UNITS;

POINT COST; POINT COST;
RESERVE SPEED

BROODS BROODS HALF STRENGTH

Tvee: LIRAD WARRDE | rype. ZYEAUE HAREYE ! Tvee: BUWRE MORALE VALUE
No. UNITS; Mo, UNITS: 2. Mo, UNITS: & : No. UNITS: £ = | TOTAL POINT COST

POINT COST;
POINT COST: st L POINT COBT: —2L poINT cosT: 77

Tvpe: BACT S TypE: BUOVORE Tvpe: BIOVORE

No. UNITS: = Na. UNITS: ¢

POINT CosT: POINT COST; 20

3 Dactylis
i . FIRE
Dactylis have the same SPEED RANGE ppweg /
. |

range as Biovores. They ] : , ' : Il 2 Biovores
also have excellent armour Tlaps ek Excellent for placing Blast
so they can protect the more ol ' markers, especially on fast-

exposeq Biovorgs from ! - moving enemy detachments
enemy fire by staying at the 1 Biovore s B which could otherwise avoid

front of the swarm. Bang bang you're stuck! your main assault. | shall get
them on overwatch and just
fire away.

1 Biovore

More Blast markers thank you
very much!

s Sl




Hive Tyrant

Big and scary, his presence
will force the enemy to direct
special weapons fire at the
swarm.

Mo LINITS;

POINT COST:

TYPE;.
Ho. UNITS;
POINT COST;

2 Zoanthropes

Zoanthropes will give the
swarm an advantage in close
assaults for having more
oyskers, and if they survive
the enemy fire the swarm
may still have enough hitting
power to beat them.
Zoanthropes are slow but this
shiould not be too much of a
problem because arriving in

2 Tyranid Warrior Units
Not too many Synapse
creatures here. The Mycetic
swarm shouldn't have that
far to advance after landing
and therefore won't take
much incoming fire (so the
theory goes).

No. UNITS; No. UNITS;

POINT COST;

POINT COST;

Nea. UNITS:

POINT GOST: -3

P ASSAULT ARMOUR

2 Lictors

1 Tyranid Warrior Unit

The minimum requirement, to
save points for more fodder
troops.

2 Lictors

The cannon fodder. Their main
purpose is to die first and
support any close assaults.

RESERVE SPEED
HALF STRENGTH

MORALE VALUE

TOTAL POINT COST

4 Hormagaunt Units

Fast and deadly, hopefully the
enemy will be worried enough by
the threat of the Hormagaunts to
commit a lot of firepower to
stopping them. All the better for my
overall plan (imagine hands rubbing
together with glee, slanty eyes, evil
grin, that sort of thing).

The Lictors’ extra infiltrate

move makes
exceedingly useful

them
when

deployed from Mycetic
Spores. They can threaten to
surround the enemy forces
straight away.

Mycetic Spores means they
won't have far to go in order
10 reach the enemy.

More nasty infilirate moves to
surround the enemy and get
him really worried.




P've covered Assault Spawn, Bio-Artillery and Mycetic
Spores, but there is more to the Tyranid invasion
‘than this. Here are some other suggestions for

using the Tyranid army lists. Total galactic
domination here we come...

BIO-TITANS
For me Bio-titans are best used
as war engine killers. War engines can be very
hard for the Tyranids to destroy because of their massive assault values and refusal
to break. The best answer to them is to take your own Bio-titans equipped with ripper
tentacles and razor claws, and scuttle towards the enemy war engine as fast as possible. Once in
close combat the enemy war engine is in big trouble.

ARMOURED
ASSAULT SWARM
Assault spawn carrying lots of Hive
Tyrants, Carnifexes, Genestealers and
Tyranid Warriors storming into battle at
very high speed (25cm a turn actually).
This is a good way to include lots of
Zoanthropes as well and because they are
being transported their low speed will not
slow down the entire swarm. The swarm
could also include some Exocrines for anti-
tank support, or Dactylis, but they will siow
down the advance.




DOMINATRIX

Your army’'s supreme commander is the Dominatrix.
The Dominatrix is one mean mother. Itis a war
engine which means it cannot be broken, can move,
fire all its weapons and move again in the assault
phase. You can only take one Dominatrix per 2,000
points in your army, but it does have an added
advantage over other supreme commanders
because it gives you a re-roll in close combats or
fire ﬂghts even if it is only in support of the assault.
involved to gwe you the re«rol! It is a subtle
rence but one which could be vital in a close
ught assault. Your Dominatrix is best of
- Supporting your assault swarms,

FLIGHT SWARMS

A good flight swarm might be 1 Harridan and 10 &
Gargoyles just o use as interceptors. Most flyers |
will drive off the Harridan and a few Gargoyles in a |
dogfight, leaving 6 or 7 Gargoyle units to attack back.

This should be enough to blunt any enemy ground attack. If [
the enemy has no flyers then the Harridan is free to make its
ground attacks, but otherwise just use them to cancel out &
your enemy’s airpower,
leaving your ground
swarms free {o.get on with
the real task of eating the
enemy. Yum, yum.
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WARWICK‘S HIVE FLEET
When l slarled playtesting Epu: 40,000 l elected to take on

‘the :ql_-my Int_o Eplj__:- _4.0._50_00._. | Besul_es the .cm[y. oth
was the much despised Eldar, yulk!

My tlrsl pr&orlty was to get i
Jot' of Tyranids p'al'n't'ed-'
‘quickly. Individually each
~ model did not have to be . deo
‘brilliantly painted, they just
'had 1o look good as part of a.
larger army. I could always go
 back and add some more
-details later.

I have a quick method for
‘applying the first coat of paint
“to my models: -

3Istarledwnhthelnfantry Al | R e AE et el 2
‘my  Tyranid Warriors, To¢ Y 's ash waste terrain a iot
Termagants and Lictors were ey a “"Q, and my own
‘sprayed red. Then | gave them :
‘a quick dry brush with a red/
‘orange 'mix. Next | covered
.them in a thin black wash
which 1 let dry ‘before |
‘picked out chitinous
armour plates in bone :
and weapons in 3. Nextidrybrushé
green. For the miniature with ajre
Genestealers ' and mix, taking slighly

‘of getting the san
‘would be to dry bi
‘model red, uslrfg ab
{for speed!

i
MODELLING MYCETIC SPORES

Afinal note here about Mycetic Spores. | took to using lots of Mycetic swarms in battles.
So to represent them | build some spore impacts, just to scatter around and make the
battlefield look cool, with gribbly monsters emerging from all over the place.

To make them | used smashed up walnut
shells, spare models off the Tyranid
plastic sprue and lots of PVA glue
oozed all over them for embriotic

fluids. | let the gloopy mess dry

then painted them to fit the

rest of my army. Simple really!




$ling away, and usun[ly
'd them In to capture

as Warhammer 40,000 games
later. It's just a bit of fun really,
but |t does allow you to_




Land Raiders have two special weapons (anti
‘range. They are useful for killing Tyranid Hive







Even Ork fighter-
bommerz can win

and Harridans...

'Fast detachments such as the Kult of Speed can be used to move aro
Jfrom behind;

Ork war engines have lots of firepower to kill hordes of Tyranid creatu
kill Synapse creatures and Bio-titans.







LASH IN THE 41ST MILLENNIUM |

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

Imperium e
s deadly firefic
atur

ble in the Epic 40

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!

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.







“The enemy have been sighted. | am going to
engage. In the name of the Emperor;
Ravenwing — Attack! Attack! ATTACK!”

Grand Master Gideon of the Ravenwing.

With the release this month of the Ravenwing Attack Force box and the
~ Storm of Vengeance scenario pack, everyone’s been going absolutely crazy
about the Dark Angels here at Games Workshop! We asked a few well known
(and not so well known) Dark Angels commanders to give their views on
some of the varied and unusual squads that the Dark Angels are so famous
for. And as if that wasn’t enough, we’ve also given you one of the Storm of
Vengeance scenarios that we just couldn’t squeeze into the scenario pack,
with all the bits you’ll need for it printed on this month’s card section!



Mark Bedford: I've just completed a Dark
Angels allied contingent for my Imperial
Guard army. The Imperial Guard can be quite
a slow moving force, particularly if you have a
lot of troops and not that many transport
vehicles. My Dark Angels are really fast and
deadly fighters, each capable of holding his
own against all manner of foes. | have a
couple of assault squads with jump packs in
my force, and am currently painting up some
Ravenwing. Of course, I'm going to add some of the new Scouts as
welll | only take the things that fit the theme of my army. | won't
take something just because it's hard, it has to fit in. As an assault
force, the Dark Angels are unparalleled.

g

lain Compton: Ravenwing Bike or Land
Speeder squadrons are a great way to
- speed up a game of Warhammer 40,000.

- And because they're bought from the

- squad’s allowance you can have a lot more
Bikes and Land Speeders in a Dark Angels
force than in any other Space Marines army.
In fact, you could have an army made up
entirely of Ravenwing if you wanted to!

“What is the terror of death? That we die
our work incomplete. What is the joy of
life? To die knowing our task is done.”

“Forget your past life. From this day on you are
simply a Dark Angel — nothing else is of
consequence. The Chapter is all that matters.”

Chapter Master Azrael addressing new recruits.




_Adrian Wood: I've S

always admired the e T

Dark Angels, it must be
something to do with
the green armour! In
particular though, it's
the Deathwing, along
with the Ravenwing,
that really characterises
a Dark Angels force.

SRS QIR N TR A
ot A T
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“The Ravenwing creed will be Ignis et Tempestum.
They shall be the pinions of the Angels of Death."

From the Ceremony of Inception of the Ravenwing.

Owen Crisp: The most
important thing about Dark
Angels tactics is never field a
single Ravenwing vehicle on
its own because it will get
shot to pieces. Also, always
try to take out the biggest
threat to them, normalily
flamers or some other exotic
alien weapon, as soon as
you can.




This box contains a
complete Ravenwing
Attack force and full
colour Army book.
The Army book
details the force that
is in the box including
the special Ravenwing
rules, allowing you to
use the Attack force in
your games. The box
also contains transfers
and banners for all the
Ravenwing vehicles,
plus additional transfers
that allow you to
customise your Attack
force for a variety of
other Chapters as well.

A hellish tangle of fused metal, scorched plascrete and melted ceramite
attested to the ferocity of the battle. Ahead, the Eldar had erected some kind of
heavy weapons post which had stalled the Imperial advance. Apollyon
muttered the Litany of Hatred to himself as his landspeeder roared toward the
foe. Today the deadlock would be broken, today the Eldar would be dying.
Climbing a little he brought the landspeeder around for the final attack run. The
engines screamed like tortured souls as he dived for the very centre of the
Eldar host. Overloaded shock dampers pressed against his power armour as
he slammed the controls from left to right, praying to the Emperor to carry him
through the hail of shuriken that sleeted through the air around him. For an
instant the Eldar fortification passed across his sights, the instant was all that
he needed. With a swiftness born of utter familiarity, he armed the assault
cannon and sent a trail of craters across the smooth exterior. A shower of
green sparks was followed by a soundless explosion as the arcane Eldar
weapons exploded. His mission accomplished he pulled away. Another foe had
been caught between the claws of the Ravenwing.
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to see it dusted off and br i e, rthe
ought to the light of day here in these pages. So, without further ado, the Purge scenario
! : r io.

SCENARIO OUTLINE

In Purge the Space Marines are separated into groups
which each make a sweep of a specified area of the
Badzones. The groups gradually move in towards each
other to catch the Orks in a closing net of Space
Marines. The Purge scenario represents the point
where some of the Space Marines (it can be imagined
that there are many more to either side) are closing in
on the Orks they have driven before them. The only
escape route for the Orks now is o fight their way past
the Space Marines and escape.

“We have multiple signals ahead. Close in on
my co-ordinates. We shall sweep these
abominations from existence!”

After any campaign, there's always & period of cleansing
and firesweeps. Although the enemy army may be
shattered, i's important that the survivors, hiding out in
dark corners or deep in the wilderness, have no time to
regroup for another attack. This scenario allows you 0
fight out these cleansing operations and provides for an
entertaining game that has a lot of variety and different This scenario can be played as a two of three player
challenges to overcome. game. If played as a two player game then one player
commands all the Space Marines and one commands
the Orks. If played as & three player game then one
player commands each Space Marine formation, and
one commands the Orks!

RECON REPORT

The Purge scenario is
played on & full size
table which needs 0 be

at least 5 by 3 and
preferably larger. The
terrain is rough and very
hilly, with many rocky
outcrops, scattered groups
of ruined buildings, and
abandoned Imperial
fortifications.




Ork Deployment Zone

e

Space Marine Deployment: The Space Marine army Encounter cards aré revealed they are replaced with
is split into two groups as described on their Battle Ork models, as described on the Ork Battle Briefing.

Egggggéf ?-:; 13;?:_ prlztsS:apcg i gaphiioh die REIEN Encounter Card;.: In order to play the Purge scenarilo
Marines can set up to 3 the Qrk player will neg.d the deck of Encounter cards in
on to the table =7 = this issue's card section. These are used to generate
‘ j 18 the Ork renegades the Space Marines will encounter as

they make their purge.

Take the deck of Encounter cards, give it a jolly good
shuffle, and deal a small stack of cards roughly in the
ork  Deployment: middle of the table. All cards are placeo_l face down, and
After all the Space Marineé neither the Ork or the Space Marnne players are
allowed to look at them until they are revealed.
have set up, the Ork
player sets Uup the Now deal out another stack of cards. Each stack of

Encounter cards cards must be placed at least 16" away from another
described below. stack of cards, and at least 16" away from either narrow
As the table edge (the Space Marine deployment zones).

A;L!Lonug: rh;- Storm r._:f Vengeance scenario pack has
gamerse:r;?:ef p:man‘:y for more experienced
already have reasonable si j
it can also be used as i
an excellent way of buildi
usinup' jsfew force. The scenarios vary i):; size, g?ng
S g‘ ; e :j :;:::ful of troops on either side to m;ssi ve
ousands of points. Thi i
i 1 . This means if
e : ’:asn;ﬁaa i?uad or two. painted up you can start u;;ﬁ;
e cgt mf::::ar}r‘r ;3 i;:ght the smaller scenarios. As
els, you can add them i ;
i m in to
. r};'ericglay 'the fa{ger games. However, remeny;loi::
sy narms'do involve playing games using non-
and variant rules, so you should be quite

familiar with how Warh
a
try playing them. mmer 40,000 works before you




These are a couple of the
different ways that you can
arrange your barricades to form
larger defensive structures.

in thi: : tion.
ind in this month’s card sec _
is j ' tructures that you can fin Sl
j ve is just one of the car!:f s S et .
vz o ”Lar yo;..r Zasr;esr?:eb?eb;re varﬂous sections, gluing all rf;efshadec; ;Zﬁz :::t:ban g} e
et ieces. These are ideal for repr i e
: . P jo. They can also be used in any o
together using the triangu " ¢ wiocas st el v ‘ . v oerStomor
. R ighti k in a defensive position. he
that the Orks are using fo i g . e
' pem i i i consfiructing your own de ;
i oA g book also contains advice on t Sl
sl rhe_ Stor%?'oﬁng:;;:;zes fo make them even more impressive! Although they g _
which you can combine wi

cards have been revealed and there are no Orks left
on the table, or al| of the Space Marines are deagd.

Escaping Orks: Orks can escape from the table by

moving off through either of the Space Marine set up
The number of cards in each pile depends upon what zones. Orks that escape in this way reduce the
forces the Space Marine player is using, as shown on chances of the Space Marines winning as described
the chart below, below. Orks may not move off the long table edges.

Space Marine Troops No. Cards per pile Winning the Game: Each player scores victory points
for killing eénemy models, equal to its normal points

value (the most common values are given below). In
Power Armour iti

d killing him (ie a Gretchin
“Does not include a Rhino 'Y points to the Orks if he
escaped). At the end of the game the player with the

Revealing Encounter Cards: As soon as a Space most victory points is the winner.
Marine model ends its move within 12 of a stack of

Encounter cards, turn the cards over to reveal what is Type Victory Points
on the other side. This happens immediately,
interrupting the rest of the Space Marines’ movement h
(if any is made). Cards are also revealed if the Ork
player rolls a 6 at the start of hig turn, as described on

the Ork Batile By a stack of cards js Scout 18
ards over and looks

Bike 55

Game Length: The game starts with the Space Ravenwing Land Speeder 195
Marines turn, and continues until all of the Encounter ‘
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One of the best things about the
Storm of Vengeance scenario pack is
the excellent card power plant that
comes with it. This model can be
equally used in any Warhammer
40,000 game, and makes a great
objective to fight your battles over. In
Storm of Venegeance, the Orks have
captured this power generator, and
are using it to provide energy to
transport in a constant stream of
reinforcements. Can the Dark Angels
stop them? That’s a question that'll be
up to you to decide!

= —=

— Tk i R

3 ﬂ&ﬁﬁ“&@gmce 3

o i S ,
i g o
J : j 4 = 1 o, 5
5 i 1" = ]
; BN =L
AR ke TyoRiSHOP
sc‘:uau_ip PACK

&

| §7

In addition to the card building
that you can see above, the Storm of
Vengeance scenario pack also contains
a 32 page rulebook describing all the
scenarios, two Battle Briefings, one for
the Ork player and one for the Space
Marines player, and a card warp gate. The rulebook also
contains some ideas for building extra terrain fo use in the
scenarios, background and history of the Ork invasion of
Piscina IV, and some suggestions for using the scenarios
with armies other than Space Marines and Orks.

So what are you waiting for?

ATTLE BRIEFING

force consists of one of the fti;l!otwirr;%
options. Any appropriate squad may be le: gyuzd ‘?h?s &
Sergeant whose cost is included in th_at‘ of the sq X How i
the whole Space Marine army and it is Uup to yo
split between the two deployment zones. .
2 Scout Squads worth no more than 165 points each.
or 1 Tactical Squad worth up to 375 points + 1 vehicle worth up

to 150 points
or 1 Terminator ngxad worth up
worth up to 150 points . '
or 1 Bike Squad worth up to 375 points w1t1j up to 1 Attack
Bike or Land Speeder (may be a Ravenwing).

SPECIAL RULES

Strategy Cards: Strategy
scenario.
ispersed Formation: All Spac _
DLS'Z the dispersed formation rules in
(Warhammer 40,000 Rulebook p16).

SPACE MARINES B

The Space Marines

to 375 points + 1 vehicle

cards are not used in this

e Marine squads can
this scenario















ORK
BATTLE
BRIEFING

autogun. Any of t
Substitute their bols

bolter. Orks with special weapons
may have ejther 2 Melta-gun,
Plasma gun or flamer.

SPECIAL RULES

Strategy Cards: Strategy cards
are not used in thisg scenario.

Quick ladz,
Scarper!: At the

start of his turn

the Ork player is

allowed to roll 4

D6. On a roli of 1-

S nothing special

happens and the Ork &g

Can carry on with his

turn as normal. |f herolls a 6

then he is allowed to turn over and reveal
one of the stacks of cards of his choice
which have not yet been exposed —
the general noise ang confusion has
alerted the Orks, and they have
decided to take action before they

are discovered!

Placing Models: The
anywhere within 4" of

mob of Grots and so rolls 2De, scoring 6. He places 6
Gretchin within 4" of the Encounter card and these act
as a single mob for the rest o

mobs,

No fear!: Any fleeing Ork or Gretchin mob may still
ly even if it has been reduced to less than

25% of its starting size.

SPECIAL E NCOUNTER ca RDS

Booby Traps!: The the card has

Blast marker

7 34

PURC
' . -W covered by the

i template is hit on
a D6 roll of 4+ and
takes a Strength 4 hit
with a -1 saving throw
modifier.  This is
resolved before placing
any Ork models from the
Same stack of Encounter
cards. Discard once the
booby traps have been
resolved.

Dreggit is a norma] Ork Warlord

wearing mega-armour. He is armed

with a power fist and plasma gun
and is worth 106 victory points.

Flashgob is a standard Ork Bigboss
wearing ‘Eavy armour. He
is armed with a power fist
and a bolter/bolter combi-
weapon and is worth 62
victory points.

Gofgob is a normaj Ork
Bigboss Wearing  flak
armour and a kustom force
field and is armegd with a bolt
pistol and chainsword. He is
worth 57 victory points.

Nazmek is g normal
Mekboy wearing flak

armour and is armed with a bolt

Pistol and kustom shoota, He is worth 38 victory
points. '

Skabskar is g standard Painboy witb a Cybork body.
He is armed with a bolter and power fist and is worth
56 victory points.

Grot-thug is a normal Runtherd with flak armour. He is
armed with a bolter and a Runtherd’s Grabba Stikk
and is worth 36 victory points.

Narthug is a standard Drillboss with flak armour and a
stormboy jump pack. He is armed with a bolt pistol and
chainsword and s worth 27 victory points.

Lurknob is a normal Nob wearing flak armour and
armed with a chainsword and bolte and is worth 18
victory points.

Barkbad is a Nop wearing flak armour angd carrying a
bolt pistol ang power sword and s worth 18 victory
peints.

Bogskum is a Nop wearing flak armour ang is armed
with a bolt pistol, chainsword with frag and krak
stikkbombz. He is worth 19 victory points.
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KENDAL'’S (that’s Warwick Kinrade’s brother!) DARK ANGELS ARMY

Kendal's army is the 3rd Company of the Dark Angels, and has been 10 years in the collecting (in fact since Warhammer
40,000 was first released in 1987).

You can see from the wide selection of models in the force how old it is, from some very old ones like the assault squad, to the
latest releases such as the Ravenwing Land Speeder and Space Marine Bikes. Two of the heavy weapons are actually plastic
missile launchers from the original Space Marines box set!

As well as having all the special characters from the Angels of Death codex, Kendal has developed his own leaders for the 3rd
Company — Captain Orelius, Codicier Balthius and Zephyrus, Master of the Deathwing, to name but a few. Over 10 years of
gaming these have developed into his own special characters, with their own histories of past battles and campaigns.

Kendal has given his army that special personal touch by converting many of his models. For example, there is a heavily
converted command Rhino complete with tank riders, and all the Scouts carry needle sniper rifles. A few touches like this go a
long way to personalising any force.

The army is not entirely Dark Angels, it also includes a few allies, such as the Adeptus Arbites squad, a Callidus Assassin and a
squad of Grey Knight Terminators to assist in battles against Chaos. )
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he enchanted realm of Avelorn
is the most ancient of the High
Elf realms. It is ruled over by
the Everqueen, the chosen one
of Isha, the Elven goddess of nature.
She shares the rulership of Ulthuan with
the Phoenix King, but where the
Phoenix Kings are often warlike and
bound on conquest, the Everqueens’
powers rest in healing and protection.

While the Everqueen is peaceful and
introverted, and her land beautiful, it is
still a wild and dangerous place,
troubled by the legacy of the great wars.
Monsters stalk the dark reaches of the
enchanted forests. Goblins raid the EIf
settlements and Dark EIf infiltrators
seek the slightest chance to assassinate
the co-ruler of Ulthuan.

Strlkmg down Dark Elf Assassms with sword
and spear or shootmg maraudmg Beastmen wlthi

More than once the many enemies of
Ulthuan have attacked Avelorn, and
long ago the Everqueen Astarielle was
murdered by followers of Chaos. Thus
it was during the time of the second
reigning Everqueen Yvraine that the
Maiden Guard was formed. Never
again would the spiritual ruler of
Ulthuan have to confront violence
unaided and unprepared. A hundred of
the most loyal and brave of her female
followers volunteered, and the greatest
weapon masters of Ulthuan taught them
the arts of war. In due time they became
warriors of rare power. Since that time
they have successfully protected the
Everqueen against all attackers.

Since the days of Yvraine, the Maiden
Guard has always numbered a hundred
warriors: the most beautiful, the
bravest, the most graceful and the most
loyal of all the subjects of the
Everqueen. It is an unrivalled honour to
serve the Everqueen. All the maidens of
Avelorn dream of this position, for the
prestige of becoming a handmaiden
enhances the status of not only
themselves but also their families.

The Maiden Guard never leave the side
of their mistress: they guard her day and
night, and her silk pavilion is always
protected by a dozen of these female
warriors. They are courtiers and
bodyguards, equally capable of playing
flutes and harps to amuse their lady as
they are capable of striking down Dark
EIf Assassins with a sword or shooting
marauding Beastmen with longbows.

WD55




Alarielle —
Everqueen of Avelorn

The command of the defence of
Avelorn is entrusted to the chosen
«champion of the Everqueen. The
Everqueen only ever nominates one EIf
allowed to bear arms in her presence,
save for in times of war.

The champion of the Everqueen is
counted as the foremost general of
Ulthuan, second only to the Phoenix
King himself. Thus it is no wonder that
the dream of all young males of Avelorn
is to be chosen as the consort and
Tyrion, the High EIf prince of the
House of Aenarion is the current
‘champion of the Everqueen Alarielle.
Tyrion is the greatest EIf warrior of his

High Elf Maiden Guard

age, a noble paladin well-suited for his
role. He is a great general and an
unmatched fighter, and thus far he has
managed to protect Alarielle from
harm.

This does not stop the would-be
consorts of the Everqueen from
gathering from all over Ulthuan to try
and win favour in her eyes! There are
always bands of Elf knights and nobles
who are willing to show their prowess
and bravery in the face of any threat.
During times of war High Elves from
all over Ulthuan gather to protect
Avelorn from harm. Warriors from as
far as Caledor come to her side to win
favour in the eyes of one of the rulers of
Ulthuan.

White Lions of Chrace

The neighbouring realm of Chrace,
where Isha is revered, is especially
eager to send warriors to protect the
domain of the Everqueen. A company
of White Lions often dwells there as
well, These are the comrades-in-arms
of Tyrion from the campaign against the
Dark Elves. Currently they are the
guests of the Everqueen, though in
times of need they can lend their
considerable strength to aid the defence
of the realm.

The folk of Avelorn themselves prefer
longbows as their chosen weapon in
battle, and if need be, the Everqueen
can always call upon a considerable
number of archers to aid her when
Ulthuan is under attack.




THE ARMY OF AVELORN

(1,997 points army)

This is a typical force that any enemy invading the arboreal realm of Avelorn would face. It is led by Prince
Tyrion, the chosen champion of the Everqueen, and includes troops that could be immediately mustered to
defend the Queen of Ulthuan. You can see this army, complete with its roster sheet and army file cards, overleaf.

The defenders of Avelorn include
Silver Helms who represent young EIf
nobles who have travelled to Avelorn to
win favour in the eyes of the
Everqueen.

The Archers represent the Elves of
Avelorn taking up their hunting bows

and rushing to the aid of their mlstrbss

during times of trouble.
The ~White Lions are

‘They are capable of shooting with great
‘accuracy, and when charged they will

. fight with the customary effectiveness

and expertise of the High EIf citizen-
soldiers.

Iprefer a fairly large regiment, at least
12 models strong, and preferably more.
The larger their number, the greater the
aﬁecnveness of their special rules.

To get the most out of the Maiden
Guard, it is best to keep the Everqueen
with them at all times. Her presence
makes them immune to psychology and
Break tests, and also grants them the

_protection of the Shieldstone of Isha.

The Banner of Avelorn is very effective
against foes with low Leadership, such
as Goblins or humans, and well worth

taking against these armies.

comrades-in-arms of Prince:
Tyrion, visiting the blessed
glades as the guests of the
co-ruler of Ulthuan.
In battle the mighty magic
of the Everqueen and the
awesome power of Tyrion
should be a match for any
enemy lords, while the
Maiden Guard and White
Lions can take on any
enemy infantry.
The Silver Helms are
powerful shock troops, and
extremely quick to get to
grips with the enemy. Led
by Tyrion, their charge
should be enough to equal
most opponents.
Both the Archers and the’
Maiden Guard are armed
with longbows, giving the
army some deadly long-
range hitting power.
MAIDEN
GUARD TACTICS
The Maiden Guard is
mainly a defensive unit.

If a charging enemy fails
their Leadership test, you
get to stand and shoot at
them for free, and probably
get to charge your enemies
next turn as well!

The Horn of Isha is very
powerful, but may only be
used once. Itis important to
choose the right moment
for the musician to blow
the horn as it doubles the
effectiveness of the Maiden
Guard. I prefer to wait until
the Maiden Guard are in
hand-to-hand combat,
where it can tip the balance
«of power in your favour.
Taking a Champion with
\ the Maiden Guard 1is
always a good idea, as she
can accept any challenges
- on behalf of her mistress,
~*/Also, with a suitable magic
item  (like the  Ruby
Chakce} you can impmvc

the Mmde_n Gaal;d and’ the

Everquee‘u‘;

Characters

Tynon High Elf Prince — 425 points and the Evergueen, Alarielle — 475 points

Regiments

Yvreine, Champion of the Maiden Guard — 54 points

9 Maiden Guard — 226 points

(The Maiden Guard have the Banner of Avelorn and the Horn of Isha)
15 White Lions of Chrace — 272 points
(The White Lions include a musician and standard bearer)

14 Archers — 176 points
7 Silver Helms = 369 points

(The Swer Héfms have I:ght armour, sjmlds. bardmg, Iances and :ncWea standarﬂ bearer and musician).
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:j"i??‘:taken a Iook at ways of u'smg
" infiltrators in your games of .
~ Warhammer 40,000. Before you s

By Andy
Kettlewell

~ try to find the hidden Tyranid Lictor

start, test your scouting skills and

in this picture. Write in and tell us /f
you fmd it.
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IT’S BEHIND YOU!

]:nfiltra:ing squads have three main roles on the battlefield - “Close Assault, Support
and Disrupt. Below are a few words of wisdem about using vour infiltrators.in each of
these different ways.

Support: Infiltrating support
squads are used to take up

Important firing positions (in a
building for example) that the
rest of your army is unable
to get to quickly. After
they have taken position, the sguad can
provide covering fire while the rest of
Your army advances to better positions, but
be warned, this means that vour opponent is
going to shoot evervthing he has at them!

lose Assault: Some infiltrating scquads can be
equipped with good close combat weapons or
are naturally adept at close gquarter fighting.
¢ These squads should be depleoyed close to the
v+ enemy to allow them to get into. hand-to-hand
S . combat as guickly as possible. You should be
3 o careful though, not te charge them inte the
centre of your opponent’s army because they will
be quickly ocutnumbered and destroyed.

Disru;pt: Most infiltrating squads are ‘< o
equipped with a more general range of L
weapons so that they can deal with any '._-1,[y
situations a battle may throw at yh e
them. These squads are best used to
disrupt and spoil your opponent’s
plans. One of the main uses of -
infiltrating squads, however, is
to, counter the threat of your
opponent’s infilbrators




Veteran Chaos
Space Marines
deploy behind

1-a

L=

building, ready to

move in and take up

Th
Th

the building and start

2]

Veterans move

firing positions in

the first turn. shooting ab the enemy.

Nave

After your
cpponent has
deployed his army, make
sure that wyou deploy
your infiltrators close
enough to the enemy to

Move the squad into
a position where they
can charge. If vou can,

attack dewn the si
board. Your sguad

allow them to attack
early on in the game.

= of the Now you can charge
then into the ene

only be threatened by the as much damage as possible!

If your opponent

deployed his

first vou

army and
ploy vour sguad

them. 1
= S0 close

with the



BISSTION: IMPOSSHSTELE!

w that yvou've compl raining on-how te use your Scouts to best effect, it's time
]§J?c put what you’ve 1 to > test! The battlefield plan below shows a typicdal encounter
between an Imperial army, made up of Ultramarines and Catachan Jungle Fighters, and the forces
of Chaos. All that's migsing is the location ¢f the Ultramarine Scout sguad. If you were in
command of the Imperial forces, where would you choose to deploy your Scouts? After you've read
all the options and made your choice, turn the cpposite page the right way up to discover the
consequences of your decision. You can lead your troops to glorious victory, or send them to

certain destruection.. The choice is wours!
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attack the

enemny.

Aggressive
deployment
close to
the enemy to
allow your
Scouts to
attack at the
first
pogasible
opporturity.

Deployed
in the
centre of
> hoard out of
ght and ready
te disrupt vour

Deploved amongst
the buildings,
completely safe
from the enemy.
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Deployed just
ghead of the main

force e ¢ ]
Lorce to give “he - ‘¥ Recon Scan: Imperial position.
Scouts saome support. " B 9a-ma3ze2/9/1/48 Ref 34-F49/4/7/387

g o i, 2
Recon Scan: Imperial position.
94-54384/9/1/748 Ref 35-F49/4/7/387
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If you didn’t go to one of the
dates why not and if you
did, tell all your friends what

an ace time you had. 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!

AUGUST

HALIFAX Tues 19th North Bridge Leisure

Centre. Contact Magazine

World
(tel 01422 330547).

TLE TOUR BATTLE TOUR BATTLE TOUR BATTLE TOUR BATTLE TOUR BATTLE, TOl

Wed 20th Wellington Civic Centre.
Contact Questing Knight
Games (tel 01952 417747).
Thurs 21st The Long Gallery. Contact
Refinery 13
(tel 01270 650679).

HARLOW Fri22nd  Harlow Sports Centre.

Contact Marquee Models
(tel 01992 504718).
Sat 23rd  King Edward VI Upper
DS School. Contact Model
Junction
(tel 01284 753456).

AN Sun 24th
£ Tues 26th

“AD Wed 27th

= Thurs 28th

Fri 29th

RD Sun 31st

Wokingham FC. Contact
The Model Shop
(tel 01734 795904).

Cyberdyne. Contact
Cyberdyne

(tel 01225 775980).

The Folk Hall. Contact Makit
(tel 01275 844751).

Dorchester Corn Exchange.
Contact Goulds

(tel 01305 217700).

Helston Sports Centre.
Contact Gameszone

(tel 01326 564064).

St. Gregory's. Contact
Model Mayhem

(tel 01789 299701).




WARHAMMER

RETURN TO

THORS!

NS

ISLAND "

It's the third month of the summer holiday season so
obviously it’s been raining pretty solidly for the past
fortnight. Fortunately, unlike Wimbledon and the cricket,
the Thorskinson’s Island campaign remains mercifully
unaffected by the weather! True... we have had the odd
fire, a plague, and a couple of pirate raids, but you have to
accept the odd set-back when you're carving out a new
and glorious empire.

SECOND ROUND RESULTS

Last month I presented players with a choice of two
reports to follow-up, the Phantom Gorge and the Jungle
Trail. We divided into two groups accordingly. The

players in each

And lo, dids’t a
Verminous swarm of
Ratmen_gnaw upon
the bones of the
Undead in

the gorge of
Phantoms

)

group fought a number
of games over the
allotted period, at the
end of which the top
two players in each
group battled it out for
possession of the special
territory.

Overall scores for the
round were worked out
in exactly the same way
as for the first round. To
re-cap this works as
follows:

Yea, dids’c a
mighty and
splendid host
Uf Lizardmen
vanquish the
seething
Skaven menace
for ownership
Of these iung.f.e
trails. 4




WIN!

Three points for your first win
gainst a player in your group, one
oint if you beat the same player for
a second time, half a point if you
beat the same player for a third or
subsequent time.

Ok ' ":‘J you have not beaten or
inst the same player

s round — otherwise

nothing.

Fmake a note that you
played anyway as in the event
of an even score the player who plays
the most games wins.

PLAY OFFS AND TERRITORIES

Two play-offs were needed to finish the second round of
our campaign. Players not involved were able to go
straight on to round three. In the first group Alessio
Cavatore and Andy Kettlewell finished ahead of the
pack. In the second group Davide Costa and Richard
Baker came out on top. The play-off rules and special
territories are described on the next page.

If you are following the campaign yourself then you
might find you don’t have two obvious pairs for the
play-offs. Refer to my earlier notes in White Dwarf
211 and 212 where I describe ways of resolving these
situations. Alternatively, get your players to fight a few
more games to sort out a proper pecking order!

ROUND THREE

New players who wish to join the campaign can do so
now by generating three new territories from the
territory chart in White Dwarf 211 or the
Warhammer Battles Book. Remember, you cannot
generate a Lost Valley as part of your initial
territory and you are allowed to re-roll duplicate
territories in your initial territory if you wish.
Current players who want to start afresh with either
the same or a different army can do the same thing
— abandoning their existing territories and setting up
again from scratch in a different place.

Round three has three options as discussed on this
month’s Island Chronicle. These are: The Search for
the Fabled City of Xhezeuotzit, Mysterious Caves,
and the Sea EIf Wreck. This round is a bit different to
previous rounds because only players who have
territories which allow access to the upland plateau
can take part in the first group, and players who take
part in the first group can also fight in one other group
if they wish,




SECOND ROUND PLAY OFF RESULTS

GROUP 1 - Phantom Gorge

The top two players make it through to the Phantom
Gorge, rumoured to be the abode of soul-sucking
monsters, not that this put any of my lot off! Fight a battle
to decide who controls the Phantom Gorge. Set up a game
across a tabletop with three medium sized hills placed
equidistantly across the centre-line. Otherwise there is no
other scenery. The short table edges represent the steep
sides of the gorge and are impossible to move across. No
territory is staked in this game. The player who wins the
game takes possession of the Phantom Gorge.

Special Rules. Remember those soul-sucking monsters [
warned you about... good! The Phantom Gorge is
inhabited by ghostly ethereal horrible thingies that have
an appetite for magical power. They will cheerfully
attempt to feed off any wizards on the battlefield and on
any magic items carried by either side. It goes like this...

At the start of the game roll a D6x10 (i.e. 10-60). Any
magic items carried by either side of a value greater than
that rolled are sucked dry of magical power and cannot be
used in the game.

At the start of each player’s turn he rolls a D6 on behalf
of each wizard in his army. On a roll of 4, 5 or 6 their
magic level is reduced by 1 and they must discard a spell.

If a side has no wizards, or if all wizards are reduced to a
magic level of 0, then roll a single D6 instead. On the roll
of a 4+ lose 1 wound from the character model in your
army who currently has the most wounds. Dice randomly

where several characters have equal wounds. Nothing will save you against this, not armour, magic items, nothing.

The Phantom Gorge — The Phantom Gorge territory is a special route that leads through to the inland plateau of Thorskinson’s
Island. The player who controls the Gorge adds 3D6 x 10 point to his army value. More importantly, the Gorge will allow you to
join the search for the Fabled City of Xhezeuotzit as described in this month’s Island Chronicle.

GROUP 2 - Jungle Trail

The top two players make it through to a
jungle trail at the foot of the upland plateau
that lies at the centre of Thorskinson’s Island.
The trail leads up into the heart of the island
and the treasures that undoubtedly lie there.

Fight a battle to decide who controls the
Jungle Trail to Zapitquic. Set up a game
across the tabletop with 3 + D6 large areas of
woodland placed alternately by each player.
Leave a clear area down the middle to
represent the. trail itself. There is no other
terrain. The area represents part of the steamy
jungle that lies around the central plateau. No
territory is staked in this game. The player
who wins the game takes possession of the

Jungle Trail to Zapitquic. Davide Costa is also one of our Italian Studio staff members, and in a very
The Jungle Trail to Zapitquic — The Jungle hotly contested fight, his Lizardmen just managed to pip Richard Baker’s

Trail is a route up to the plateau of

Skaven, 9-8 for the result of the final victory points. Davide won five

Thorskinson’s Island. It is worth 2D6 x 10 straight games to get to the Jungle Trail, and his campaign force now

points towards your army’s value. The player
who controls the Jungle Trail will be able to

totals 1,850 points, and like Alessio, he will only change minor details of
his force with each new batile. Davide also plans to go for the Sea Elf

take part in the Search for the Fabled City of Wreck, and the Search for the Fabled City of Xhezeuotzit, where he will

Xhezeuotzit as described in this month’s

onee again run into the Skaven. Two armies of Skaven in fact, belonging to

Island Chronicle. Alessio and Richard. Sotek will be pleased Davide assures us!
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ompiled for the penefit of adbentura

which is, of
course, entirely up
to you).

Report 1 — The
search for the
fabled city of
Xhezeuotzit — If
you have the
Phantom Gorge,
the Jungle Trail to
Zapitquic,  the
Valley of Bones,
or any ordinary
road or roads with
a total value of
100 points o
more, then you
may take part in
the search for the Fabled
City of Xhezeuotzit.
Otherwise you may not. If
you sign up for this group
you can sign up for one
other group as well. You
will be searching for one
of the largest treasure sites
on the island, a major
objective in the campaign.
Fight as many battles
against other players in
this group as you can

This month our scouts
bring three reports to our
attention. The first of
which is an option open
uniquely to players who
already haye a route on to

. the plateau.

Players can choose (O
follow-up any one report
this month, except for
players who have already
won a route onto the
plateau who can fight in
two groups this month —
report 1 and either 2 or 3.
This is a little different to
| the previous month where
" players were restricted fo

a single group. represents your

Zﬁslaﬁ

Being a report of the rumourg and Digco
us lords in theiv seateh for wealth, gorcerous bevices,

because when it comes O
deciding who finds the
city the number of games
you fight will count as an
extra score bonus, This

e
=t =

b (ithmnitle

teries mabe upon the island,
and worloly powet.

Price one shilling.

impassable (solid rock)
but the player’s edges are
assumed to have tunnel
monuths so you can flee or
pursue off the table as

Island. This has exposed a
series of huge cave
mouths at the base of the
plateau. Anyone can enter
and explore these caves if

they wish. They are truly  normal. !
enormous, plenty big Report 3. Sea EIf wreck |
enough to fight a battle — An Elven treasure ‘ship
inside! has been ship-wrecked off
Special Rules: The cave Three Stone Point. The
complex 18 massive, cargo is scattered around
consisting of a series of it. Anyone who wants t0
broad  tunnels and investigate the wreck can
garganfuan caverns. Any do so. There are no special
battles fought in the rules for the preliminary /2
mysterious caves are games — fight other -

players in the group as
you wish. These represent
baitles fought as you
approach the wreck site.

CONTROLLERS’
NOTES

assumed to happen inside
the caves themselves. The
caves are dimly lit by
means of air-shafts, but all
missile fire and ranges for
magic are reduced t0 a
maximum of 24". Mortars

and Stone Throwers (and :
Goblin Doom Divers!) These notes are intended
cannot be used because 2% 2 guide for the
the roof is too low. Flying Campaign Controller but
it does not matter if

troops can be used but
cannot fly high for the
same reason. Terrain must
be restricted fo hills,
rough ground, and water
features, but can include
‘woods’ of giant
mushrooms 0f similar
fungii. The side edges ar¢

players read them... they |,
are not secret as such! See
White Dwarf 211’s notes
for general comments
regarding the number of
players in the campaign,
how fto tailor the
objectives to suit the size

searching far and
wide throughout the
jungle, encountering
and fighting other
armies before one
stumbles across the

Players can fight against
any rivals in the same
. group. Record your scote
' as you go along. If you are
playing in two groups
keep a different score for

both groups. Rememberto  ruins.

. keep track of all the games  Report 2 -
you play, as the number of  Mysterious Caves —
games count as 2 tie Heavy rains have
breaker in case of an even  brought down

mudslides, washing
tons of mud and
rock over the edge
of the great upland
plateau of
Thorskinson’s

result.

The round ends with the
publication of the next
White Dwarf (unless you
as Controller want to set
your own time frame




of your own gaming
group, special characters,
and coping with allies.

Overall Winners

Within each objective
group. the player who
wins the most games
overall is deemed the
victor. Points will be
awarded in the manner

i described for the first

round results. The effect

this has on the progress of
the campaign will 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

more  fterritories
you allow the
greater the

difference
between the best
and 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 so players must
keep track of their
troops’ progress from

batile 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 3
allowing them bonuses!

Don’t Forget!

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

MER!

Warhammer gamer wrth a venerable Dwa'rf army (Gemg!!!).

Alan. For the last couple of months I've been playing of Villages and a Shrine (well at least it is another
in the Thorskinson’s Island campaign. My army rune). It seems that there are not many forests on
includes many older models as I've been collecting Thorskinson'’s Island!

and gaming with it for about 12 years! My starting
territories in the campaign were a Trade Route, a
Gold Mine and a really useful Sacred Grove (Bok!).
This gave me lots of opportunities to use
runes but only one war machine! | have
therefore come to rely on the Dwarf
crossbow as a substitute for the lack of
cannons, and use the runes to enhance
the fighting power of the General and his
faithful regiment of Warriors.

The photo above shows my typical
deployment strategy. In essence this
is “Find a hill and stand on it!” The
cannon and two regiments of crossbows
pound away at anything and everything
whilst the Warriors and Slayers grind forward

Darkbeardson’s Warriors.
and attack the enemy at close quarters. i

With Darkbeardson and the Runesmith in the
front rank this regiment can be very destructive. Basic Dwarf Warriors

This works best if; are pretty tough but | like to make them tougher still with a magic runic standard.
The Rune of Fear is good against weak Ld troops. The Rune of Courage is
(a) The enemy has no flyers to attack the stuff on expensive but very effective.

the hill (love those caves).

(b) The Slayers can ‘pin’ the toughest
enemy regiment while the Warriors beat
up the weaker ones!

My record in the campaign so far is a bit
mixed with 3 wins and 2 defeats (Kruk!)
in the 5 games I've played to date. The
three victories have given me a couple
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Darkbeardson is the heart of the army. The basic Dwarf General's stat line is quite tough, add
some runes and you can easily create a combat monster! With all the magic items available
to me it is no problem to tool him up with some very good runes. | favour the Master Rune of
Adamant and Rune of Resistance on his armour and Skalf Blackhammer's Master Rune with
a couple of Runes of Cutting on his hammer. Darkbeardson always fights in the front rank of
the Warriors regiment.

The Runesmith (Rhunbolg Spellbreaker) is in the army for two reasons. The first

of these is that he is another very tough warrior. The Runesmith is almost as powerful
as a fully fledged Dwarf Hero. At Darkbeardson’s side, at the head of the Warriors
regiment, he can be an unpleasant surprise for the enemy commander. The second
reason to include a Runesmith is the staff liberally carved with Runes of Spellbreaking.
I invariably have two of these on the staff and if | can
afford it I'll take all three! No Dwarf army should leave
home without one.

The Trollslayers. FProbably the best loved troops in any Dwarf
army. They never run away! However they do need to be
used carefully as they are very vulnerable
to missile fire and unless you field a big
unit they will not last very long. | always
try fo use a regiment of at least twenty
strong. The best tactic is to pick an
enemy regiment and go straight for it as
quickly as possible. | try to choose either
the toughest enemy unit or one which will
create a problem for my oppenent if it
gets stuck fighting the Slayers. If I'm
lucky the regiment that the Slayers are
fighting can be charged in the flank by
Darkbeardson’s Warriors.

Dwarf Cannon

War Machines. As I've been unable to find any Forests on
the Island I'm restricted to only one war machine for any
campaign battle. This is obviously very frustrating! For the
first few games in the campaign | played safe and chose to
field the Dwarf Cannon with its Rune of Forging. In the last
couple of games | have experimented a littfle using the
Gyrocopter and the Organ Gun (with Rune of Fortune).

Crossbows. | usually field at least two units of Dwarf
crossbows. Deployed on a hill or hills alf ranks can fire and
they are good enough fighters to be able to fend off most
attacks. Because crossbows cannot move and fire, there is a
great tempfation to pick smaller regiments in order to give
yourself more flexibility.
However I've found <

they work best in —
bigger units of at least
twelve models per regiment
{Dwarf bowskill is not high so
you need to roll fots of dice).

A recent game at the Studio. Alan Gyrocopter
fights a real grudge battle against Paul Robins' Orc and Goblin army.
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The Bretonnian army in combat with their arch
enemies the Lizardmen. The photograph above
features metal miniatures not available in the
Warhammer boxed game.

M

E GAME OF FANTAS

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

In Warhammer you become a
fearless commander, painting
and assembling mighty
fantasy armies to do battle on
the tabletop. Warhammer
provides you with the core
regiments of two armies —
the knightly Bretonnians and
the reptilian Lizardmen -
and all the information you
need to collect and paint
your forces ready for battle.
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The Warhammer boxed game contains everything you need to get started including
Citadel miniatures, buildings, rulebooks, dice, range rulers and much, much more.




FULL TIME AND KEY TIME STAFF

We are looking to recruit Sales Assistants across the UK to fill the
following positions in both new and existing stores.
¢ FULL TIME STAFF

* KEY TIME STAFF
(Working as backup for full time staff at busy periods such as Games Nights,
Saturdays, Sundays and holidays. Would particularly suit students).

For both these positions you will need:
A sound knowledge of the Games Workshop hobby
Boundless energy
An outgoing personality
Enthusiasm
Commitment to excellent customer service
Ambition
Flexibility (particularly for Key Time staff)

For both positions we offer:
Excellent structured training
Great future prospects
Staff discounts
A range of other company benefits

If you are interested in either of these positions, see your local store manager
for an application form or send your application to:

Stuart Martin (Retail Recruiter), Retail vacancies, Games Workshop,
Chewton Street, Hilltop, Eastwood, Notts, NG17 3HY.

WE ARE CURRENTLY LOOKING TO RECRUIT 100 KEY-
TIME STAFF TO WORK IN OUR STORES, SO THERE HAS
NEVER BEEN A BETTER TIME TO APPLY!




...1s a bi-monthly
Games Workshop
fanzine, written
BY dedicated GW
gamers FOR
dedzcated GW gamers.

Interested in getting involved?
Editor Paul ‘Fat Bloke’ Sawyer

explains bow...
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Every issue includes 'Dok Butcha's
Konvershun Klinik’ which covers a
myriad of stunning conversions.

“then you’ll find plenty of innovative
ideas in the Citadel Journal. You'll also
_ find articles about games no longer on
- general release such as Blood Bowl.
Who writes it then?

Anyone can submit material to the
‘Citadel Journal. The motto of the lads
who put the whole thing together is
‘written by dedicated gamers for
“dedicated gamers.

Don’t be silly now

Of course, the articles we print have to
be based on the existing games’
backgrounds no matter how radical or
unusual they might be. We wouldn’t
like to contradict or spoil the evocative
background of the games we all know

wD78
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scenarios and campaigns we feature in
the Citadel Journal.

What? There’s more?
‘Regular features include
the notorious conversion
workshop — ‘Dok Butcha’s
Klinik® hosted by our
resident Ork Painboy, plus

pages and pages devoted to
letters and gaming contacts.

The Letters pages are just

that! From our stacks of mail
we select the most
interesting tactical ftips,

) ] c: :
Wt_:ulfnk (wh

o insists he does all the real work on
al gags.

A aEa
) bears the prunt of yet another of the__ 3

the Journal

Bloke’s region



I've got some good ideas,
so what do | do next?

1. Decide what sort of 6. Win some cool stuff!
article you want to write

2. Get writing!

' . 5. Send your work to us

The Journal Bunker i ated deep in the heart of Troll
Country - at our Head Office in Eastwood. Whatever you
do, don’t send your articles to the White Dwarf - He’ll be
very angry but trolls are hard so we're not scared!

Send your ideas to:—

'rhe joumd Bunker, Orx, if you're on the Internet,
hy not E-mail to us at-

ames-workshop.co.uk

Notts. NG16 3H) case title any submission:
UK ‘Journal Submission’




RICHMOND, EDINBURGH
5 CHELTENHAM P DOORSs opg

9AM SATURDAh\lf
AM

r————-—--- ———————— 1

WARHAMMER or
£ 1 5 WARHAMMER 40,000 or
NECROMUNDA or
OFF SPACE HULK or
WARHAMMER QUEST

Redeemable at Games Workshop RICHIMOND

or EDINBURGH or CHELTENHAM
on the 6/7 September 1997,
ONLY ONE VOUCHER PER PRODUCT. NOT TO BE USED
WITH ANY OTHER OFFER.

£5 ANY 1
OFF Army book!

Redeemable at Games Workshop RICHMOND
or EDINBURGH or CHELTENHAM
on the 6/7 September 1997.

ONLY ONE VOUCHER PER PRODUCT. NOT TO BE USED
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“.WE HAVE MULTIPLE SIGNALS AHEAD. CLOSE IN ON MY CO-ORDINATES.
WE SHALL SWEEP THESE ABOMINATIONS FROM EXISTENCE!..”
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: FATE OF AN ENTIRE PLANET?... )
i !
i
... Then go down to your local Games Worksho I
i iy ¢ g .YOU HAVE YOUR |
over the week of the 14-21 September. During |
| this time, every Games Workshop will be fighting INSTRUCTIONS. |
i large exciting battles of Warhammer 40,000 to CALL YOUR A
| decide the fate of Piscina i L 0 C A L ; ST OR E

{ All you have to do is turn up at the store and you will get the : '1
_f! chance to lead some of the Emperors finest troops as they sweep i Now F OR F U L L 1
| the surface of Piscina clear of the last remnants of the recent Ork DETAILS!..

:! invasion. This special Storm of Vengeance scenario by Jervis _

';1 Johnson and Gav Thorpe will be fought as a nationwide campaign : a,'

1 charting the progress of the cleanup operation. As the explosions §

| die down and the dust settles on the last day of this tense conflict,

yi all the results will be collected from every stpre. This is your chance

W to help shape the face of Piscina. V4

‘\%' i F j




THEIR PACES...

Those of you who read last month’s White Dwarf may remember
the three scenarios for the Sisters of Battle entitled “Scourge of
the Damned”. This month we decided to run the scenarios just
to see how the Sisters of Batile, played by Andy Kettlewell,
would fare against some of the major enemies of humanity,
namely Chaos, Eldar, Orks and

Mark Brendan!

In White Dwarf 212 we brought you Scourge of the
Damned, three scenarios for the Sisters of Battle
penned by Gav Thorpe. Well this issue we’re
putting those scenarios to
the test in a special three
part battle report.

We’ve gone for three
stand-alone scraps
against Chaos, Eldar and Orks.
The Sisters of Battle are to be
commanded by Andy Kettlewell,
whilst Mark Brendan will

command each of the opposing forces.

First up is Defend the Shrine, in which the
Sisters of Battle must (ever so
surprisingly) defend one of their holy
shrines from an attack by Chaos forces.
The second scenario is called Liberate
the Relic, in which a mysterious Eldar
Farseer accompanied by an Eldar army
has stolen relics sacred to the Sisters of
Battle. They must recover them at all
costs. Finally, in Pierce the Darkness
Orks have invaded Imperial space,

and the Sisters of Battle have been

sent to break through their

perimeter and gather intelligence

on their base camp.

The next two pages contain basic
army lists for the forces
involved and some background
stories to set the scene. Now
it’s time to fight!

wDsa3



Warbike squadron

Pierce the Darkness

1,500 POINT CHAOS ARMY

Chaos Terminator Lord

Icon Bearer with the Flesh Banner
Chaos Marine Aspiring Champion
Chaos Terminator Aspiring Champion
Night Lord Chaos Marine squad

Night Lord Chaos Marine squad
with heavy weapons

Chaos Marine bike squad

Chaos Dreadnought with Mk1
heavy plasma gun and
power scourge

1,300 POINT ELDAR ARMY

Farseer

Warlock Champion
Howling Banshee Exarch
Dire Avenger Exarch
Guardians squad

Dire Avengers squad
Howling Banshees squad
Wraithguard squad

War Walker with lascannon
and scatter laser

1,300 POINT ORRK ARMY
Ork Warlord

Gretchin Battle Standard Bearer
Painboy

Mekboy with Shokk Attack gun

Runtherd

Blood Axe Kommando Kaptin

2 squads of Death Skull Looters
with kombi-blastas .
Blood Axe Kommandos N S o
squad ~

Snotling bases

Two War buggies
Dreadnought with lascannon

‘and heavy bolter .

Missionary Mighty Hero

Two Veteran Battle Sisters Superiors
Seraphim Veteran Sister Superior
Battle Sisters squad with heavy bolter
Battle Sisters squad with multi-melta
Seraphim squad

1,300 Point Sisters of Battle Army

Canoness

Arch Confessor Kyrinov

Veteran Battle Sister Superior
Preacher

Battle Sister squad

Battle Sister squad with multi-melta

Battle Sister squad with heavy flamer
and melta-gun

Seraphim squad
Frateris Militia
Immolator
Rhino

Canoness

Seraphim squad

Battle Sister squad with heavy bolter
Battle Sister squad with multi-melta
Immolator

Rhino




02:28hrs Astronomican reporis indicate massive warp
space disturbance in Gamma quadrant, sub-sector 6,
unable to determine source but recommend garrisons in
the area step up to full alert.

05:19hrs We have confirmation that a hostile force is
responsible. A Night Lord battle fleet, code-named
Proserpine, are assaulting the newly reclaimed planet,
Coriolanthe. Rear Admiral Ganesh of Hydraphur has
dispatched the rapid response fieet to assist defenders.

06:22hrs Coriolanthe Administratum reports widespread
breach of their atmosphere by landing craft. Surface-to-
air batteries have eliminated 32% of incoming vessels.

Scans indicate that 96.4% of enemy craft making landfall
have successfully dispatched Chaos Marines onfo the
surface of Coriolanthe. Two main columns of the Chaos
landing elements have been identified, and are closing in on the Shrine of St. Errigal. ETA 06:42 hrs.

06:41hrs Missionary Jerubaal has arrived at the Shrine of St. Errigal with a small force of Adepta Sororitas. Visual
confirmation of enemy trou...(static)

(Final transmissions received by Comm-Net from Coriolanthe Orbital Augury Helios)

FAO Arch-Confessor Kyrinov
CONFIDENTIAL: Authorised Personnel Only

REF: 810/- A916

Redemptor, we urgently request your presence on
Xerxes IX regarding a matter of the utmost delicacy. In
the past fortnight there have been eighteen separate
reports of Eldar ships illegally entering the atmosphere
of Xerxes IX. They have consistently refused to answer
our attempts at communication, we have thus far failed to
intercept them with our cruisers, and they have declined
our offers of a fight!

However, at 02:17 hrs this morning a Farseer appeared on
the planet’s surface and led a sizeable force of Guardians
and Aspect Warriors, supported by War Walkers, against
the Shrine of the Nameless Martyr. The shrine itself was levelled to the ground, and survivors report that the Farseer
removed the remains of the Nameless Martyr before destroying the building. Our intelligence confirms that they are
approaching an abandoned water treatment plant, where we believe they intend to wait for transport off planet.
Needless to say, you can imagine the consequences of our enemies in the Administratum learning of this blunder...

(Top secret communication from Canoness Aemillia to Arch-Confessor Kyrinoy, anonymously leaked to Administrator Jeg)

P iberate the Relic

Operation: Pierce the Darkness
MISSION BRIEFING

- Ork Warlord Grughal Og Grughakh has established a
beach head into imperial Space on Denkari Minor.
Denkari Minor is a tropical Deathworld, so it is
advised that your strike element is fully conversant
with the data on dangerous indigenous lifeforms
likely to be encountered on the planet’s surface.

The dense jungle canopy, coupled with the
abundance of animal life, has rendered preliminary
scans of enemy movements impossible. Therefore,
your mission is intelligence gathering.

You will be dropped ten klicks north east of Dracolith

Tor. Make your way to the Tor and press southwards
from there.
This is where we expect you to encounter your first resistance, since we believe the Ork base camp to be a short distance
south of the Tor.
Break through the Ork perimeter and report back with details of the Ork encampment.
Terrain from drop zone to target will be mainly flat marsh land, with some jungle areas.
(Mission briefing to Canoness Aemillia from Confessor Leviticus)

Pierce the Darkness




Defend the Shrine

In the first of the three battles, a massive Chaos horde (ably commanded by Mark) is
attacking an Imperial shrine defended by a handful of Sisters of Battle (under the control of
Andy). The forces of Chaos mass to attack on one side of the shrine, sending out a small
flanking force of Chaos bikes, while the Sisters wait for their opportunity to launch a
dangerous counter attack with the elite Seraphim.

Left: Mark's Chaos forces get the
first turn, moving forward to be
met by a hail of bolter fire
Sfrom the Sisters of Battle
taking cover in the shrine.

Above: Andy deploys his Sororitas forces
in the shrine at the start of the battle. Here
they are safely in cover, with the Seraphim
ready to jump out when needed.

The main Chaos
Jorce swarms
over and around

Night Lord bikes  the hill outside
sweep around the ~ the shrine.
flank to atack the
shrine from a
second direction.

Left:  The
Seraphim throw
a volley of plasma
grenades at the advancing
Chaos forces, slowing down
Mark’s advance as he is forced to
move his troops round them.

The Seraphim counter
attack against the Chaos
assault.

Left: The Missionary
Mighty Hero destroys
the Chaos Dreadnought
in hand-to-hand combat,
before taking a heavy
‘| flamer hit from the Chaos
Terminators.




Sisters of Wattle Debriet

Ho! Ho! Ho! The game ended just in time for my army. One more turn
and I'm sure that Mark would got at least one model into the shrine
son the game. The best point in the battle (for me) s the

heroic attack against the Chaos Dreadnought. With the Phial

d the Dreadnought for six in close
ne by the Seraphim who slowed the
attack down by throwing plasma grenades everywhere. Overall it

@ Abaver ke dhe batile reaches s was a good game, but I'm glad it ended when it did!

conclusion, Chaos Marine bikes attack
the shrine from a new direction.

Sigters of Battle Plan

Andy: Having deployed most
of my troops in the shrine, I
turned to Gav for some much
needed advice. His wise reply was
that the best form of defence was
offence. With this in mind I
choose a squad of Seraphim
armed with plasma grenades.
With them jumping around the
battlefield they could at the very
least hold up some of Mark’s
approaching forces.

Chaos Plan

Mark: I decided to make a
concentrated assault from
the left flank, which boasted the
best cover for the approach. All of
my characters possessed Marks
of Khorne to make them tough
hombres in close combat. As an
afterthought I also took a lot of
area affect weapons to clear out
the shrine.

Chaos Debrief

at can I say? It all ended too quickly for me, and there simply
asn’t the time to get any of my troops into the building. The biggest
upset in the game occurred when the Missionary Major Hero destroyed
the Chaos Dreadnought in close assault.
I reckon Andy’s bold use of the Seraphim, armed with plasma grenades

contributed more than any other factor to my downfall. They managed

to slow down my main push to a virtual standstill, ensuring that I didn’t
make up the ground that I needed, and also did a bit of damage to my

troops on the way.

Above: The remaining Seraphim

drop back to shower the attacking VICTORY POINTS

Chaos bikes with plasma grenades.

SISTERS OF BATTLE: 8 CHAOS: 3



keep their leader out of the oncoming attack.

Right: The
Seraphim wait for
the opportunity to
attack, with the
Sisters of Battle
squad providing
covering fire.

Above: Arch—-Confessor
Kyrinov advances towards the
Eldar behind a screen of
Frateris Militia. '

The Seraphim leap out
from behind their cover to
rain a deadly hail of
plasma  grenades  onto
their foe.

The War Walker
blows the tracks off
the Immolator
before its pilot is
killed by bolter fire.

Right: Dire Avengers fire
upon the Ecclesiarchy's
advance  while  the
Farseer shelters behind
the Howling Banshees.

L iberate the Relic

The second battle sees Andy’s Sisters of Battle trying to recover a stolen artefact from
Mark’s Eldar force. Andy launches a bold flanking attack with a Rhino full of Sisters of
Battle to attempt to kill the Farseer who holds the relic, while Arch-Confessor Kyrinov leads
a frontal assault to keep the enemy force occupied. Meanwhile, Mark’s Eldar struggle to

The Rhino swings wide
around the Eldar flank,
carrving the Canoness,
together with a Sisters
of Battle squad .into
striking distance of the
Eldar Farseer.

The Howling Banshees
rush around the hill
and  massacre  an
attacking Bartle Sisters
squad. All but the
Canoness were killed.




Sisters of Battle Debrief

The relic was there for the taking, but time ran out for the Sisters of Battle.
Actually I'm glad the game did end because Mark had lots of Howling

Banshees ready to charge which would have crippled my attack and may
have won him the game. Apart from not winning, I thought the game went

4 well, and I'm glad I achieved my objective. The destruction of the War

. i Walker was a bit lucky, but a few things went wrong for me as well. I know

— T @ the Immolator can cause a lot of damage, so I was not impressed when it
Above: Only a lone Warlock stands was immobilised in the first turn as well as the Seraphim being killed by

] 1"7(?”\'&'1.:6.’1' the .S;.s‘fcfr.\' of Battle and n“mu' their own plasma grenades.
relic... until the Howling Banshees leap into
the fray!

Sister of Battle
Plan

ndy: This was going to be the

toughest scenario for the
Sororitas so I decided to put all
my eggs in one basket and go for
an all out attack. I used a Battle
Sisters squad, Canoness,
Seraphim and a Rhino for my
main attack.

Eldar
Plan

ark: I deployed behind a

hill on the opposite side of
the board from the Sisters of |
Battle. With the important stuff
hidden behind a screen of
Guardians and Dire Avengers, 1
was free to hunt stragglers and
flankers with the War Walker.

Eldar Debrief

With our game set at four turns each there was bound to be some
spectacular events such as the Immolator being immobilised on the first
turn, immediately followed by the War Walker being destroyed by
bolter fire of all things. Apart from that, the plasma grenades of the
Seraphim proved that in close proximity, they can be just as lethal to
their own troops as the enemy. Two balls of plasma killed not only most
of my Guar: , but most of the Seraphim who had thrown them. The
game ended with no one in possession of the relic when the Canoness
felled the Farseer with her melta gun on the final turn.

VICTORY POINTS

SISTERS OF BATTLE: 7 ELDAR: 7

Above: In the closing stages of the
battle the Canoness aims her melta gun at the
Farseer to deny the Eldar the relic.




Picrce the Darkness

In the third and final battle, Andy’s Sisters of Battle must break through a heavily defended
Ork battle line, while Mark desperatley tries to hold them back with his motley assortment of
Ork gubbinz. The Orks rush across the battlefield to contain the Sisters, who are content to
concentrate on eliminating their opponent rather than breaking through their lines.

Seraphim and Battle Sisters Right:. The poor old Rhino never even
come close to breaking the managed to make it off its starting position
Ork line, but are repusled by before being immobilised by the War Buggy.
heavy fire from the Ork Fortunately none of its passengers were
kustom kombi-weapons. harmed and they escaped from the wreckage

on their next turn.

The Immolator is the only part
of the Ecclesiarchy army to
_make it through the
Ork battle lines.

A lone War
Buggyv is brought
on with the Flank
March strategy
card, but it fails to do
any damage before
being taken out by a
well aimed multi-melta
shot.

A War
: Buggy  and
Dreadnought  push
forward to engage the Sisters
of Battle as they attempt to
advance on this flank.

The Sisters of Batile come
under heavy fire from Death
Skull Lootas, Warbikes and the
Dreadnought. They put up a
brave fight, but are unable to
survive the battle.

Below: The Blood Axe Kommandos are broken by ihe

Seraphim and the Sisters of Battle. They then spend the
rest of the game cowering in the jungle, failing to
rally each time they try.




to  immobilise  the

5 Left: After it manages %lﬁttl’ﬁ of qﬁ attle %fhrmf

WL R TSl Mmm, [ lost! The funny thing is that I enjoyed this battle the most out
T ST of the three. [ w pressed by the Seraphim when they attacked the
U AR PRIl Kommandos. [ used their special ability to fire two pistols in the same
aboard the vehicle. turn and it worked a treat. The Immolator had the potential to do well

en it heavy flamed three Warbikes, but I rolled some terrible dice

(gem dice 1o be exact) y refused to score anything above a 2. The

main reasons for my downfall were the kombi weapons, the fact that I

forgot about the scenario conditions and the Reinforcements strategy
card. Oh well, two out of three is not bad.

Sisters of Battle
Plan

Andy: I had supreme
confidence starting this game
because I play with an Ork army
and know all their strengths and
weaknesses. I decided to use an all
Sisters of Battle army because I
wanted as many quality troops as I
could get my hands on.

Ork
Plan

ark: Taking offence as the

best form of defence, I
based the army around a lot of
fast attack vehicles to hunt down
and intercept attackers, whilst
Death Skull Lootas and a
Dreadnought were chosen to
protect the deployment zone.

ccursed Ministorum falls before my might. However the fast
attack elements of my army proved to be quite a major disappointment as
Buggies and Warbikes whizzed all over the place failing to hit most of

with the Dreadnought. Not that I was in the least bit concerned (well,
perhaps a little), because the covering fire they were receiving from my
Death Skull Lo >ombi-t ] s dropping like flies, one
squad even breaking. Yep I take my hat off to those Death Skull Lootas,
they won the day and not even one of them blew up!

Above: In the final stages of the

battle, Mark plays the Reinforcements V’CTORY POINTS

Strategy card, and the arrival of five more

Warbikes seals the Orks' victory. . SISTERS OF BATTLE: 10 o R KS: 15



All of the models from the three battle reports
have been picked from our army. All of the
models we’ve highlighted on this page are the
latest ones to hit the blister racks this month.




Seraphim with twin hand flamers, flamer and multi-
melta

iperial Preachers



THE SISTERS
IN BATTLE...

In the aftermath of the
Mark,
Andy and Gav set about
putting their thoughts
together on how it all
went. Mark spills the
beans on what they

three batitles,

discussed...

So, we have a draw right"'

across the board.
Sometimes games just turn
out that way, and at least
nobody can moan about
being the loser in the end.
The other thing which
makes this a noteworthy
result is that it proves that
the Sisters of Battle are
quite capable of holding
their own in a scrap,
although it should be

VICTORY POINTS

SISTERS OF BATTLE: 8

SISTERS OF BATTLE: 10

SISTERS OF BATTLE: 7

to the mission objective. In
the second battle the

plasma grenades were |
i their hair. With this in mind
there are two courses of ;

something of a double-
edged sword. Andy’s
intention was to block line
of sight to the main group
of Ecclesiarchy troops for
the Eldar clustered around
the hill, but the full
destructive capabilities of a
plasma (grenade were
demonstrated horribly

opponent’s attention, and
they are not likely to rest
until they have got it out of

action you can take to
make the most of such a
vehicle’s scare factor.

The first of these is to do
your utmost to protect i,

which can be done by :
screening it with empty i
i who knock Dreadnoughts
i for six in close combat) the
i Adepta Sororitas do not

Never underestimate the
protection of power armour.

stressed that they do
function better as allies, or
with allies.

Some interesting tactics,
which can be used in
general when applied to

most armies, have been :
thrown up by this battle !

report. In the first two

battles Andy equipped his :
Seraphim with plasma i
grenades, a choice which i
proved effective, if erratic. !
As we know, he used them |
to great effect in the first i
battle as a delaying tactic, i
so although they didn't
actually cause that much i
damage to the Night Lords, }
their effect on the speed of |
Marine’s |

proved ;
catastrophic when it came |

the Chaos
advance

wDg94

here. Not only did the
Seraphim wipe out their
target unit of Guardians
almost to a man, but they
also fell to their own
weapons!

Another worthwhile issue
highlighted in this battle ;
report is how you use your i

tanks in the game. When
we're talking about tank
use for the Ecclesiarchy,
we are of course referring
mainly to the Immolator. In
both battles where it made
an appearance it was given
special priority as a target,
and | made very sure that it
was out of commission
before it got anywhere near
my troops. This is because
a vehicle like the Immolator
is guaranteed to grab an

speed on the battlefield.
The other way to take
advantage of the enemy’s
fear of the Immolator is to
use it as a decoy to hide
the real threat to your
opponent's army,
perhaps an Adepta
Sororitas squad with a
heavy bolter.

Speaking of infantry, the
Adepta Sororitas are
exceptionally tough.
Never underestimate the
protection of power
armour, as | found out in
the first battle when an
inordinate amount of his
shots were repelled by the

i lacking
i Ecclesiarchy army is tank

CHAOS: 3
ORKS: 15

ELDAR: 7

toughness and armour of
the Battle Sisters (they
even managed to survive a
reaper autocannon volley
at one point in the game).

The big thing which is
from the

busting capability. With the
exception of the multi-melta
(and certain psychotic
Missionary Major Heroes

i have anything to deal with
i heavy armour.
i where allies come in very
i handy, because if you know
i you are going to be facing
Rhinos, giving it protective i
vehicle cards, or making
sure you keep up a fast :

This is

lots of tanks,
Dreadnoughts, Carnifexes
or whatever, it's always

handy to have a Space
Marine Devastator squad
or Dreadnought, or a
couple of Imperial Guard
tanks to back you up.

By Mark “Hordes of
Iniguity” Brendan



A VIEW FROM THE DESIC

Gav Thorpe

Well, well, welll A win,
loss and a draw! You

can't ask for a more |
even result than that, |
can you? Qverall, 'm i

very pleased with the

way the Battle Sisters :

have conducted
themselves,

that they have the

versatility to cope with |
variety of |

a wide

situations. Bearing in |
mind that they work |
best with allies, or as i
allies to another army !
of the Imperium, what |
is it about them that |

ELGE] them {o)

valuable? Well, Battle |
Sisters squads have ;
heavy |

access to
flamers, and the only

other infantry squad |
who can take these |
awesome weapons are |

the expensive Space
Marine

excel at short-ranged
firefights and, last but

by no means least, the ;

dreaded Immolator.

Any of these troops i

i provide a _
i adjunct to the Space
i Marines or
i Guard by providing :
i either better equipped
i or cheaper options for :
you to bolster your :
i army.

Terminators. :
There are also the i
Seraphim squads, who |

Imperial

we found

start
allows

defeat. I've found that
flamer weapons are
great for the defenders

in this case, and the :
Battle :

Sisters of

enemy must

maximise

often get
inviting

brilliant :

| your

Well that's the army in i main purpose.
general, so what about : , e
these three battles? As | " Liberate the Relic |
when | We see that no matter
developing the Defend : Whatis happening, you
The Shrine scenario, : must never give up:;
the defenders must : Every dice roll counts; !
the game in : €ach to hit

i hiding. This
showing ! : difference
mean the difference ! IERirling hama Wil 8

between victory and glorious

Seraphim’s
allows

defending)

mean

Farseer's 4+

mobility
them  to
i confound your enemy’s :
plans. By launching an :
attack (even if you're i
you can i
i break up the enemy :
: advance and distract |
foe from their ;
i been doing is focusing
i on your

: other

the | the scenario against

between : e Orks was a tough

i _ Ork
i shuffling off with an:
¢ ignominious defeat. In :
i this case it was the :
Rune °
: Armour save. That was
certainly have access i
! to plenty of them. The :
' move :
towards the shrine, it's
no good just killing the
: defenders, they have to :
get inside the shrine as
well. This means that |
they have to move into |
range of your flamer !
weapons, and as they
converge on one point |
they will probably be i
forced to bunch up to !
their !
firepower. You don't i
such an
target! A :

NER

a 50/50 chance for
victory, how close can
you get?!? Full credit to
Andy for concentrating
on what was important.
It's easy to get
distracted by Kkilling
enemy troops when
what you should have

mission
objectives. 1t is by
achieving these that
you can win a game, all
things being

roll or' St

{ armour saving throw :

them to get the first aan

i shots off, which can

Pierce the Darkness,

: : one, trying to punch
victory or : through  an

* whose main strength is

army

numerical superiority!
As it turned out, Andy
would have done well
to keep with his plasma
grenades tactic, cutting
off some of the vast
army and
concentrating his force
against one part rather
than the whole. Oh
well, such are the
benefits of hindsight!







Golden Demon is drawing nearer, so you had better get painting your entries!
Listed here are the catergories for this years event. Happy painting!

1. Best Warhammer 40,000 Miniature
Any single Warhammer 40,000 miniature on a standard
round slottabase. Individual models mounted on Bikes and
the like should be entered in Category 3.

2. Best Warhammer 40,000 Squad

This category is for Warhammer 40,000 squads chosen
from the Squads section of the Codex army lists. Note:
Space Marine squads must be full ten-man squads and not
five-man combat squads. Other races may be chosen within
the army list parameters (eg: Dark Reapers 3-7 models,
Snotling Herd 2-10 bases plus a Runtherd, etc). This
category includes squads mounted on Bikes, Jetbikes and
Warbikes as described in the various Codex lists. All
models must be presented on standard gaming bases
(slottabases where they're appropriate).

3. Best Warhammer 40,000 Vehicle

This category is open to single Warhammer 40,000 vehicle,
Dreadnought or War Walker models. This category includes
individual small vehicles like Bikes if appropriate to the
model and the army, eg Eldar character on a Jetbike or
Space Marine Chaplain on a Bike.

4. Best Warhammer Single Miniature
This category is open to single Warhammer miniatures on
standard slottabases up to 25mm x 50mm maximum size
(cavalry base). Models on Monster bases should be entered
into the Monsters and Creatures category.

5. Best Warhammer Command Group
Entries for this category consist of four Warhammer
miniatures on their standard slottabases (25mm x 50mm
maximum size as for single miniatures). Your entry must
include a Standard Bearer, a Musician, and a Champion for
a single regiment plus an Army General or a Wizard.

Barry Lees - 1st place 1996 Warhammer Command Group

6. Best Warhammer Monster

or Warhammer 40,000 Creature

This category is open to Warhammer or Warhammer 40,000
monsters on 40mm x 40mm or 50mm x 50mm standard
bases. This covers Avatars, Ogryns and Tyranids and you
may include a ridden monster if you wish eg: Orc Wyvern,
Chaos Dwarf Bull Taurus, etc.

7. Best Necromunda Gang

Entries for this category consist of an eight model
Necromunda gang (4 models for Spyrer teams). All models
must be presented on standard round slottabases.

8. Best Epic 40,000 Titan

This category is for a single model of a Titan or Gargant, on
its standard base. This includes Warlord Titans (Imperial or
Chaos), Imperator Titans, Gargants, Great Gargants, Mega-
Gargants, Revenant Titans, Phantom Titans and Tyranid
Bio-Titans (Hierophants and Hierodules).

9. Best Epic 40,000 Battleforce

Entries to this category should be made up of an Epic 40,000
force consisting of one or two Detachments of models.
There should be no more than 10 vehicles or War Engines
and no more than 20 units of infantry or bikes.

10. Battle Scene

Entries for this categorv consist of a Battle Scene from
either Warhammer, Warhammer 40.000 or Epic 40,000, The
display must not be larger than 30cm x 30cm and the
maximum permitted height is 30cm. The Battle Scene
should have at least two miniatures arranged in a combat
pose, but otherwise there are no restrictions on the Battle
Scene’s theme or content.

o
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The Young Bloods Competition

The Young Bloods painting competition is open to any
competitors aged 14 years or under. Your entry should
consist of any single Citadel miniature, either Warhammer
or Warhammer 40,000, on its standard gaming slottabase
(25mm round base for Warhammer 40,000, 20mm or 25mm
square base for Warhammer).

Note that this yvear yvou can enter both metal and plastic
miniatures in the Young Bloods competition.

The Open Competition

The Open Competition is literally what it says — an open
opportunity for you to let your imagination run riot! There
are no restrictions on your entry, so it could range from a
single miniature to a sweeping diorama. Anyone can enter
the Open Competition, including Games Workshop staff, so
beware that the competition will be stiff! In fact this year
we are even going to let Mike McVey enter to increase the
pressure on Dave Andrews who has won both of the
previous Open Competitions. As Mike will be entering
himself, the Open will this year be judged by a panel of
notaries including John Blanche and Rick Priestley.
Remember that no matter how wild your entry, they will be
looking for well-painted and modelled miniatures that
adhere to the imagery and ethos of Games Workshop's
fantasy universes. You are also allowed to include
conversions if you wish, but they too should be consistent
with the atmosphere of the game world and spirit of the
miniatures.

1997 COMPETITOR’S
GUIDELINES

* All single miniatures must be mounted on the appropriate
gaming bases.

C Converémns are aliewe&; 'but éhould be consistent with the

atmosphere of the game world and spirit of the miniatures.

» Overall, the judges will be looking for well-painted miniatures
that adhcre to the mzagery ‘and ethos of Games Workshop's

Amma, Birmmghzm on the 28th of September 1997,

» Competitors will be fully responsible for the transport of their
own entries to and from the mmpef.ltmn and for storing their
own t]:am‘port and packmg materials on the day.

Entry
BUMDOT: . .vovaaunmay seas ke

OFFICIAL ENTRY FORM

Please fill in a separate entry form for

each entry

DML o o s ot o i 2% Wy e T e T AR e R e e S
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POSICOTE .« .vvv v v on in s wnatnate B o e Tl W
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CategoryName ............. ... L AR . Category Number .......
Description of entry .....
FOR OFFICIAL USE ONLY
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ISSUE 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 H p, Eastwood, Noits, NG16 3HY, UK
Or you can E-Mail us at— fatbloke@games—workshop.co.uk
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 subscrlphons 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.




.S WORKSHOP

IRELAND

BELFAST: 20A Castle Court.

Tel: 01232 233684

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

Tel: 003531 8725791
BLANCHARDSTOWN: Unit 249,
Blanchardstown Centre, Co. Dublin
Tel: Call the Dublin store for details.

MIDLANDS

BEDFORD: 10 Greyfriars.

Tel: 01234 273663
BIRMINGHAM: 116 Corporation
Street.

Tel: 0121 236 7880
CAMBRIDGE: 8 Bridge Street,
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 Waterside
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: 6/7 The Friary,
Upper Level, Grosvenor Centre.
Tel: 01604 36687

NOTTINGHAM: 34a Friar Lane.
Tel: 0115 9480651
PETERBOROUGH: 3 Wentworth
Street.

Tel: 01733 890052
SHREWSBURY: Unit 2, Bridge
Street.

Tel: 01743 362007

SOLIHULL: 690 Warwick Road.
Tel: 0121 705 7997

STOKE ON TRENT: 27 Stafford
Street, Hanley. Tel: 01782 205287
WALSALL: 39 Freer Street.

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

NORTHERN ENGLAND
AND SCOTLAND
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 Strest.

Tel: 01253 752056

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

€S WORKSHO
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Mail Order totally POST |

‘STOP PRESS!

BRADFORD: 5 Broadway.

Tel: 01274 739353

CARLISLE: 2 Earls Lane, Lowther
Street.

Tel: 01228 598216

CHESTER: 112 Foregate Street.
Tel: 01244 311967
DONCASTER: Unit 10, The
Colonnades.

Tel: 01302 320 535

DUNDEE: 110 Commercial Street.
Tel: 01382 202 382

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

GLASGOW: 66 Queen Street,
Tel: 0141 226 3762
HARROGATE: 29 Beulah Street.
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: 69/70 Marsden
Court Arndale Centre.

Tel: (0161) 834 6871
MEADOWHALL CENTRE
SHEFFIELD:

91B High Street, Upper Mall.

Tel: 0114 2569836
METROCENTRE NEWCASTLE:
Unit B14, First Floor.

Tel: 0191 461 0950
MIDDLESBROUGH: 39 Dundas
Street.

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: Jni\ K2, Marble Place.
Tel: 01704 501255

STOCKPORT: 32 Mersey Square.
Tel: 0161 474 1427
SUNDERLAND: 253 York Street
{also known as 253 High Street).
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: 8 Bromley Mall.

CAMES WOR
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CANTERBURY: 5 Iron Bar Lane
Canterbury. Tel: 01227 452 880
CHELMSFORD: Unit K5, The Gallery,
zadows Centre.

490048
COLCHESTER: 2 Short Wyre Street.
Tel; 01206 767279
CRAWLEY: 11 Broadway.
Tel: 01293 552072
CROYDON: Unit 35, Drummond

Tel: 0181

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

Tel: 0181 8400171

ENFIELD: 3/5 Genotin 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: 296 Station Road.
Tel: 0181 861 2350

HIGH WYCOMBE: Unit 29, The
Balcony,

The Octagon Centre. Tel: 01494
531494

IPSWICH: 2nd Floor, Debenhams,
Westgate Street. Tel: 01473 210031
KINGSTON ON THAMES: 33 Fife
Road.

Tel: 0181 549 5224

LONDON (CENTRAL): Unit F10,
The Plaza Shopping Centre, 1st
floor, 11 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

OPENING TIMES:

DAY

Weds & Thurs:
12noon to 8pm

Fri, Sat & Sun:
10am to 6pm

GAMES WORKSHOP

Mon: 11am to 6pm

WHAT’S ON

Sponsored marathon
gaming session in all Games Workshop

stores. Check with the staff in your local |

store for more information.

GRAND TOURNAMENT

Once again Leicester University will

resound to the noise of battle as Generals -
from all over the world compete for the
first place.

GRAND OPENINGS
Richmond, Edinburgh & Cheltenham
are all having a Grand Opening weekend

| so go along for great deals on all your
favourite games and miniatures.

SEARCH & DESTROY

A tense and exciting scenario brought to
you by Jervis Johnson and Gav Thorpe.
Have you got what it takes to cleanse
Piscina of the Ork scum. Call your local
store for details.

Tue: CLOSED ALL

G.W. SOUTHPORT

STOP PRESS!

NORWICH: 12-14 Exchange Street.
Tel: 01603 767656

OXFORD: 1A New Inn, Hall Street.
Tel: 01865 242182
PORTSMOUTH: 34 Arundel Street.
Tel: 01705 876266

READING: Unit 3, Cheapside.

Tel: 01734 598693

RICHMOND: Unit 8, Westminster
House, Kew Road. Tel: 0181
9486122

ROMFORD: 12 Quadrant Arcade.
Tel: 01708 742140

ST ALBANS: 18 Heritage Close,
High Street. Tel: 01727 861193
SOUTHAMPTON: 23 East Street.
Tel: 01703 331962

SOUTHEND: 12 Southchurch Road.
Tel: 01702 461251
STAINES: 52D E
Tel: 01784 460

leigh Centre.

Upper Mall,
pping Centre.

CK LAKESIDE: Unit 415,
od Court, Thurrock

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

nit Q1A, Harlequin

s Road

WINCH
Tel: 0196 286 0199

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.

Tel: 01222 644917
CHELTENHAM: 16 Pitville Street.
Tel: 01242 228419

EXETER: 37 Princess Hay.

Tel: 01392 490305

GLOUCESTER: 35 Clarence Street.
Tel: 01452 505033

NEWPORT: 25 Skinner Street.

Tel: 01633 256 295

PLYMOUTH: 84 Cornwall Street.
Tel: 01752 254121

POOLE: Unit 12 Towngate Centre,
High Street. Tel: 01202 685634
SALISBURY: 1b Winchester Street.
Tel: 01722 330955

SWANSEA: 45 Princess Way.

Tel: 01792 463969

SWINDON: 17 Fleet Street.

Tel: 01793 436036

TORQUAY: 12 Market Street.

Tel: 01803 201036.

WORCESTER: 4 Charles Street.
Tel: 01905 616707

AES WORKSHOP

€S WORKSHOP STC
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DEAL OF DA MONEE.

POSTUR OF DA MONFF

Each and every month we lovingly prepare a FREE Mail Order Poster

7 L= s =~ Deal, Each of these features a veritable plethora of miniatures from all
i 7o ’/",F s your fayvourite Games Workshop games.
g I “\Q!\“mﬂm _ September’s gargantuan Mail Order poster brings you more Sisters
. ‘ S iy i \ of Battle than you can shake a stick at! So, for those of you that
(o1 ““‘hm are just itching to get your hands on Kyrinov, Seraphim and the
X il =P : awesome Immolator this is the poster for you! However, not
— 'Pf- : ‘only are we bringing you these stoic female warriors but we

P, also have the entire Epic 40,000 Tyranid range as well as all of
s the other new releases and Mail Order news - what more could
P 3 & we possibly do for you? What, a few special offers? Oh, alright -
AN just for you!

/)
[\

01
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As well as all of the splendid new releases we've also included
the details of a bitter conflict between the fell Undead and the
enigmatic Wood Elves. We really do look after you, you know!
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 November 1997

A

' : | ADVANCE ORDER... ADVANCE ORDER... ADVANCE ORDER... ADVANCE ORDER... ANGANCE ORZE" .
] ‘I )
Did yOO Nno ADVANCE :
){ s ORDER :
I »
: o
...that you can place an Advance Order with us for unreleased ooﬂl‘mon"ﬂ -
miniatures and games? You'll get | ' el
your stuff on the day of release by £4° 4

First Class post, which we are

charging at half price — only £2!
(Please note this is UK only).

This month you can order the

latest big box game

GORKAMORKA

Simply give us a call on 0115-91-40000 and

our phone boyz will tell you everything you

need to know about all the exciting new

releases that are coming up. We will be

only too happy to take your order or discuss any aspect
of the hobby!

R... ADVANCE ORDER... ADVANCE ORDER...

So, if you can’t bear the thought of not having the
latest releases in your grasp as soon as they are:
available, then the amazing Advance Order

service is just what you need.

“HIAHO FINVAQY "HIAHO FONVAQY “"HIAHO FINVACT




IN ORDER TO 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

‘omone A Tel: 0115-91-40000

CHEGK BEFOHE

DIALLING Or you can fax your order through on:

Fax: 0115-91-68002

o 43aHO TV 0
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A selection of Shane’s vehicles and armour. Note the Dark Angels
captain conversion. This impressive model was first seen in the “Wot is
Mail Order” article.

Way back in White Dwarf 209, we showed you the various armies and figures that
the Trolls in Mail Order had lurking in every corner. Many of these armies had
conversions of one sort or another in them. One photograph that seemed to draw
a lot of attention was the small shot of a Dark Angels captain which had been
converted by Shane. This particular conversion sparked a wave of letters to Shane
asking him how he'd done it. Speaking to White Dwarf, he explained that he could
no longer remember the exact process he went through to obtain this stunning
result but he could remember it had taken him 4 months to complete! On the rest
of this page you will find more of Shane's work in the form of his Blood Angels
Army, led by his excellent conversion of Captain Tycho. Both conversions, were
inspired by John Blanche’s artwork which can be seen in the Warhammer 40,000
- Codex Angels Of Death.

>

Above: Shane'’s brilliant Blood Angels army.

Above: Shane’s Blood
Angels Captain Tycho
conversion.




We’re l0Oking for g few
good troll

Here at Mail Order UK we are constantly expanding (and we're not just talking about
our bellies), and we always need more trolls to supply the ravenous demands of our
'‘oomie customers.

We pride ourselves on having the most knowledgeable and hard working staff in the
company, we receive hundreds of phone calls and orders in the post every day from
all over the world where we help dedicated gamers and parents with orders and

gaming enquiries.

AT PRESENT WE ARE LOOKING TO RECRUIT:

Phone Trollz

To be a successful
phone troll you need
extensive figure and
gaming knowledge,
you receive 100+
calls a day on any
Games Workshop
subject you care to
mention. Day to day
duties include
answering the phone,
taking customers orders,
solving customers
problems and writing
Roolzboyz.

Picker Trollz

Older games and models
never get deleted as far as we
are concerned they just

become part of our back ChECKer TI'O"Z
catalogue range, we now The last line of defence, once an
have over 30,000 models and order has been taken and
components. Our pickers have picked it is checked for any
one of the hardest jobs in the errors, these include miscasts,
company, to be able to find a missing figures and plastics. It is
single component by then sent using the correct
description alone requires postal system straight to our
immense figure knowledge. customers.

In order to maintain our 1 day turnaround of all orders we are looking to fill the above positions, but don't be
fooled by our fun Troll references, the successful applicants will have to be hard working with a high standard of
professionalism, prepared to put in extra hours as required, fit into an established team and most importantly of

all consider customer service their greatest priority.

If you have what it takes to join the greatest Mail Order team in the world, send your
application to:

Janet Kilbourne, Games Workshop, Chewton Street, Hilltop,
Eastwood, Notts. NG16 3HY. UK




For £4300 you get

11 Battle Sisters, 5 Seraphim and
a missionary. On top of that we'll
give you the Sister with power

sword absolutely FREE!

Chaos Horde
For £110.00, yoﬁ get : 1 Chaos

Lord in Terminator armour, 1 lcon
bearer, 7 Chaos Marines, 5 Chaos
Terminators, 3 Chaos bikes, & 3
Chaos Marlnes with heavy weapons

with an /
i FREE'

Reports are in of 6
amazing army deals
heading on an

you!
These deals are for
. the armies used by |
Mark Brendan and Andy
Kettlewell in this
issues battle

.'reports.
of these army lists
can be found in the

5 Seraphim, 12 Battle Sisters, 16
Frateris militia, 1Preacher, 1 Rhino &
1 Immolator tank all for £90 00
‘with :a Battle Sister with V !

absolutely

Eldar

The Eldar force consists of:

1 Warlock champion, 1 Banshee Exarch,

1 Avenger Exarch, 10 Guardians, 7 Dire
Avengers, 7 Howling Banshees, 5
Wraithguard & 1 War walker

Al for £92.00 with the © -
FREE!

battle reports which
start on page 81 and
pit the new Sisters
of Battle against a
variety of foes. Now
you can recreate
. these battles in the
 comfort of your own

" do is ring Mail Order

NOW and talk to the
Trollz!

For £85.00 you get

1 Banner Bearer, 5 Seraphim, 19

Battle Sisters, 1 Immolator tank,
" &1 Rhino.

As well as that we WI|| grve you

the Canon
absolmely FREE'

Orks

£145.00 for all these Orks.

1 Mekaniak with Shokk attack gun,
1 Painboy, 1 Runtherd, 6 Death
Skull lootaz with combi-weapons, 9
Blood Axe Kommandoz, 1
Dreadnought, 5 Warbikes, 2 War
buggies, 4 bases of Snotlings, 20
Gretchin & 1 Gretchin Battle
Standard.

PLUS...PLUS...PLUS...PLUS...PLUS,

Wwe’ll give you shazel raka
FREE'

intercept course with

Full details =

 home. ALl you need to |
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& EPIC 40,000 §

RAVENWING ATTACK FORCE.
£65 00

CE mAR
BATTLE FORCE
SPACE MARINE ATTACK FORCE.
Epic 40,000 Space Marine army boxed set

£45.00 B § """ﬁ’."."’".ff.._ ; :

e e WA HARNIAT 1 7 s e

H’H} 40, ﬂﬂﬂ _g- =

SISTERS OF BATTLE

WARRIORS OF REDEMPTION |[samas

Following hot on the heels of the battle report
armies, we have the latest of the boxed army
WAA-GRODSNIKS WHEELZ OF DETH. deals for Warhammer 40,000. The
Epic 40,000 Ork army boxed set awesomely fast Ravenwing and the fanatical
£45.00 warriors of the Adeptus Sororitas.

DEFENDERS OF AVELORN

This army is from the article by Tuomas Pirinen which starts on page 55.
Mail Order have put together this special army deal which represents a
wide range of the troop types available to a High Elf collector. If you
haven’t already got a High EIf army, then this is a brilliant way to begin
your collection.

The Defenders of Avelorn consists of: The Everqueen Alarielle, Yvreine-
Champion of the Maiden Guard, 9 Maiden Guard,
15 White Lions of Chrace, 14 High EIf archers, & 7 Silver Helms.

Mail Order deal price for the Defenders of Avelorn is

£100.00
with Prince Tyrion FREE!

0v-16°S1 L0 & HIAHO TIVIN 0000v-L6-SLLO T HIAHO It



WARHAMMER BOXED GAME

LIZARDMEN

SLANN MAGE-PRIEST ON PALANQUIN £25.00
Boxed set contains 1 Slann Mage-Priest.

SKINKS £5.00
Boxed set contains 10 plastic miniatures.

WARHAMMER MAGIC

CIRCLE OF BLOOD (CAMPAIGN PACK)

IDOL OF GORK (CAMPAIGN PACK)
GRUDGE OF DRONG (CAMPAIGN PACK)
| WARHAMMER ARMIES — BRETONNIA
WARHAMMER ARMIES — CHAOS
WARHAMMER ARMIES - DARK ELVES

SAURUS WARRIORS £5.00
___Boxed set contains 8 plastic miniatures.

SAURUS COMMAND GROUP
SAURUS CHAMPION ) £3.00

£2.00 each

WARHAMMER ARMIES — DWARFS

WARHAMMER ARMIES — THE EMPIRE

WARHAMMER ARMIES — HIGH ELVES

WARHAMMER ARMIES — LIZARDMEN

WARHAMMER ARMIES — ORCS AND GOBLINS
_!VAHHAMMEH ARMIES ~ SKAVEN

LIZARD SWARM £3.00
Consists of 5 models on a base.

UNDEAD

MOUNTED WIGHTS = £15.00
| Boxed set contains 4 mounted )nghts
_NE\"E ARMOURED SKELET(_)N SPEARMEN £5 for 3 or £1.75 s_a;h_
_N_EW! ARMOURED WIGHT CHAMFPION £3.00

NEW! ABMOURED SKELETON COMMAND GROUP £2.00 each

MOUNTED WIGHT CHAMPION £4.00

MOUNTED WIGHT STANDARD BEARER £4.00

WARHAMMER ARMIES —~ WOOD ELVES

WARHAMMER ARMIES — UNDEAD

WHITE DWARF PRESENTS: CHAOS DWARFS

BRETONNIANS
BRETONNIAN DUKE ON PEGASUS (boxed set)

MOUNTED WIGHT HORN BLOWER £4.00

MOUNTED WIGHT £4.00

MOUNTED VAMPIRE LORD 1 £8.00

MOUNTED WIGHT LORD £6.00

LOUEN LEONGOEUR, KING OF BRETONNIA (boxed set)

BRETONNIAN BOWMEN
Boxgn_:l__set contains 8 plastic Bretonr}'tan Bowmen

GRAIL KNIGHTS
Boxed set includes 3 Grail Knights

THE GREEN KNIGHT
Boxed set includes 1 mounted model

KNIGHTS OF THE REALM
Boxed set includes 2 plastic Knights of the Realm

DWARFS

NEW! DWARF ORGAN GUN
NEW! DWARF BOLT THROWER

DWARFS
Boxed set contains 8 Dwarf Warri_ors,

DWARF FLAME CANNON
Boxed set contains 1 Flame Cannon.

DWARF GYROCOPTER

HIGH ELF

HIGH ELF TIRANOC CHARIOT (boxed set) £12.00

NEW! EVERQUEEN & MAIDEN GUARD £15.00
Boxed set contains 7 miniatures

HIGH ELF SILVER HELMS £15.00
Boxed set contains 4 High Elf Silver Helms.

ELLYRIAN REAVERS £15.00
Boxed set contains 4 Ellyrian Reavers.

WRAITH CHAMPION £3.00

BAT SWARM £3.00
Consists of 5 models on a base

HIGH ELF EVERQUEEN

AND MAIDEN GUARD

WOOD ELF

ORION KING IN THE WOODS £15.00
Boxed set contains 1 model.

NEW! MAIDEN GUARD CHAMPION ~ E3.00

NEW! MAIDEN GUARD £5 for 3 or £1.75 each

WHITE LIONS OF CHRACE 3 for £5.00 or 1.75 each

WHITE LIONS OF CHRACE CHAMPION ~ £300

WHITE LIONS OF CHRACE COMMAND GROUP £2.00 each
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£6.00

HIGH ELF TRANSFERS £3.50 |

Blister contains 10 High EIf transfer sheets

ARIEL MAGE QUEEN OF LOREN £15.00
Boxed set ccm:iu'ns 1 model

WAR EAGLE ] £8.00

WOOD ELF ARCHERS } £5.00
Boxed set comatns 8 plastic miniatures.

DRYAD
GLADE GUARD

£3.00 each
€5 for 3 or £1.75 each

GLADE GUARD COMMAND GROUP £2.00 each

GLADE GUARD CHAMPION £3.00 each




WARHAMMER 40,000 BOXED GAME

ORKS

SPACE ORK WARRIORS £5.00
Boxed set contains 6 plastic Ork warriors

DARK MILLENNIUM

NEW! STORM OF VENGEANCE (§_c_ena_r_i0 pack)

CODEX SISTERS OF BATTLE

SISTERS OF BATTLE POSTER

CODEX ANGELS OF DEATH £15.00 |

CODEX ELDAR £15.00

GRETCHIN £5.00

| Boxed set contains 8 plastic Gretchin

| ORK DREADNOUGHT (boxed set) £20.00

ORK WAR BUGGY (boxed set) _ £10.00

ORK WARBIKE (boxed set) £5.00

NEW! NAZDREG, BAD MOON ORK WARLORD £7.00

GRETCHIN

ORK BOYZ

CODEX IMPERIAL GUARD : £15.00

CODEX ORKS £15.00

CODEX SPACE WOLVES 4 £15.00

CODEX TYRANIDS £15.00
- CODEX ULTRAMARINES £15.00

CODEX CHAOS £15.00

WHITE DWARF PRESENTS: WARHAMMER 40,000 BATTLES ~ £12.00

SPACE MARINES

NEW! RAVENWING ATTACK FORCE £65.00
i B_o_)_(ed set contains one Warhammer 40,000 Ravenwing army.

ORK MEKBOYZ £3.00

EPIC 40,000 BOXED GAME

£5.00 for 4 or 1.25 eagh_
£2.00 each |

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

SPACE MARINE BATTLE FORCE

_ Boxed set contains one Epic Space Marine army.

GREAT GARGANT (boxed set)

NEW! SPACE MARINE SCOUTS £9.00
Boxed set contains 5 Space Marine Scouts.

WARLORD TITAN (boxed set)

SPACE MARINE WARRIORS £5.00
Boxed set contains 6 plastic Space Marine Warriors.

 ELDAR WAR HOST (boxed set)

ORK BATTLEWAGONS (boxed set)

ORK MOB (boxed set)

SPACE MARINE TERMINATORS £15.00
Boxed set contains 5 plastic Terminators.

SPACE MARINE PREDATOR
Boxed set contains 1 Predator tank.

SPACE MARINE DREADNOUGHT (boxed set)

SISTERS OF BATTLE

SISTERS OF BATTLE IMMOLATOR
Boxed set contains 1 Immolator tank,

SPACE MARINES BATTLE GROUP (boxed sef)

SPACE MARINES TANKS (boxed set) £5.00

SISTERS OF BATTLE SERAPHIM
| Boxed set contains 5 Battle Sisters with jump packs.

TYRANID SWARM (boxed set) £5.00

ORK GARGANT (boxed set) £10.00

NEW! TYRANID HIEROPHANT BIO-TITAN (boxed set) £15.00

NEW! TYRANID HIERODULE BIO-TITAN (boxed sef)  £12.00

NEW! TYRANID HARF‘_!_IDAN_ £6.00

NEW! TYRANID BIOVORES 80p each

NEW! TYRANID ZOANTHROPES £1.00 each

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

NEW! BATTLE SISTERS £5 for 3 or £1.75 each

NEW! BATTLE SISTER WITH FLAMER

NEW! TYRANID CARNIFEXES £1.00 each

NEW! TYRANID EXOCRINES ~ £5for 3 or £1.75 each

NEW! TYRANID DACTYLIS

£5 for 3 or £1.75 each

NEW! TYRANID ASSAULT SPAWN TRYGONS

NEW! BATTLE SISTER BANNER BEARER

NEW! TYRANID ASSAULT SPAWN MALEFACTORS 85 for 3 of £1.75 each

£5 for 3 or £1.75 each

NEW! BATTLE SISTER WITH MULTI MELTA

NEW! SISTER SUPERIOR

NEW! TYRANID ASSAULT SPAWN HARUSPEX £5 for 3 or £1.75 each

TYRANID DOMINATRIX £7.00 each

NEW! SERAPHIM BATTLE SISTER

NEW! SERAPHIM BATTLE SISTER WITH FLAMERS
NEW! SERAPHIM SISTER SUPERIOR

NEW! URIAH JACOBUS PROTECTOR OF THE FAITH £6.00

TYRANID HIVE TYRANT £5 for 3 or £1.75 each

| ORK FLAKWAGON £5 for 3 or £1.75 each

ORK FIGHTA-| BOMMERZ £5 for 3 or £1.75 each

ORK MEKBOY SPEEDSTAS £2.00 each

NEW! IMPERIAL PREACHERS £3.00

ORK PULSA ROKKITS 80p each

NEW! IMPERIAL FRATERIS MILITIA £5 for 4 or £1.25 each

ORK SCQBCH__EFIS £4 for 3 or £1.50 each

BATTLE SISTER WITH HEAVY BOLTER £4.00

ORK SQUIGGOTHS £2.50 each

BATTLE SISTER WITH HEAVY FLAMER £4.00

ORK WARTRAKS £1.00 each

BATTLE SISTER WITH MELTA GUN £3.00

ORK WEIRDBOY BATTLETOWER £2.00 each

BATTLE SISTER CANO NESS £5.00

ORK BIG GUNZ 80p each

SISTERS OF BATTLE TRANSFERS AND BANNERS £3.50
 Blister contains 6 Banr)e_rrs and 2 Transfer sheets,

IMPERIAL CONFESSOR KYRINOV £7.00
IMPERIAL MISSIONARIES £5.00

ORK WAR BUGGIES £1.00 each

IMPERIAL BANEBLADE SUPER HEAVY TANK £6.00 each

IMPERIAL LEMAN RUSS BATTLE TANKS  £5 for 3 or £1.75 each | |

SPACE MARINE THUNDERHAWK GUNSHIP £7.00 each

i OOOOV'I-G'SI-I-O & 4340 TIVIN 0000+-16-S}L10 & H3QH




\IL ORDER @ 0115-91-40000 MAIL ORDER T 0115-91-4’ Q0 MA

My

JNDA BOXED GAME
OUTLSNDERS BOXED SUPPLEMENT
BATTLES IN THE UNDERHIVE (book)

CAWDOR GANG
Boxed set contains 8 Cawdor gang fighters.

DELAQUE GANG
Boxed set contains 8 Dalaque gang fighters.

ESCHER GANG
| Boxed set contains 8 Eschsr gang fighters.

GOLIATH GANG 1500
Boxed set contains 8 Goliath gang fighters.

ORLOCK GANG £15.00
Boxed set contains 8 Orlock gang fighters.

VAN SAAR GANG £15.00

Boxed set contains 8 Van Saar gang figfters.

REDEMPTIONIST GANG ; £15.00

Boxed set contains 8 Redemptionist gang fighters.

RATSKIN RENEGADES £15.00
Boxed set contains 8 Ratskin Renegades.

SCAVVY GANG £15.00
Boxed set contains 8 Scavvy gang fighters.

| SPYRER: ORRUS £5.00

SPYRER: MALCADON £5.00

SPYRER: YELD e £5.00

SPYRER: JAKARA ~ £4.00
UNDERHIVE SCUM £2.00 each
PIT SLAVES £2.00 each

WYRD BEASTMASTER N 0
Bllste_r contains 1 Beastmaster and 3 creatures.

WYRD PYROMANIAC

WYRD TELEPATH

WYRD TELEKINETIC

BOUNTY HUNTER WITH BOLT GUNS
BOUNTY HUNTER WITH BIONIC ARM
BOUNTY HUNTER WITH SHOTGUN
KARLOTH VALOIS

ARCH ZEALOT

WARHAMMER QUEST BOXED GAME

LAIR OF THE ORC LORD ADVENTURE PACK
CATACOMBS OF TERROR ADVENTURE PACK
SHETONNIAN KNIGHT WARRIOR PACK
CHAOS WARRIOR, WARRIOR PACK

ELF RANGER WARRIOR PACK

IMPERIAL NOBLE WARRIOR PACK
PIT FIGHTER WARRIOR PACK
TROLLSLAYER WARRIOR PACK

WARDANCER WARRIOR PACK

| WARRIOR PRIEST WARRIOR PACK

WITCH HUNTER WARRIOR PACK

| CITADEL MINIATURES 1997 ANNUAL
MAIL ORDER PRESENTS: WARHAMMER MONSTERS

MAIL ORDER PRESENTS: NECROMUNDA, THE CATALOGUE  £2,00
MAIL ORDER PRESENTS ELDAR LEGENDS
MAIL ORDER PRESENTS MARINE LEGENDS
NEW! FIGURE CASE 5

INFERNO ISSUE 1
INFERNO ISSUE 2 (OUT 26 AUGUST))

Ca” Ma;[ Order now
to order Your copy

INFERNO

issue 2 jn advance|

4 A
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FREXTUTRES

SPACE MARINES

SPACE MARINE
SCOUT SERGEANT

SPACE MARINE SCOUT
SERGEANT
010108802

SPACE MARINE SCOUTS

SPACE MARINE SPACE MARINE SPACE MARINE SPACE MARINE
SCOUT 1 SCOUT 3 SCOuUT 4 SCOUT 5
010108801 010108803 010108804 010108805

SPACE MARINE SCOUTS

Designed by Jes Goodwin

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

CITADEL
MIRIATURES



ORKS

NAZDREG, BAD MOON ORK WARLORD

NAZDREG'S BODY NAZDREG'S BANNER POLE MNAZDREG,
010303201 010303002 BAD MOCN ORK WARLORD

A COMPLETE NAZDREG,
BAD MOON ORK WARLORD
CONSISTS OF :
1 x NAZDREG'S BODY
1% NAZDREG'S BANNER POLE
1 x NAZDREG'S COMBI WEAFPON ARM
1 x NAZDREG'S POWER CLAW

NAZDREG'S COMBI WEAPON ARM NAZDREG'S POWER CLAW
010303003 010303004

Designed by Colin Dixon

ol

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
@& Convright Games Workshoo Lid.. 1997, All riahts reserved.




SISTERS OF BATTLE

CANONESS

A COMPLETE CANONESS
CONSISTS OF:

1 x CANONESS B

1 x CANONESS ICON

1 x SISTERS OFf

BATTIE

BACK PACK
-y
- S
CANONESS BODY CANONESS ICON SISTERS OF BATTLE BACK PACK CANONESS
010800902 010800203 01050001
BATTLE SISTER WITH HEAVY FLAMER

A COMPLETE BATTLE SISTER WiTH HEAVY
FLAMER CONSISTS OF:
1 x BATTLE SISTER WITH HEAVY FL:

1 x SISTERS OF BATTLE
1 % SISTERS OF BATTLE HEAVY
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

BATTLE SISTER WITH MULTI-MELTA

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 x SISTERS OF BATTLE BACK PACK

A COMPLETE BATTLE SISTER WITH
MULTI-MELTA CONSISTS OF:
1 x BATTLE SISTER WITH
MULTI-MELTA BODY

1 x SISTERS OF BATTLE
MULTI-MELTA
1 x SISTERS OF BATTLE
MULTI-MELTA BACK PACK
BATTLE SISTER WITH BATTLE SISTER WITH
HEAVY BOLTER BODY MULTI-MELTA BODY
010800602 010801601

SISTERS OF BATTLE

SISTERS OF BATTLE
MULTI-MELTA
HEAVY BOLTER 010801602
010800803

SISTERS OF BATTLE

BATTLE SISTER WITH SISTERS OF BATTLE BATTLE SISTER WITH
E BACK PACK HEAVY BOLTER MULTI-MELTA BACK PACK MULTI-MELTA g
3 1
%}}% 01080040 010801603 CITADEL
Designed by Jes Goodwin

AUNIATUIRES
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

CITADE

=
NANIATTIRES

SISTER SUPERIORS

SISTER SUPERIOR WITH
POWER SWORD AND BOLTER
010800402

SISTER SUPERIOR
WITH BOLTER
010801703

SISTER SUPERIOR WITH
POWER MAUL AND BOLTER
010801704

A COMPLETE SISTER SUPERIOR
CONSISTS OF:

1 % SISTER SUPERIOR
1 x SISTER OF BATTLE BACKPACK

SISTERS OF BATTLE
BACKPACK
010800401

SISTERS OF BATTLE -

SISTER OF BATTLE 1
010800403

SISTER OF BATTLE 2
010800404

SISTER OF BATTLE 4
010800407

SISTER OF BATTLE 3
010800405

SISTER OF BATTLE §
010801308

SISTER OF BATTLE 6
010801309

SISTER OF BATTLE 7
010801310

A COMPLETE SISTER OF BATTLE

1 % SISTER OF BATTLE BACKPACK

SISTER OF BATTLE
WITH FLAMER
010800406

CONSISTS OF:
1 % SISTER OF BATTLE

SISTERS OF BATTLE
BACKPACK
010800401

SISTER OF BATTLE
WITH MELTA GUN
010800802

SISTER OF BATTLE BANNER BEARER
010801501

Designed by Jes Goodwin

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
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SISTERS OF BATTLE

URIAH JACOBUS, PROTECTOR OF THE FAITH

A COMPLETE URIAH JACOBUS, PROTECTOR
OF THE FAITH CONSISTS OF:

1 x URIAH JACOBUS BODY
1 x URIAH JACOBUS RIGHT ARM
1% URIAH JACOBUS BACK PACK

URIAH JACDOBUS BODY URIAH JACOBUS RIGHT ARM URIAH JACOBUS BACK PACK URIAH JACOBUS,
010802101 010802102 010802103 PROTECTOR OF THE FAITH

IMPERIAL PREACHERS

IMPERIAL PREACHER 1 IMPERIAL PREACHER 2 IMPERIAL PREACHER 3
010802201 010802202 010802203

FRATERIS MILITIA

| FRATERIS MILITIA 1 FRATERIS MILITIA 2 FRATERIS MILITIA 3 FRATERIS MILITIA 4
010802301 010802302 010802303 010802304

ITADEL CITADEL
NIATURES NUNIATUIRES

Designed by Brian Nelson and Paul Muller

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
B Carvriabt Ramas Warkkebham [ 38 4007 Al Wrbde e o mal



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 % SISTERS OF BATTLE SERAPHIM
JUMP PACK

SERAPHIM JUMP PACK
010801001

SERAPHIM 2
010801004

SERAPHIM 1
010801002

SERAPHIM SQUAD

Designed by Jes Goodwin

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
S P amurrabt Ramae Warkebharn | 3d 4097 All riahte recarnead
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CITADEL

MENEAT

HIGH ELVES

EVERQUEEN OF AVELORN

ALARIELLE,
EVERQUEEN OF AVELORN
021005206

THE EVERQUEEN AND HER MAIDEN GUARD

MAIDEN GUARD COMMAND

MAIDEN GUARD MAIDEN GUARD MAIDEN GUARD
CHAMPION HORN BLOWER STANDARD BEARER
021005301 021005207 021005208

MAIDEN GUARD

MAIDEN GUARD 1 MAIDEN GUARD 2 MAIDEN GUARD 3 MAIDEN GUARD 4 MAIDEN GUARD 5
021005401 021005402 021005403 021005404 021005405

Designed by Gary Morley

Mot suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
@ Copyright Games Workshop Litd., 1997. All rights reserved.
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CITADEL
YUNATLIRES

DWARFS

BOLT THROWER

BOLT THROWER HANDLE BOLT THROWER FRONT FRAME
020501404 020504206

BOLT THROWER CARRIAGE BOLT THROWER BOW BOLT THROWER CREW 1 BOLT THROWER CREW 2 BOLT THROWER CREW 3
020504204 020504205 020504201 020504202 020504203

f

A COMPLETED DWARF BOLT
THROWER CONSISTS OF:

1 x BOLT THROWER
CARRIAGE

1 x BOLT THROWER BOW

1 x BOLT THROWER FRONT
FRAME

1 x BOLT THROWER BOLT
1 x BOLT THROWER CREW 1
1 x BOLT THROWER CREW 2
1 x BOLT THROWER CREW 3

.h 1% PLASTIC WHEEL SPRUE
BOLT THROWER BOLT 1% BOLT THROWER HANDLE
020504207 BOLT THROWER
ORGAN GUN , EﬂX@i

ORGAN GUN COUPLING
020504108

ORGAN GUN CREW 1 ORGAN GUN CREW 2 ORGAN GUN CREW 3 ORGAN GUN CARRIAGE ORGAN GUN AXLE
020504101 020504102 020504103 020504108 020504107
A COMPLETED DWARF ORGAN GUN CONSISTS OF:
1 x ORGAN GUN CARRIAGE
1 x ORGAN GUN GUN BARREL
1 % ORGAN GUN FRONT PANEL
S ) 1 x ORGAN GUN LEVER
1 x ORGAN GUN COUPLING
1 x ORGAN GUN CREW 1
ORGAN GUN LEVER 1 x ORGAN GUN GREW 2
020504108 1 x ORGAN GUN CREW 3
1 x PLASTIC WHEEL SPRUE

ORGAN GUN FRONT PANEL
020504105

ORGAN GUN GUN BARRELS
020504104

Organ Gun and Bolt Thrower Designed by Norman Swales, Crews Designed by Colin Dixon

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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MNEXCUIRES

UNDEAD

ARMOURED SKELETON COMMAND

A COMPLETED ARMOURED
WIGHT CHAMPION CONSISTS OF:

1 x ARMOURED SKELETON WIGHT
CHAMPION

1 x PLASTIC SHIELD

A COMPLETED ARMOURED
SKELETON STANDARD BEARER
CONSISTS OF:

1 x ARMOURED SKELETON
STANDARD BEARER
1 % PLASTIC SHIELD

ARMOURED WIGHT ARMOURED SKELETON ARMOURED SKELETON ARMOURED WIGHT
CHAMPION DRUMMER STANDARD BEARER . CHAMPION
020703701 020703802 020708801

ARMOURED SKELETONS )

ARMOURED SKELETON ARMOURED SKELETON
WITH SPEAR 1 WITH SPEAR 2
020703601 020703602

500660

i

A COMPLETED ARMOURED
SKELETON CONSISTS OF:

1 x ARMOURED SKELETON
WITH SPEAR
1 x PLASTIC SHIELD

ARMOURED SKELETON ARMOURED SKELETON ARMOURED SKELETON
WITH SPEAR 3 WITH SPEAR 4 WITH SPEAR 5
020703603 020703604 020703605

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 Lid., 1997. All rights reserved.
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MIRIATLIR]



EPIC 40,000

TYRANID DOMINATRIX

THRONE BACK
030600105

BODY LEFT SIDE BODY RIGHT SIDE
030600102 . 030600101

HEAD
030600103

THRONE
030600104

A COMPLETED TYRANID
DOMINATRIX CONSISTS
OF :

1 % RIGHT BODY
1% LEFT BODY
1 x HEAD
1 x THRONE
1 x THRONE BACK

TYRANID DOMINATRIX

TYRANID HIVE TYRANT TYRANID SWARM SPRUE

HIVE TYRANT 1
030600201

& 2
HIVE TYRANT 2
030600202

TYRANID SWARM SPRUE (SHOWN AT 85% OF ACTUAL SIZE)
0306001

TYRANID SWARM SPRUE CONTENTS:
i T 3 x TYRANID WARRIORS, 1 x LICTOR, 5 x GENESTEALERS, 10 x TERMAGANTS
HIVE TYRANT 3 5 x HORMAGANTS, 5 x GARGOYLES

. 030600203 ‘C“ggDEl

Designed by Alan Perry, Aly Morrison and Dave Andrews

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



EPIC 40,000

CITADEL

MINIATURES

TYRANID ASSAULT SPAWN, TRYGON

TRYGON BODY TRYGON CLAWS TRYGON HEAD - |
030601102 030601103 0306031101 i

A COMPLETED TYRANID
ASSAULT SPAWN, TRYGON CONSISTS OF:
1 x TRYGON BODY
1 x TRYGON CLAWS
1 % TRYGON HEAD

TRYGONS

TYRANID BIOVORES

BIOVORE 1 BIOVORE 2 BIOVORE 3 BIOVORES
030600601 030600802 030600603

TYRANID EXOCRINES

EXOCRINE 1 EXOCRINE 2
030600901 030600802

EXOCRINE 3
030600803

EXOCRINES

Designed by Dave Andrews and Paul Muller and Mike Perry

Not suitable for children under 36 months due to small parts and essential pointed components. All medels supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.
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EPIC 40,000

TYRANID CARNIFEX

CARNIFEX HEAD 1 CARNIFEX HEAD 2 CARNIFEX HEAD 3 CARNIFEX HEAD 4
030600801 030600802 030600805 030600806

A COMPLETED TYRANID
CARNIFEX CONSISTS OF:

1 x CARNIFEX HEAD
1 x CARNIFEX LEGS

CARNIFEX LEGS 1 CARNIFEX LEGS 2
030600803 030600804

CARNIFEXES

TYRANID ZOANTHROPE

ZOANTHROPE HEAD 1 ZOANTHROPE BODY 1
030800702 030600701

ZOANTHROPE HEAD 2 ZOANTHROPE BODY 2
030600704 030600703

ZOANTHROPE HEAD 3 ZOANTHROPE BODY 3
030600705 030600707

A COMPLETED TYRANID
ZOANTHROPE CONSISTS OF:
1 x ZOANTHROPE HEAD
1 x ZOANTHROPE BODY

ZOANTHROPE HEAD 4
030600706

CITADEL
MINIATURES

Designed by Paul Muller

Not suitable for children under 36 months due fo small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. Al rights reserved.
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EPIC 40,000

TYRANID BIO-TITAN, HIERODULE

HIERODULE FRONT LEGS
030600402

HIERODULE

HIERODULE HEAD 1 HIERODULE HEAD 2 HIERODULE RIGHT LEG HIERODULE LEFT LEG HIERODULE BODY
030600401 030600410 030600404 030600405 030600403

A COMPLETED TYRANID BIO-TITAN HIERODULE CONSISTS OF:
1 x HIERODULE BODY
1 x HIEERODULE HEAD
1 x HIERODULE FRONT LEGS
1 x HIERODULE RIGHT LEG
1 x HIERODULE LEFT LEG
1 x HIERODULE RIGHT WEAPON

1 x HIERQDULE LEFT WEAPON
HIERODULE LEFT BIO-CANNON 1
030800207

HIERODULE RIGHT BIO-CANNON
030600412

HIERODULE'LEFT BIO-CANNON 2
030600308

HIERODULE RIGHT CLUSTER SPINE
030600406

HIERODULE LEFT RAZOR CLAW
030600311

Designed by Dave Andrews

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
@ Copyright Games Workshop Ltd., 1997. All rights reserved.
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EPIC 40,000

TYRANID BIO-TITAN,
HIEROPHANT

HIREOPHANT FRONT LEGS
030600303

.

HIEROPHANT

HIEROPHANT HEAD 1 HIEROPHANT HEAD 2 HIEROPHANT RIPPER TENTACLES HIEROPHANT BODY
030600310 030600301 020600310 030600304

Y

A COMPLETED TYRANID BIO-TITAN
HIEROPHANT CONSISTS OF:

1 x HIEROPHANT BODY
1 x HIEROPHANT HEAD
1 x HIEROPHANT FRONT LEGS
1 x HEROPHANT RIGHT LEG
- 1 x HIEROPHANT LEFT LEG
HIEROPHANT LEFT BIO-CANNON 1 1 x HIEROPHANT RIGHT WEAPGN

EAE D 1 x HIEROPHANT LEFT WEAPON

2 % HIEROPHANT RIPPER TENTACLES

HIEROPHANT LEFT BIO-CANNON 2
030600308

HIEROPHANT LEFT LEG HIEROPHANT RIGHT LEG
030600306 030600305

HIEROPHANT RIGHT BIO-CANNON HIEROPHANT RIGHT RAZOR CLAW HIEROPHANT LEFT RAZOR CLAW
030600312 030600309 030600311

Designed by Dave Andrews

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1897, All rights reserved.
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EPIC 40,000

TYRANID ASSAULT SPAWN, HARUSPEX

g

HARUSPEX BODY 1 HARUSPEX JAW 1 HARUSPEX LEFT ARM 1 HARUSPEX RIGHT ARM 1

030601301 030601304 030601302 030801303
o |

HARUSPEX BODY 2 HARUSPEX JAW 2 HARUSPEX LEFT ARM 2 HARUSPEX RIGHT ARM 2
030801305 030601307 030601309 030601311

HARUSPEX BODY 3 HARUSPEX JAW 3 HARUSPEX LEFT ARM 3 HARUSPEX RIGHT ARM 3
030601306 030601308 030601310 030601312

A COMPLETED TYRANID
HARUSPEX CONSISTS OF:
1 x HARUSPEX BODY
1 x HARUSPEX JAW
1 x HARUSPEX RIGHT ARM
1 x HARUSPEX LEFT ARM

HARUSPEXES

TYRANID ASSAULT SPAWN, MALEFACTOR

MALEFACTOR BODY 1 MALEFACTOR BODY 2 MALEFACTOR BODY 3
030601201 030601204 030601207

A COMPLETED TYRANID
MALEFACTOR CONSISTS OF:

1% MALEFACTOR BODY
1 x MALEFACTOR RIGHT ARM
1 x MALEFACTOR LEFT ARM

MALEFACTOR LEFT ARM 1 MALEFACTOR LEFT ARM 2 MALEFACTOR LEFT ARM 3
030601202 030601205 030601208

MALEFACTOR RIGHT ARM 1 MALEFACTOR RIGHT ARM 2 MALEFACTOR RIGHT ARM 3 MALEFACTORS
030601203 030601206 030601209

Designed by Dave Andrews

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.
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EPIC 40,000

TYRANID HARRIDAN

HARRIDAN BODY
030600501

HARRIDAN LEFT WING HARRIDAN RIGHT WING

030600502 030600503

A COMPLETED TYRANID
HARRIDAN CONSISTS OF:

1% HARRIDAN BODY
1x HARRIDAN LEFT WING
1 x HARRIDAN RIGHT WING

DACTYLIS BODY 1
030601001

DACTYLIS RIGHT ARM 1
030601002

DACTYLIS RIGHT ARM 2
030601006

DACTYLIS RIGHT ARM 3
030601009

DACTYLIS BODY 2 DACTYLIS BODY 3
030601004 030601005

A COMPLETED TYRANID
DACTYLIS CONSISTS OF:

1 x DACTYLIS BODY
1 x DACTYLIS RIGHT ARM
1 x DACTYLIS LEFT ARM

DACTYLIS LEFT ARM 1
030601003

DACTYLIS LEFT ARM 2
030601007

DACTYLIS

DACTYLIS LEFT ARM 3
030601008

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

Designed Dave Andrews and Alan Perry

© Copvright Games Workshop Ltd.. 1997, All riahte reserved.
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WHITE DWARF SUBSCRIPTIONS

Our White Dwarf subscriptions run for either 12 or 24 issues and are a great way 1o ensure you gel
your monthly fix of all that’s new in the Games Workshop hobby. Take out a subscription with us for
12 issues and we will send you 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 only
will you be saving money but we will also give you a free gift worth £15.00.

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:

WHITE DWARE
suut2ISSUE
UBSCRIpTION,

£40.00 for 1 year (12 issues)
£75.00 for 2 years (24 issues)

£50.00 for 1 year (12 issues)
£95.00 for 2 years (24 issues)

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

Europe:

Skeleton Warriors
Skeleton Chariot
Skeleton Cavalry
Skaven Warriors

Knights of the Realm
Bretonnian Bowmen
Dwarf Warriors
Orc Warriors

Black Orc Warriors
Goblin Warriors
Dark EIf Warriors
Wood EIf Warriors
High EIf Warriors
Chaos Beastmen
Chaos Warrior
Chaos Dwarfs
Skink Archers
Saurus Warriors

Empire Halberdiers

Khorne Berzerkers
Plague Marines
Chaos Space Marines
Imperial Guard Storm Troopers
Warriors of the Imperium
Space Marine Bike
Eldar Jetbike
Eldar Guardians
Ork Warbike

Eldar War Host
Ork Battle Wagons
Ork Mob
Space Marine Battle Group
Space Marine Tanks
Tyranid Swarm

Ork Warriors
Gretchin

Genestealers

Termagants

Use the form overleaf to mail order Games Workshop prod and Citadel Mini from this er any recent issue of White Dwart, or from the 1997 Citadel Annual. When you have totalled up your
order, please don’t forget 1o add the postage and packing charge. PLEASE PRINT IN BLOCK CAPITALS AND USE A BLACK PEN,

METHODS OF PAYMENT

You can pay by chegue or postal order, made payable 1o Games Workshop Lid. Alternatively, we take AccessiMastercard, Visa, and (in the UK) Switch. If vou wish to pay by credit cand, please fill in
the relevant details on the form below. If you have a credit card, you ean place an immediate order by phoning our Mail Order Hotlines - but make sure you have your card with you when you phone,
DESPATCH & DELIVERY

So that vou get your games and miniatures as quickly as possible, we always despatch your order on the day we receive it. Depending on the urgency, we ¢an send UK orders in one of three different
ways — you choose which one suits you. The least expensive, but slowest option costs £3.00 and will arrive on your doorstep in 3 to 7 days. First class delivery costs £4,00 and takes 2 to 3 days.
Finally, if your order is really urgent, give us a call on the usual Mail Order number for details of extra fast delivery!

POSTAGE & PACKING

UK & BFPO: Add £3.00, 3-7 day delivery,

First Class add £4.00, 2-3 day delivery.

Special Delivery (UK only) add £7.00, guaranteed on your doorstep the next working day. (Telephone orders only)

Overseas (including Five): Add 405 of order value. If you pay by credit card, P&P will be charged at cost if less than (his (minimum P&P £3.00).

* Roxed sets from the list on this page worth £5.00 each.

00007-16-"GL 10 & H3AAHO 1IN




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

WK. RH«S H(@P can't wait to get your hands on them. All you have to do s 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 PUBLICATION/PAGE

021002701 HIGH ELF ARCHE‘B_J,__»—;&HITF DWARF 209 |
WARLORD TITAN BO){ED%#-*WW'?E_ DWARF 208

Please start my White Dwarf subscription with issue number: ...........c..cco SUBTOTAL

| would like to subscribe to White Dwarf for 1 yr [
| would like either the 1997 Citadel Annual [ POSTAGE & PACKING
ORhe. i e s boxed setifchoose ane).

1 would like to subscribe to White Dwarf for 2 yrs [ GRAND TOTAL (TOTAL + P&P)
Ring Mail Order to find out what £15.00 FREE GIFTS are available.

Please start my Citadel Journal subscription with issue number:................

A F A A o o ADDRESS: ...cocvvivsmssmisso taipoammsssaissseissiaisstenmsasyes

COUNTRY . iwimmmnssinsndnanmg Postcode:
Method of Payment: Cheque [ |  Postal Order |  Access/Mastercard [ | Visal ] Switch[]

Card No: [ 1011 0000 CE0 CIE0 OO0 Card Expiry Date: ..........ecciieiennireasseessssssns

Switch Valid From: ............... Switch Issue No:............. Cardholder Name:

Cardholder
SIgNAUNe: visimmmimsiamsmas et s e




INFERNO! ISSUE 2 OUT NOW!

INFERNO! - 68 pages of rapid
fire action set in the worlds of
Warhammer, Warhammer
40,000 and Necromunda. Issue
2 is packed with short stories,
comic strips, cutaway
diagrams, photo features and
maghnificent illustrations.

| -



CAMPAIGN PACKS

Each campaign pack contains card building models and a new
scenario-crammed campaign for your Warhammer army. So, get the
' boys together and get battling! '

IDOL OF GORK - CIRCLE OF BLOOD GRUDGE OF DRONG
- FOR THE ORC ARMY! [ — FOR THE UNDEAD ARMY! — FOR THE DWARF ARMY!
Grotfang, warlord of the mighty Iron Claw  The Vampire Red Duke leads his Undead Dwarf Lord Drong takes arms against the
Orces, fights to drive Empire settlers out of hordes against his bitter enemies the High Elves in his bid to win a kingdom
his land. Contains a complete settlement Bretonnians. Contains the Tower of and a bride! Contains a complete Dwarf
of Orc huts, plus idols of Gork and Mork Wizardry, gravestones, a hero’s tomb, brewery comprising of a brewhouse,
as well as a ruined keep. a mausoleum and a bridge. a drinking hall, and an ale store.

Each Campaign Pack contains alternative army lists for use against a variety of different opponents.



