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Warhammer Battle Report page 71

Remember ‘A Gathering of Might’, the huge
Warhammer game from WD181? Well this
one’s twice the size...

CHAMPIONS OF CHAOS COVER

By Wayne England.

GAMES WORKSHOP NEWS

Graham Davey fiddles with his lens cap and
seeks aut more secrets yet to be disclosed...
EAVY METAL

This month we paint a Blood Angels Space
Marine and show off a Blood Angels army.

A TALE OF FOUR GAMERS

Fat Bloke builds a herdstone for his army and
then takes a beating from the High Elves (Oh
yes, lets rub it in, shall we? — Paul Sawyer),

GAMES WORKSHOPF STORES
Check out all the latest info about what's going
on in our stores.

ENTER THE BLACK LIBRARY
A glimpse inside the ancient doors of Games
Workshop Publishing.

MAIL ORDER

Do you want to order any of the models
featured in this issue? Phone Mail Order, you
know it makes sense.

SPEED FREEKS 3

After the arrival of the Ork Scorcher last month,
you can now get War Trukks and Wartraks for

Warhammer 40,000,

DOC'S SERJERY BACK COVER

Get your zoggin’ bionik bitz 'ere!




The long awaited supplement to Realm of
Chaos, Champions of Chaos is here. Now you
can include famous Chaos warlords and other
dread servants of Chaos in your blood-lusting
hordes.

Warhammer special
characters take on all-
comers in a no-holds-
barred fight to the
death!

Nigel relates the background for his Bretonnian
army and sorts out the heraldry and standard
bearers.

What is the ‘Spirit of the Game'? 1995
Warhammer Champion Dave Cain gives his
opinion.

DEATHZONE

Hot on the heels of the re-released Blood
Bowl game, comes its supplement,
Death Zone,

THINGS THATGOBUMP.. 37

Gav Thorpe explains his winning tactics
for Undead Blood Bowl teams.

Blood Bowl Mummy

Product Ci : BO24595

Egrivum van Horstmann riding Bavdros the Chaos Dragon
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Paul Sawyer:
Edilor and
Fat Bloke

Adrian Wood:
Crky Bloke

Graham Davey:
Wordy Bloke

Andrew
Sharman: !
Beardy Bloke }

Anthony Bath:
Photo Bloke

lan Strickland:
Chaos Spawn

The charactars depicled here are lictiticus ard any
sirmilarily 1o real people is punsly coincdental.

Tuomas Pirinen has
some unusual new
gaming ideas for
Warhammer Fantasy
Battle.

The Warhammer world is a
magnificently developed
world of fantasy, containing
many fascinating cultures,

each with a long history. It is

a world of grim conflict,

intrigue, adventure and

danger, & world full of
possibilities for exciting games|
Lately I've bean playing many
small games with fixed
objectives and small forces (up
to about 50 points). In these
batties | have named even the
lowliest rank-and-file soldiers
in my force, and written
background history for them.
This way they become unigue
individuals with their own
peraonalities.

At the moment my group of
stalwart adventurers (well,
desperate cut-throats really)
are searching for the lost
RAunsefang of Solland, which
will feteh a great price once
returned to  the Imperial
armoury in Alidarf. But my
accursed opponents. Dwarf
treasure hunters commanded
by Gav Thorpe, have been on
my trail despite my best efforts
to shake them. Greedy gits!
Why am | fighting these
battles? The answer is simple:
it's fun! They produce new and
unique situations which give
me new tactical challenges.
Sometimes | am the underdog.
bt | dont mind that
Bemember, not all battles in
the history of the Warhammer
woild were equally mafched,
by any means. It might be
axciting to see just how long
your twelve Dwarfs can survive
against an army of two
hundrad Goblins!

SOAPBOX!

When

you fight in this way, every
battle becomes a story in fs
own right, a part of the history
of the Warhammer world. The
heroes of each battle devealop
their own perscnalities and
tistories. Even if they do lose
their last wound, they might
simply be wounded and retum
in the next scrap with a lost eye
or severed arm.

As a games developer, it is my
job to explore strange new
scenarios and baldly go whera
no game has gone before, but
there is nothing to stop you
from trying something like this.
Play some small, linked, story-
led battles. Take my word for if:
| haven't had so much fun in
ages! Victory has suddenly
become unimportant and all
that matters is an epic tale of
swords and heroes fought on
fabletopl

L

GET ON THE SOAPBOX!

Da you feel passionately
about some aspect of
Games Workshop gaming?
Why not let everyone
know! Send us up ta 500
wards, and include your
photo and signature. You
never know, we may even
read it!




This mnnﬂﬂ’s Warhammer releases;

CHAOS

Champions of Chaos [Warhammer Armigs Sook) EB.00
Arbaal the Lindefeated {Boxed sat) £15.00
Egrimm van Horgtmann [Boxed set) £25.00
Agkold Halbrass (O mocel per bliskar) 26,90

JARHAMMER

20000,

This month's Warhammer 40,000 releases:

ORKS
Ok Waslrak (Baxed sot) £10.00
Ork War Trukk (Buoxed set) E10.00

This month's Gorkamorka releases

Bag Doc Dreggutz {Ore model par blistar) FE.00
Ok Bignic Bitz {Two models per blister) £4.00
Grob Woapons (Four Sprucs par blisher) 2,00

This month’s Blood Bowl releases

Dwmath Zone (Boxed Supplemant) 21800
Chaoe All-Stars (Boxed set with complate team) E17.00
Champions of Death (Boxed ast wiih complete team} E17.00
Alhalen Avengers (Boxed set with complete team) 17.00
Magarath Mighirmeares (Boxed sat with complele leam) E17.00
Mighty Zug [One model per blister} £3.00
Fungua the Loon (Cne mode! par blister) £2.50
Bammer Drikblesnot (One madel per blistes) £2.50
Ripper Bolgrel {One modal per blistar) £8.00
‘arag Ghoul-Chawer (Cne model per blister] £4.00
Headsgplittar {One model par blister) £58.00
Prirece: Moranion (One model per blister) £3.00
Grirn Ironjew (Cne model per blister) E3.00
Count Luther von Drackenborg (COne modsl per blister) E4.00
Lard Borzk the Despoilar [One model per blister) £3.00
Herkon Heartripper (One madal per blister) 3,400
Grashnak Blackhool (Cne model par blister] £8.00
Jordall Freshbreeza (One model per blisier) £3.00
Hthark the Linstappable [{One model par blister) £5.00
Hakflem Skutlespike (One model per blistar) L300
Crags Dwarfs (Thres models par Bliskar) E5.00
Hobgoolins (Three modsals per blister) E6.00
Gaoblins (Four models per kblister) £5.00
Halflings (Four models per blister) 5,00
Skaven Mutants (1hrae models per blister) £5.00
Chaos Mutanis (Thres models par biister) E5.00
Crevarf Caathroliar {One model per blister) EE.00
Cheerleaders {Three models par blister) E5.00

CHAMPION!: We recently held our GW
Warhammer Staff Tournament at GW HQ. Battles
ware fought, teeth were gnashed and beards
wara grown, but at the end of the day, Gerdon
Davidson, who had held the crown for the last
two years, succumbed to the cantinental might of
Alessio Cavatore from our lalian studio. Alessio's
Bretonnian army swept all comers aside.

Well done Alessiol

CARDBOARD-MAN: Our card scencry expert
Simon Burton is making final checks to the new
40K building pack, the Imperial Guard Gommand
Bunker. This is out next maonth, and there are
details of how to advance arder it in the Mail

Order pages. -

ek



riding beast has been designed by Trish

Morrison, and Paul has been adding details

to make some different variants.

MUTIES SIGHTED: Paul Muller is just
putting the finishing touches on some of the
new Mutie models for Gorkamorka, making
sure they look sufficiently gruesome {rumour
has it that one is based on Fat Bloke)! The

ICE WARRIORS:
Danish Hoblby
Manager Bo
Talstrup was
desperate to finish
painting his Chaos
Warrior warband in
time for the GW
Staff Tournament,
even though he
was on holiday in
the Alps. Here he
i, at an altitude of
3,800 metres
getting in & quick
spot of highlighting.

BEARD-LOPPING AT LEPRECON XIX:
Leprecon is the games convention of the Dublin
Urniversity Boardgaming Socicty, which includes
many followers of Warhammer in all its forms.
The convention featured a wide variety of
games, including a pub quiz in the evening. The
best guestion was “What is the largest Games
Workshop model? Mo, the answer wasn't a
giant or a dragen, but the full-size Space
Marine outside HG (1 got this wrong).

During the proceedings, some gamers
volunteered to sacrifice their beards for charity.
The beards were lopped off with due solemnity
and much admiraticn.

| would like to thank John, Jim, Derek, Taran
and gveryong who looked after me so well,

Migel Stiflman

BLOOD BOWL MANIA: Everywhere you look people are playing Blood Bowl: at lunchtime in the Production
Studio, after waork in Bugman's Bar, people have even been sighted coming in early for a few turns before
work! And with the release of Death Zone this month, mare and mare people are hiring teams. ..
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GW NOTTINGHAM
EXHIBITION CENTRE

GAMES WORKSHOP HQ, WILLOW ROAD, LENTON, NOTTINGHAM

To celebrate the re-release of Blood Bowl we're holding
a day-long tournament of fantasy football mayhem on
Sunday 14th June. This promises to be great fun and
the competition is sure to be fierce so don't delay, buy

your tickets now. ’
Ticket price Js just £10. For more details phone the Mail Order
Hatline on (1115 31 40000 or order them from yaur local GW stors.

NOTTINGHAM HQ STORE
The store at our Nottingham HG is open soven days a week
and in addition to the full range of GW books, minialuras and
games, you can alse purchase any miniatures from our Mail

MUSEUM
The Mallingham HO store also offers guided tours of the GW
Museum, where you can see the cool Games Day mega-
displays and many games and miniatures from Games
Workshop's early days. Please phona (01153} $16 8410 fo

Order service on the spot. In fact even if a model is nat in
stock, they'll find the moulds and cast some for vou there and
then!

chack the museum is opan before you visit,

Opening Times ara: Mon-Fri 12 midday-Gpm, Sal 10am-Bpm,
Sun 10am-4pm. Mottingham Games Club meets every
Weadnesday at our H's exhibition hall - 6-10pm.

GAMES
WORKSHOP
NOTTS H@,
WILLOW RD,

LENTOM,
NOTTINGHAM
TELEPHONE:
0115 916 8410

Bt © i by~ Hoan
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&V'Tuamas Pirinen

Mortals of the Old World beware - the Champions of Chaos bave arrived! This new book is the
companion volume to the Realm of Chaos boxed set and it chronicles twelve of the most Sfeared
Champions of Chaos ever to terrorise the Warbammer World, allowing you to field them in your
battles. Over the next few pages we look at three of these Champrions and even Eive you rules for
inciuding one of them in your Chaos Warband!

There are powerful Beastman chieflains and mighry
Dacmon warlords, as well as Champions and Sorcerers
of Chaos. Servants for cach and every major Chaos
power are included, and there are also a couple of

GW artists, and during the next fow months 1 can
promise that you will be spoilt for choice when you see
the stunning madels that repeesent these, the greatest of
the servants of Chaos.

characters who serve Chaos Undivided. The characters
in Champions of Chaos range from minor Chaos heroes
like Ackold Helbrass and Khazrak the One-cye, the
Beastman Houndmasier, 1w the truly
powerlul londs of Chaos like Archaon and
Amon Chakai, Lord of Change. All the
chargcters are gloriously illustrated by the

But encugh of my deranged babble, here is a glimpse of
the darkness that is Champions of Chaos. .,

Here's a
sreck
preview af
| a feww of the
SOOH-0-Fre-
refesayed
Chamfrions
of Chaos.

Check onf
Arena of
ecth’ in
this fssne
Loy ser¢
threse killers
i gotior!.
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EGRIMM VAN HORSTMANN

ben fgrimem van Horstmann was ovdained as Grand Magisier of the Ovder of Light, be was acclaimed as
the youngest and most gifled wizard to rufe over a magical order. As be brelt down and siwore allegiance
to the Emperor, no-one guessed that bis loyalty bad already been given over to anotber, far more sinister
P Ser,

As an Apprentice Chanter of the vitual bound COrder of Lipht Wizards, be served under Master Chanter Alric, the
Saviour of Apesto, who taught m wany of the order's ancient secrets,
Bt all the e be served the Order of Light, Horstmann prayed Lo He
gods of Chaos for the power to defeat bis peers. Flis progress was rapid,
Ry day be studicd Light Magic, and by night be pored over ancient
manuscripts devoted fo the lore of the Chaos gpods, Daemons of
Tzeentch whispered their timeless secrels into bis sleeping mind and
Fgrivum's evil porvers waxed strong.

\

For three years the Grond Magisier worked bis evil in the darkness.
Seeds of corrupition were planted in the hearts of the Acofytes of the
Ovder of Light Rituals werve subtly modified and their powers
reclirected, Henealh the Collepe Ferinpm labowred at the sealed vernlls,
arg-frp-one defeating their magical
locks to uncover the forbidden
things  they condfained. iy
frpossthle to calculale the damage
done or the borrors unleasbed upon
the world by the Groand Mogister
brefore bis evil teas uncovered by the
Inquisitors of Sigmar and the
Grand Theagonist Vollkmar,

The search for and discovery of the
source of corruftion wonld make o
fomp aned boveific tale n its ouwn
right. It the end the Grand Magister
wnlocked the Dragon Bawdros from
fts timeless prison beneath the
Pyramid of Light and wpon the
winged and two-beaded form of
this weost infamons of all Chaos
Divagons be ascended into the sky
and departed towards the Chaos
Wirstes.

With bis corvupted acolytes Egrimm
Sormed  the Cabal, perbaps (e
wmrightiest of all the warbands of
fzeentch. These sinister warrior
wizgres of Tzeentch follow Fgrimm
van Horstmann as their master
Egrimm covers nothing less than
dominion over the enlire world. He
is a great conspivator, second only
f bis masfer Tzeentch. His acolptes
are everyichere, and many of the
secret cults and covens in the Oid
World are wltimetely condrofled by
Horstmann. Such plots and schermes
Please Tzeentch irmvmeasurably, and
be has rewarded van Horstmeann
greatly, making bim  the most
Savoured of bis sevvanis.
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novilbands, Arbaal led a hundred Daemons

ot dy bowndaries. it was Avbaal who finally breached the
gates of the city and ended the slege. Legends claim that

Arbaal slew o thowsand warriors that day.

Arbaal is the favourite of bis master and bis

servant, Kborne bas gifted bim with the power of the
Prestroyer in recognition of bis devorion, a reward that
belungs to Kborne's most favonred Champion alowe, Ondy
wree warrior wmay bear the pift of the Destroyer of Kborne,
Should s Champion be defeated, Kbhorne's wrathful eye
will twrnm Arbaal to fond Chaos Spawn, for onfy the
wictoriows are worthy enough to serve Khorne,

UNDEFEATED

fall the warrior beroes of Kborne the Blood God,
there are few so devoled o their thivsting measter
cis Arbaal Thousands bave felt bis axe blade ot
their necks and wow their white skulls e at the
Jeet of Kbarne. At the city of Praag in the

in the dssaull

most devoted

ts

ekold Helbrass, Champiton of zeentch, bears a most unusual gift - the gift that
e knoten as the Breath of Life, Where Ackold walks, the grass springs green and
miegedow flowers blossore. When be walks upon desert savds and stony rocks,
the fand bursts inta life as be posses,

Amy living thing be touches, springs into new and vigorous growth. The long-dead wood
of doors and staves takes root upor bis toich. His towch can restore lo bealth creatures
that are upon the threshold of death, for such is the power of the Breath of Life. His
power is as indiscriminate as #t i3 potent, bebind bim be leaves a trail of new life and

everytfring be touches is affected.

While life-giving is the gift of Aekold, be slays bis opponents without pily or care, for
be knotws all life is bur an endless dance of change, dictated by Teeentch, the Master

af Fate.
PROFILE MWSBSSTW 1 ALD
AEKOLD 4 &8 8 55 2 8 410
Weapons/Armour. Mark of Chaos.

Aekold wears Chaos armour and carries
the double-handed hroadsword
Winciblerele.

Save. 4+ (Chaos Armenr).

Ackold s a Champion of Tzeenich and
bears his Mark. This means that he can re-
roll any single dice roll during the game
and add or deduct 1 from the resule

R
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AEKOLD’S MAGIC ITEMS

Aekold bas two magic itenis, the greal sword Windblade and the special Chaos Reward Breath of Life.

Both of these are unigue to Aekold and only be may bave them. The cost of these {lems is already

included in Bis poinis cost.

The Windblade

Chaos Reward 50 points

The Windblade is the great, douwble-banded broadsword
of Ackold, granted to bim by bis master, Treenich. Like
all the favowrs given by the Changer of Ways, & is ervatic
and wnpredictalie.

The Windblade is 2 double-handed weapon, so requires
twr handds 1o use. Tv adds +2 to the Strength of its user
bt it will always strike last. In addition, before the bartle
roll a D6 and consult the chart below o see what elfect
the Windblade will have on 115 bearer.

1-2 The Windhlade allows its bearer to walk the
winds of magic and move at an astounding
speed. Ackold may [Ty as detailed in the
Warhammer rulchoolk.

The Windblade becomes as light as a feather in
the hands of its bearer, and vel still retains s
deadly povwer. The Windblade will therefore
abways strike first in hand-to-hand combat,
regardless of Tnitiative andd charging, and it
will still confer the +2 Strength bonus. 1f

both sides are allewed to strike first
because of magic items or spells, roll a
dice to see which side goes first.

5-1

5-0 The Windblade swicls and leaps
Ircem the handds of its
wiclder, striking his cnemics
ar a great distance before
returning (0 his hand.
Ackold may throw the
Windblude once in the
shooting phase at any target
within 12" that is within his
line of sight, Use Ackold's
Rallistic 5kill 1o determine
whether the Windblade hits
its target or not. If the unit is
hit it suffers DG 85 hits.

The Breath of Life
Chaos Reward 25 points
The Hreath of Life is one of the
mysterfous  and  blzarve gifts
Fzeentch bas granted to bis most

Servonred of folluwers.

At the st of each Chaos turn,
Ackold will recover a singlc
wound be has suffered on a D6
roll of 4+, He can only recover |
wound per turn and can recover

his full number of wounds in time, o addition, any model
in base contact (fend or foe) will recover a single wound
on a D6 roll of 6. The Breath of Life can bring Aekold back
to life, but it cannot restore any other dead model, Onee
slain he can still recover wounds and thereby reincarnaie
himself, but a 126 score of 5+ is required o return his first
wound, Mark the place where he is slain so that he can be
returned once recovered,




GRUDGEBEARERS

Blitzer Runner ; Longbeard Troll Slayer

Catcher Lineman Wardancer




BOWL
CLASSI

By Jervis “Too Tall” Johnson

This month sees the re-release of Death Zone, a supplement for Blood Bowl packed
full of all kinds of magic items, secret weapons and new star players. In addition there
is a complete league system that allows you to block, pass and foul your way to the
heady heights of the Chaos Cup, Dungeon Bowl or even the coveted Blood Bowl itself.
Blood Bowl creator Jervis Johnson fills us in on all the gruesome details...

A CLASSIC RE-VISITED

As wilh Blood Bowl, we've avoided the templation (o [ddle with
the rules in Death Zone, and so the only real change from the last
edition is that Death Yone is now crammed (and [ do mean
cramuned) Inte s slim-line box. In keeping with this spiril of
phoeniz-like resurrection we've decided to reprint a couple of
‘elassic’ White Dwarl articles aboul Death Zone. The first of these
makes up the rest of this article, and congists of my ramblings and
explanations aboul what you'll [ind in the Death Zone box. The
second article is even more ineresting, and consisis of a reprint of
Gav Therpe's article on using Undead teams in Blood Bowl, With
that I'll hand you back (o mysell, writing just a fow vears ago aboul
Dcath Zonc {confusing, isn™ 7'




+ BLOCD BOWL

WHAT YOU GET

The Death Zone box has rules Tor setting up a league and is
absolutely packed with other stuff too. The 32 pape Death
Zone Playbook contains new rules, background infermalion
and — most importantly of all — a whole bunch of new *Did You
Knows’, There are rules 1o cover a host of new sceret weapons
including Chaos Dwarl Blunderbusses and  Goblin
Bombardiers, rules o allow plavers to addd extra coaching staff
li their team such as Apothecarics (to heal seriously injured
players) or Wizards (to blast opposing players with magic
spellshy, and much more.

To make sctting up and runming & league as easy as possible,
Dreath Zone also containg a new pad of League Team Rosters.
Thesze are slightly bigger than the ones in Blood Bowl w
enable you o record the extra information required or a

* & & Did you know...
A sizeabla proportion
of fans look upon a
Blood Bowl match as
an opporiunity Lo
causs a5 much
mayhem and
destnuction in the
stands as possible.
Indeed, many fans
feel that something
should be dore about
the small mirority of
peaceful fans thal
turm up lor games
just 1o watch, and
spall the fun for
everyone else.

% W % Did you know...

According to their unhaly religion, the Chaos All-Stars must
ook and eal their coach il they lase a game, IF they win, of
coursa, they're allowed to cat him rawl

Witch Elf Rocana Natlvenom af the Nagparoth Nightmares breals the Oreland Raiders” line!

lcague team. There is alse a special League Reference Sheet
which has all the charts and tables you will need o refer w
when playing league mafches.

The main bulk of the package, however, consists of the new
cards. These include 18 new Star Player cands and well over
100 Special Play cards. These are printed on thick card so that
they will survive a lifetime of play. The package is rounded off
with a selection of Magic Spell wemplates and a set of [ull-
colour card Trophies which can be awarded o coaches for
winning major Tournaments!

THE NEW TEAMS AND STAR PLAYER CARDS

The new teams and Star Plaver cards included in Death Zone
acdd a whole new level al vanely 1o Blood Bowl games and
mean that just about cvery major Blood Bowl playing race has
now been covered. With [ull background information, team
Iists and special rules for sis more Blood Bowl plaving races —
Ciabling, Chaos, Undead, Wood EIf, Halfling and Chaos Dwarl
there should be 4 team and siyvle of play (o suit every taste,

Each of these new teams also have their own strengths and
weaknesses, Wood Elves, lor example, are extremely agile hut
very lightly armoured and so concentrate almost exclusively
on the “acrial’ passing game. Chaos teams, on the other hand,
are the complete opposite and lend (o simply drive up the lield
raiming and injuring as many opposing playvers as possible.
They only head for che cnd zene and a touchdown once the
opposition runs cut of players (o slop them!

Players should nete that allthough we™ve done our best, not all
ol the teams are perfectly balanced. In particolar coaches of
Halfling and, to a lesser extent, Goblin teams may well find it
hard to win any games. On the other hand Hallling and Geblin
plavers are so ndiculously cheap that i s quite easy o include
a large monster or two on the tcam, which tend go a long way
towards tipping the odds in the litde guys’ faveour...

The 18 new Star Playver cards include a Troll, a Minotaur, a
IDark EIf Assassin, a Dwarf Death Roller and many more wild
and extremely deadly plavers, This wide selection ol Star




Players means that there are more than concugh o allow any
leam o include one or two of these crazy, talented and
extremely usclul players in their ranks.

THE SPECIAL PLAY CARDS

The new Special Play cards allow all kinds of dirty {ricks and
underhand laclics to be used, such as bribing the referes or
hiring an assassin o pse againsl the opposition. The cards are
split into three decks: Dirty Tricks, Random Events and Magic
frems, Al the start of a match cach coach is allowed 10 draw
one or more Special Play cards (the exact number is
determined by a dice roll), each of which may be used once
during the game and must then be discarded.

Although the Special Play cards may be drawn from any of the
three decks, choosing which deck 1o draw Irom is an
interesling problem in its own right. Each of the dilTerent
decks has its own sirengths and weaknesses and vour choice
will depend upon the nature of your opponenl and the
importance of the match. The Magic frem deck, Tor example,
has some very powerful cards in i, but a coach is never
allowed to take more than one of these cards as magic items
tenel to be rather rare, Unless you get the right ones these cands
can be of limited wsefulness. On the ether band, the Diey Trick
cards are great for damaging the opposing team and can be
uselul for winning one-off matches or vital league games,
However, these are not much good il you want to improve your
leam and this is where the Rendom fvents cards come in.
These are good for improving your team but will rarely win
you the match!?

The Special Play cards add an important random element (o
the game, and mean that a coach can never be really certain
that he has won until the linal whistle is blown. For example,
some of the cards allow a coach to take an extra lumm, which
means (Bal he can score [Tom a seemingly impossible position.
The Special Play cards are also extremely useful for balancing
ratches between leams. This is not normally a prollem in one-
off games as the abiliies of the two leams will be roughly
even. In a league however, matches between teams of differing

ability and skill level are extremely common. The
Special Play cards are used to balance these
matches by allowing the coach of the lower rated
team L take exira cards at the start of the match. Having
more Special Play cards than your opponent is a potent
advantage. and means that even the most lowly underdog has
the chance of pulling ol a surprise win!

THE LEAGUE RULES

For competitive play, the really important part of the Death
Zone package are the rules for selling up and mnning a league.
These allow players 1o coach their eam 1o the lop of the
leapue, compeling against other tcams for the ultimate honour
of winning the Blood Bowl trophy or the Chaos Cup! Rules are
mcluded for training players w become Star Players, hirng
new players 1o replace casualties, keeping track of the money
in the team reasury, organising and rmunning tournaments,
hiring mercenary Freebooler players, and a greal deal more.

As any cxperienced Blood Bowl coach will well you, while
ong-ofl games may be fun, mnning a tearn over the course ol
a series ol games is far more exciling. Not only de von have to
think about the tactics that your team will use in a single
malch, you also have to plan ahead. You can alse walch your
team develop and grow into a real powerhouse oo rival even the
mighty Reikland Reavers or Gouged Eye. Running a Blood
Bowl feam in a league does create some additional work and

calls Tor a litle extra commitment, but if vou want to have the

glory of leading your team through a leng season to the Blood
Eowl final itsclf, then the leagne rules are Tor you!

The single most impertant thing [ needed to sort out when
writing the league rules was the problem of the “part-time”
coach, Anybody who has played in a Blood Bowl league
belore (or any campaign, for thar matcer) will understand this
problem. When the league slarls up you gel loads of
enthusiastic plavers all clamouring to take part, However, aller
half a dozen games, quile a lew of the coaches will have
started missing matches or have dropped oul ol the league
altogether, especially if their team isn’t doing very well. .. !

Kot the Thivd and Morg 'n’ Thorg lay inte each other — all thoughts of the ball are forgotten)
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The way that I've mied to gel round this problem is by creating
the new open league formal used in Death Xone. This places
the emphasis on arranging matches and playing games firmly
omn the shoulders of the coaches themselves, Using (his method,
enthusiastic coaches can play as many games as they like, or
rather, as many games as they can find opponents to play
against, Meanwhile less enthusiastic coaches can play fewer
games, as and when they Feel like it.

These league tules are designed to recreate the way Blood
Bow teams travel the Old World, moving from venuc to venue
to play the games. In a way, the leams are much more like a
travelling cormpany of Aclors, Or 4 mercenary regimant, than
the Foothall teams of present day tmes. (Games are played in
stadiums, owned either by the Colleges of Magic or by large
lowns or cities. They are not normally owned by Blood Bowl
leams themselves, though some eams such as the Reikland
Reavers do own their own stadium. Teams receive money o
play in stadivms, the amount they receive depends on how
maty [ans rn up Tor the game and whether the eam wins or
loses. Because of this anarchic setup it is up to cach tcam
manager (e YOU) to organise malches, sel dates {or games
and so on.

Al first the League svstem didn’t have any wournaments, the
rewards being limited o improvements in the team as players
carncd Star Plaver Points and gained new skills, T became
apparent very gquickly, however, that a league without some
Form ol structured tournament system, while being fun, lacked
the intense excitement gencrated by that all important final
match! The problem was how o create o system allowing for
a tournament that would not fall apart it coaches didn’t oo up
for matches or drepped out if their team wasn't doing well. The
answer that evolved was 1o have a special Playv-0M1 perod al
the start of each tournament where coaches had to organise
their own matches, combined with semi-finals and grand finals

% % % Did you know...

Due to runeway use of secret weapons, the Chaoa Dwarf
Black Dieailh feam has ye? to finish a season wih any
surviving fans. The Black Dealh players don saem Lo cara,
thaugh, as they proudly held the ail-time recand 1o Mast
Spectator Casuallies!

at the end. This systcm managed o combine the best of hoth
worlds, because the vast majority of matches were lell up (o
the coaches themselves 1o organise (with the benefits outlined
ahove), while the semi finals and grand final provided an
intensely exciting climax o the whols event!

LEAGUE STRATEGY

For coaches that have been playing lots of one-off games using
the Blood Bowl rules, a few hints and tips are in order abou
creating teams to play in a league. The most imporntant thing to
bear in mind is that league teams need to be designed for the
long haul. It is very lempling 1o create a team with eleven or
twelve very good players, but if any of the players arc killed or
imjured in the first game (and they almost certainly will be!), it
can be very difficult o field an effective team in the next
match. This can create a vicious cyele where the tcam doesn’t
have enough players to field a [ull team, and so gels badly
beaten up, leaving it in an even worse state [or the next match.

In our original Studio league, Gary Morley™s team — Morley's
Marauders suffered from this syndrome and he was reduced o
only six or seven uninjured players belfore he had w retine his
sgquad and start again.

To avoid this try to make sure thal your team has at least
thirteen players and consider buying an Apothecary for the
tcarn right from the start. The other commen mistake that
plavers make s o buy oo few Team Re-roll counters.
Remember that geuing hold of extra Team Re-roll counters
once the league is up and running is expensive (unless you are
Iucky coough 1o draw an Bxtra Traiming carcd), and soit is well
worthwhile making sure that ¥ou have enough when ¥ou start
the team.

Finally, don’t get disheartened if your team rating gets worse
afler your first couple ol games, This happens quite frequently
with starting teams, and more often than not the l2am manages
to bounce back later on. This being said, sometimes a team will
lose w0 many plavers, and have so lile cash in the teasury o
replace them, that there is nothing o doe but start again, 1f this
happens to you then it is gencrally best to start up again with
the same race, so that at least vou can use your caperience with
your ficst team Lo guide you with your second.

These league rules have
heen extensively tested by
the dedicated group of
Blood Bowl players at the
Studic. It's been a lot of fun
and we hope that you get the
sume  enjoyiment  out ol
playing them.

“The leams are on Ihe pitch
and they're ready fo play,
sports fans — Go kill 'em!™
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This month’s awesome new releases
v ; from Games Workshop Publishing!
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Issue 3 - out now, £2.00!

More kill-power per page than any other publication, anywhere!
Issue 3 smashes into the shops in May. Axes? Chainsaws?
; Daemens? Look no further! Warhammer Monthly has "em all!

Issue 6 - out now, £5.00 e f
In this issua: The second Gaunt's Ghosts story! Escher gangers o
suffer the casual cruelty of Spire hunters in ‘A World Above', Plus o= b
Ralph Horsley's amazing eight page illustrated Warhammer . 5
campaign saga, more awesome Obvious Tactics and gripping j gt
Warhammer and 40K fiction from Chris Pramas and Tully X 4 1l

Summers, all topped off with a stunning cover from Kev Walker!

I Mmoo

Out now - through GW Mail Order only for £4.00!

To commemaorate the re-release of Blood Bowl, the Black Library has
compiled a special Blood Bowl Compendium, packed full of all the
best Blood Bowl articles we've ever printed in the Citadel Journal.
Add to this a couple of completaly new aricles from Jervis ‘Mr Blood

Bowl Johnson himself, and you have the most indispensable Blood
Bowl handbook there is.

Izsue 25 still available - £4.00

I this rdiculously packed issue: the Athel Laren

campaign, [mperial Guard tactics, Dwarf
encounters in Warhammer Cuest, Blood Bowl
star players, the Liberation of Cynus Kleer
scenario and skiploads maore!

If you're interested In regularly getting your hands on any of these exciting publications,
check out the Mail Order pages at the back of this issue for our special subscription deals!



very once in a while, somebody has an
bie Eid,ea which is just so insane that il can'( be
TAREGIES ] ignored. Before you read any frther I should
make absolulely clear the sheer depths of
depravity and madness this article will plumb, You'll need 1o
like a good fow moments m reflect whether you really want 1o
expose your [ine gaming sensibilities o such folly (we'll
understand if you don't, really we will}. In Arena of Death we
have decided to pit sixteen of the bardest special characlers in
Warhammer against each other (o fnd the ultimate death
dealer (and have a hit of a laugh at 1he same tiine).

To those of you who are still with us T suppose | should answer
the obvious question, which 15 “Why?" Why have we
embarked on this course of lunacy? Well whenever two or
more gamers are gathered together, its incvitable that
eventually they'll start arguing about which special character
i5 the most ludicrously unkillable. What makes these (ollen
beer-induced) ramblings even more heated is the fact that maost
of these characters are 1oo powerful 1o be vsed in ordinary
games, 50 they seldom meet in combal on the batleficld, As a
meeling al GW degenerated into just such an argument, we
decided 1o find out the answer, So without sullying the
integricy of a good honest battle, we decided 1o pil {hese
murder machines against cach other in the Arena of Death, the
ultimate teurnament 1o find the supreme killer of the
Warhammer World!

THE CONTESTANTS

There are an awiul lot of special characters, and cach race
could only have one representalive, We used several crileria to
choose the champion, the main one heing which character had
the highest poinls cost, We also had to think about which
models we had, and which characters were really archetvpal of
their race. Where possible, we went for warriors rather than
spelleasters, We also had a spare space for a “Wild Card’
contestant, 50 we decided 1o put in a Bleodthirster, mainly
beeause it's such a cool model. Ulimately, the choice was
arbilcary, bul in an enterprise as foolish as this, any attempt al
fairness and consistency Is deomed to failure. If you feel

: By Jim Butler

- Jim ‘mad as a mad thing’ Butler has really outdone himself this time. In a
| fit of very unwarhammer-like behaviour, Jim has caused something of a stir
in the GW Studio. We'll let Jim gibber his own excuses...

stromgly enough about the omission of any characier feel free
to write to me at MNottingham HQ). Please mark your
submissions on the outside of the envelope so that T can put
thern in the bin withoul wasting any timse reading them,

THE RULES

Now you are joking aren’t you? In [airness, there were a few
alterations necessary (o make this essentially  gladiatonal
combat work, First, we assumed that both combatants had
charged, and rolled a dice lo see who got the Orst tum for
purposes of spellcasting. Also, we decided not o use Fear,
Terror or Break tests, as theae were all heroic characters and
affer all, where can you run o in sn arena? Where there was a
clash of magic items, we rolled a dice each torn 1o see which
took procedent {(eg “Always hits on a 247 vs “can only he hit
on a8, Oh yves, and no spilling,

Thar’s enough talking, let’s get on with the killing!

TSt -——- T vm
ARENA OF DEATH
THE RULES. .

Each participant will roll a dice to decide who gets !
the first turn, for purposes of the Magic phase. i

Both participants will count as charging in the first
o,

Adlacks will be made in order of Initiative. In the
‘case of a draw, the character whose turn it is will
_attack first.

All spells will be drawn separately for each combat,
There will be no Psyehology or Break tests.

Mo spitting.

. Y

TE COMBATANTS: ROUND ONE
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ROUND ONE

: The first round yielded no real surprises. The closest contest was
*d’“r"""h_a{m* I_,Gl'd of Ch_&m between Gorthor and Tyrion, whunq::unlg, the Escape card from the
vs High King Thorgrim Winds of Magic deck saved the Beastiman shaman. The Bloodthirster
Grudgebearer gave advance warning ol his power when he slew Rakarth's Bl

: : : Dragon in a single combat phase.

Skarsnik, Warlord of
the Eight Peaks vy Orion,
King of the Woods

Deathmaster Snikch,
Chief Assassin of

Clan Eshin vs Astragoth,
High Priest of Hashut

Gorthor the Beastlord vs
Tyrion, High El Prince

Emperor Karl Franz vs Nagash,
Supreme Lord of the Undead

Louen [eoncoeur the Lionhearted
vs Venerable Lord Kroak

Bloodthirster of Khorne vs The Above: Karl Franz vs Nagash.
Beastlord Rakarth of Karond Kar Carl Franz put up a b ‘

3 Wi,
Azhag the Slanghterer vy
Azazel, Prince of Damnation
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ROUND TWO

Archaon, Lord of Chaos
vs Azazel,
Prince of Damnation

Orton, King of the
Woods vs
Venerable Lord Kroak

Deathmaster Snikch,
Chief Assassin of
Clan Eshin vs
Gorthor, the Beastlord

Nagash, Supreme Lord
of the Undead vs

B]D(}dthj]‘ste]_‘ ["_lf K}]{'ﬂ'ﬂﬂ In the second round Gorthor was again
involved in the closest combat, but this time

10 'I'II'_‘gEi.LC
his opponent’s most powerful attribute. In the
first round it had negated the
and in the second it made Archaon immune to
Azazel’s spells. When the Bloodthirster was
drawn against MNagash we braced ourselves for
an epic clash, but it : be. The sheer
fury of the Bloodthirster’s attacks was too
much Tor the Lord of the Undead, and he was
banished back o the netherworld without
striking a blow.

THE BAD, THE FROG AND
THE WHISKERY (ROUND TWO)

Azazel




sy THE SEMI-FINALS

Lord Kroak vs Snikeh,

Not even cloge. Snikeh just
cevieletret Tl e Blow,

Deathmaster Snikch, Chief

Archaon lLord of Chaos vs
Bloodthirster of Khome

Venerable Lord Kroak vy

assassin of Clan Eshin

The semi-finals saw
Archaon, Lord of Chaos

felow: Archaon ve The Bloodthirster. up against the awesome
Archaons Daemon weapon proved his undoing. {and by now hot

favourite) Bloodthirster
of Khome, Once more
the Eve of Sheerian
seemed o know  its
aopponent’s  strengths,
allowing the Lord of
Chaos 1o take his saving
throws on 2D6, In a
titanic combat, Archaon
wounded the Greater
Daemon several times,
but in the end was
betrayved by his own
weapon, the Sluver of
Kings, which took his
last wound. Ah, the
fickle nature of Chaos!

:. Bloodthirster
| vs Lord Kroak

[n the [inal round, the Venerable
Lord Kroak's arsenal of magic
ilems  gave him an outside
chanee, but in the end he could
. nol match the savagery of the
© Bloodthirster's attacks.

" oy 1 )
VA S
Bloadthirster

As the last contender fell, the

living embodiment of the god of war bellowed with tdumphant rage. The
skulls of the most powerful heroes of the Warhammer world had been
lain before the Throae of Khome.

- Well. there you have it. [ronically, the most powerful special character
isn't a special character at all. P'm sure lots of you will disagree with our
choice of characters, and in truth many of the battles could huve gone

. either way {whal if Nagash had survived long enough to cast

- Hand of Dust?). There's no substitute for a proper

game of Warhammer, but the next time you

. have half an hour to spare, you can

b always indulge in your own d
- Arena of Death. Just

. don’tleton 1 told vou

i o doit, : : Jim Butler

5 s
-

“See fim, fe’s hard e i5.”
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SPEED FREEHS

by Gay Thorpe and Tuomas Pirinen

Ork Trukks and Traks have been ruling the roost in Gorkamorka, and now you can get
them in Warhammer 40,000. We take a look at their origins, and provide rules and
datafaxes so you can use them in your Warhammer 40,000 battles.

Ork vehicles are solidly built, brutish, noisy, smelly and tough
— just like the Orks who drive them! Ork vehicles come in
many shapes and sizes, but are tvpilied by age old and much-
loved designs, the most popular being Jifferent bikes. trukks,
and traks. Orks like lo go fast, Speed fulfils some desp need in
Ork temperament, just like the thunder of guns, the grind of
tracks, and the din of battle.

Vehicles thar go insanely fast have a greal prestige value
amaongst the Orks, and the most wealthy Nobs hoard a great
number of very fast {and very red) bikes, buggies and trukks.
Eivalries between the Ork MNobs and Warbosses [or who has
the fastest vehicle are intense. These disputes are olten
resolved with a reckless race between the Orks to see who has
the fastest bugey, bike, or trak. [n the case ol races between
War Trukks, (he competing Nobs are allowed to brving a couple

ol their strongest Boye along, whoe are allowed to fire weapons
or board the opposing trukk,

Orks love to gamble on these races, and (Ights oflen break out
amongst the spectators. The Ork legends remember ‘Da Big
Race' between Crk Warlords Groff Irontooth and Agrash the
Brutal. The o Warlords of the planet Orkush IV had decided
lo resolve their dispute for the leadership of the planet by a
race, Their supa-charged War Trubks arrived at the finish line
together and it was impossible (o determine the winner, As a
vasl number of teef and the leadership of the neal Waaagh! had
been wagered upon the ouleome of the race, the audience
started a huge row over the resull, The fight led 1o a full-blown
battle amengst the spectators and finally o outright war
between the two Orkish Cactions, The war lasted for three years
and virally wiped out all life on Orkush IV, Da Big Bace is
fendly remembered by all the Orks, and they eagerly awail
new races in hope that they can alse be part of something as
spectacilar as Ia Rig Race.




ORR WARTRAR

VEHICLE DATA

CREW:
ONE ORK DRIVER
ONE ORK GUNNER

RAM VALUE:
STRENGTH &
-2 SAVE

D6 DAMAGE

MOVEMENT:

SLOW SPEED: 10"
COMBAT SPEED: 20"
FAST SPEED: 28"
TYPE: TRACKED

WEAPONS

The Wartrak is armed with twin-linked heavy bolters with a 360°
fire arc. The heavy bolters may be replaced with a single heavy
plasma gun for +5 points, a single lascannon for +10 points or
a single multi-melta for +20 points or twin linked autocannons
for +15 peints.

WEAPON DATA

RANGE TOHIT SAYE  ARMOUR
WEAFONS SHORT LONG SHORT LOMG  STR.  DAM,  MOD. PENE.  SPECIAL

Heavy Boler 0-20 20-40

POINTS COST: 50 points

ORR WAR TRURR

VEHICLE DATA

CREW:
ONE ORK DRIVER
ONE ORK GUNNER

RAM VALUE:
STRENGTH 6
-3 SAVE

D6 DAMAGE

MOVEMENT:
SLOW SPEED: 8"
COMBAT SPEED: 16"
FAST SPEED: 30"
TYPE: WHEELED

WEAPONS:

The War Trukk is armed with a heavy bolter with a 180° field of fire.
The heavy bolter may be upgraded to a twin-linked heavy bolter at
an additional cost of +10 points.

TRANSPORT:

The War Trukk may carry as many Crk models as may be sensibly
fitted on the back. Obviously if models are falling of all the time, or yau
are using sticky tape, then you are trying to carry too many Boyz.

WEAPON DATA

RANGE T HIT SAVE  ARMOUR
WEAPONS SHORT LONG SHORT LOWG STR,  DaM.  MOD. PEME.  SPECIAL

POINTS COST: 40 points
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ARMOUR
LOCATION FRONT SIDE/REAR

- War Trukk 12 12
Passengers® see r_.w_.c..._q
_ * Hit the one nearest to the attacker

War Trukk Damage Table

1 The War Trukk’s weapon is destroyed and may no longer be used.

2.3 A wheel is blown off. The Trukk moves out of control next turn and then
comes W a permanent halt for the rest of the battle.

& The War Trokl's controls are damaged making 1 G o deet Rol 2D
at the start of euch of the War Trukk’s movement phases, O aroll of 4, 5 or
6 the driver is able to control the vehicle and it moves normally. On a roll of
1,2 or 3 the War Trukk moves out of control for that turn,

The War Trakk’s engine explodes, killing the crew. The wreck hurtles out of
control next turn before coming (o a permanent halt,

The War Trukk’s [uel catches fire, killing the crew. The faming wreek hurtles
out of control next tum and then cxplodes, causing D3 Strength 8 hits with a
-3 saving throw mesdifier on all models within 3",

Passenger Damage Table
The attack hits a passenger on board the War Trukk. Randomly determine which
model is hil from (he models being ransported, and the driver and gunngr, If the
weapon has 4 blast marker then any models under the template are hit on a D& rall
of 4, 5 or 6, Roll to see il the passenger is killed using the normal shooting rules
by comparing the attacking weapon’s Strength o the passenger's Toughness, and
making any armour saving rolls as normal,

SM3A3H4 a33d

ARMOUR
LOCATION FRONT SIDE/REAR
Wartrak 10 12
* Hit the one nearest 1o the attacker

Wartrak Damage Table
The Wartrak's weapon is destroved and may no Jonger be used.

The Wartrak's track is blown ofl. The wartrak moves out of control next tum
and then comes to g permanent halt for the rest of the battle.

The Wartrak's controls are damaged making it difficult to steer. Roll a D6 at
the start of cach of the Wartrak's movement phases, On a roll of 4, 5 or 6 the

driver is able to control the vehicle and it moves normally. On arell of 1, 2 or
3 the Wartrak moves out of control for that tarn.

The Wartrak’s front wheel is blown off and it ips over, killing the erew, The
wreck comes crashing to the ground D&" away in a random direction.

Anybody under the Wartrak when it lands takes D6 57 hits with a -2 saving
throw modifier.

The Wartrak’s engine explodes, killing the crew. The wreck hurtles our of
contral nexl turn before coming w4 permanent halt,

The Wartrak’s fuel catches fire, killing the crew. The laming wreck hurtles
oul of control next turn and then explodes, causing 113 Strength 8 hits with a
-3 saving throw modificr on all models within 3"

Crew Damage Table
Eoll to see if the crewman is killed using the normal shooling rales. He has a
Toughness of 4, wears flak armour that conlers g 64+ saving lhrow, and has 1
wound. [V the driver is killed then the Wartrak will move out of contral for the
remainder of the game or until the gunner takes over, the Warlrak hits terrain it
cannot cross, collides with another vehicle or building, or leaves the game table, If
the gunner is killed then the Wartrak's weapon may no longer be wsed.
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The following entries are to be added to the army list in Codex Orks

ORK WARTRAK ................... 50points

The army must include al least ane Mekaniak in order to have
any Warlraks. The Wartrak has a set of tracks combined with a
hike front suspension. This means that it can cope with most
types of terrain and makes 1l exceptionally mobile.

TroopType M WS BS 5 T W | A Ld
Ori LRI R B R (- T LT
CREW: Cne Ok driver and one Ock gunner,
WEAPONS: 'T'win-linked heavy bolters. In addition, (he driver
and gunner cach carry a balt pistol.
ARMOUR: The driver and gunner wear flak armour,
OPTIONS: The twin heavy bolters may be replaced with one of
the weapons shown below at the indicated additiona
COSL
Heavy plasma U .oocevvvrrneinenes +5 points
LBROABOON - .viiicmissiassnmmmnsinamimsssin +110 points

Twin-linked sutocannons .. « +13 points

Multi-mealta ... 20 points

ORK WAR TRUKK ...................... 40 points
The Crk army must include at least one Mekaniak in order 1o
have any War Trukks. The War Trukk has a crow of two Orks:
a driver and the Ork who shoois the gan.

TroopType M WS BS & T W | A Ld
Ork R . S SR R AR R
CREW: Oze Ouk diiver and ene Ork ganner,
WEAPONS: Heavy bolher, Tne addition, the driver and guoner cach
carry & boll pistal.
ARMOUR:  The driver and guaner wear flak armour.
OPTIONS: The heavy bolter may be replaced with a (win linked

heavy bolter ar a cost of =10 polnts.

WARTRAK :

The Wartrak is a variant of a Warbike, with a set of tracks
combined wilh a bike [ront suspension. The Boyz love their
Wartraks, hecause their guns are bigger and make a Jouder
noise than the boliers carmied by the other Orks! The Wartrak
has an additional benefit of moving quickly over any muddy or
rocky torrain where other vebicles mighl get stuck, This is
doubly enjovable when other vehicles like Warbikes get stuck
intey mud or swamp and the Wartrak crew can whizz past them
hurling insules to their stranded Ork comrades!

ks like o go fast. [n fact a lot of Ork teknologee is geared
towards making vehicles that go fast regardless of the safety of
the passengers. The War Trukk is a line example of this, While
individual War Trukks vary greatly in the detail lavished upon
them by their creators, the basic design is roughly the same.

A War Trukk's crew consists of a Ork drver and Ork gunner
(or Shooler as they are known), and a War Tmukk is typically
armed with a heavy holter, a weapon much liked by the Crks
because of the loud neise 1t makes.

A War Trukk allows entire mobs of Boyz to climb on and zoom
around the battlefield at termlying speed. In bartle 3t 15 vitally
important that the War Trukk gets close wo the Enémy hefore it
is targeted by heavy weapons. To cnsure sufficient speed, most
War Trukks are painted red, for as every Ork knows, red une
go faster. The War Trukk will cheerfully accept almost any Ork
engine, the most favoured rrpe being propelled by compressed
suig or fungus gas.

ik Wirirek

Well, thats @t — two fast and
shooty, mew vehicles for the
Orks. By the time vou read this
they il be skreeching their way
aorvinid the shelves af vour lacal
store and skidding across the
Meil Orider floar!

Well, what are vou wuiting for?
Get vour hands on them and
don't forget the red paint!

Ol War Tk
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Richard Baker tells us how he
painted a Space Marine for the
Blood Angels Chapter.

HOW TO PAINT

BLOOD ANGELS

Richard used the following eguipment:
I. PVA Glue and sand.
2. White undercoat, Blood Angels Red and varnish sprays.

3. Citadel Paints: Chaos Black, Skull White, Ruby Red,
Snot Green, Boltgun Metal, Golden Yellow, Blazing
Orange, Goblin Green, Black Ink and Red Ink.

Space Marines benelit from a smooth, even coat of
paint on their large, flat armour plates. If the finish
docsn’l look even then I just paint on a second coat.

I paid  special

attention to

cleaning  off  the

mould lines on the
moedel -~ if you don'c,
they really show on the
rounded  plates  once
vou ve undercoated.

st SRR

I gave the Space Marine a light spray of white undercoal,
This didn’t have 1o cover the model totally, its purpose
was to help the next layer of paint (o stick on.

We've chosen Lo paint a Blood Angels Space Maring
here, but obviously vou can adapt this guide for
painting any Chapter.

When the

undercoaf Wi

dry, I sprayed on

a coal of Blood
Angels Red. Once dry, I
put a thinned down coat
of Ruby Red all over the
model. Mext [ painted
all the piping, the
shoulder pad cms, the
eves and the weapons
black. I mixed black ink
into the painl instead of
water, to ensure the
paint gave a strong covering. | wanled o paintl the chest
eagle yellow, so first [ painted it white to ensure the final
result would be good and bright.

I painted the

chest cagle

Golden  Yellow.

The metal areas
were painled Boltgun
Metal. To pick out the
texture of the piping, |
Micked the tip of the
brash  across of  the
detail, making sure [
anly had & little paint on
the brush (I wiped the
brush on a tissue until
only a little was left). T
painted the top of the base with PVA glue and dipped it in
sand. Finally, 1 painted the base Goblin Green. At this
point the moedel is ready for the battlefield!

If you're feeling

confident, vou can

take the painting a

little further by
adding mone details and
highlights.

I painted Blazing Orange
onto the top halves af all
the armour plates, being
carefu] nol 1o get paint
into the recessed areas
like the face detail
When that was dry, I
thinned down some red
ink with a ligtle water, and paintesd it all over the armour,
being careful not to et it run into the Bolegun Metal areas (50 may
take some praclice to get the right amount on your brush,
but if you do get the ink where it shouldn't be, just clean
your brush and dab it onto the affected area — i1 should
soak up the excess ink, and you can try again). | painted
the gemstone on the chest eagle Ruby Red, and put a little
Snel Green into the eyes. All that was left was 1o brush the
base with a mix of Goblin Green, white and vellow.

You cun apply any relevant transfers now, if you want,
Then, lastly T gave (he model a light coat of matt varnish
to protect it from the rigours of battle,




Andy Angell’s
Blood Angels Army

Andy, whe works at Games Workshop Reading, has been Right: This Veteran jump
collecting Warhammer 40,000 armies since J989. We pack Assaull Marine has

thought this was an excellent opportunity fo show his great addirional hair and shoulder
3,000 point Blood Angels army. pads made from modelling
Andy: Blood Angels are my favourite Space Marine Chapler. pulty. In order to make him

stand out, 1 gave him

I prefer my ammy o close with the enemy and charge into

combat, so the Blood Angels are ideal! Commander Dante’s juwmp

pack. It 18 more omate than
a regular trooper’s jump
pack. Finally 1 covered the
base of the lying stand with
texmre.

Left: My Terminator
Sergeant  Vexator s
made from a plastic
Terminator with a Space
Murine Scout head. The
purity seals and fargeters
are added from
modelling putty.

Left and below: T gave this
bike twin-linked mela-guns
for real hitting power, and
mace it rear up on its base in @
wheelie.

Right: 1 wanted
my Dreadnoughe
e look tall and
imposing. Metal
spacers  between
the ankles amnd
the waist make it
stand tall. I
finished it off by
huilding up the
baze o make it
- pven taller,

Pop into the Reading Store and
check out Andy’s army!




Last issue Nigel explained bis views on army selection and
colour schemes. 1his month be talks about painting beraldry,

step-by-step converting and background for his growing
Warbammer Bretonnian army.
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Enchanted Retinue

have a vague idea for the background o my army. ®hat
Il want is o represeas the retinue of 3 Broeoonoian

Enchantress. She will be represented by a high lewvel
wizard. OF course she will not be the general. She is in fact
a repowned Grail Damscel who is the Lady of the Grail
Cnapel, locared perhaps on oan island i the middle of a
sacred lake shrouded in mists, or by the sca on the rocky
coast ol Bretonnia, As you may have guessed, T am inspired
by rales of Arthur's Avalon.

The grail chape! is of course guarded by a castle in which
reside g retinue of knighes and men a arms who serve the
Lady. Maost of these will be Questing Knights led there by
visioms, and Knights Frrane sent there to win their spuss in
her service, The general is of course the only Grail Enight in
the rednue. He is the resident Grail Knighit of the chapel,
wha has renounced the world to senve and guard the holy
shrine, The Lady has several vounger novice Grail Damsels
in her retinue and these will be reoresented by lowe level
wizars.

The chape! snd its castle are part of 2 small domain with is
own peasants o rend the vines and bring in provisions oo
the castle, Some of these serve as men at arms, bowmen o
suires. The retinoe is therefore not an ordinary feodal
retinue of a Duke or Baron, but a religioos foundacion.
Perhaps there is more than s hine of sorcery and the lady
has actuaily cast a spell of enchantment over the knights
wi serve her? IF L apt for this story then T ought co build a
grail chape! and castle as part of the project. There is even
a place for the Green Knighe himself in tiis story

Errantry War

lternatively, the army could represent a retinue
Ascnrlng out onogn Froaneey War This s a sorn of
rixture between a pilgrimage and a campaign, The
ohjective is perhaps alost grail chapel and all the retinue are
united in the enterprise by having all experienced visions of
the Tady of the Lake leading them ever onwards, The Grail
Diarmsels are again represented by wizards and they ride in
wagons. Their escort is provided by knights who have
forsaken their domains o follow the Errantey Banner, OF
course there are large contingents of Questing Knighes and
Knights Ereant, but also Knights of the Realm. Onee again
the general i the cnly Grail Knight present. The knights
have hrought with them thelr setinues of men-ac-arms,
bowmen and squires. TF T opt for this story, then [ can do
withowt the chapel and cascle, bur 1 need a baggage train
and tented encampment. T am tending in favour of this
story, since it explaing bow the army could turn wp
anywhere and fght anvone, and also it allows Tor a
contingent of Knights of the Realm, whereas the 'Enchanted
Retinue' doesn’t really have a place for them. When il
comes Lo painting the arnmy, che stony explaing why the
retinue includes diverse coats of arms, with perhaps a
consistent motil adoped by the knights as a kind of
pilgrimage badge, mavbe 2 gold flour de lys? Alse T can
model a rather battle weary and muddy eifece on the
knights to show that they have been on dhe pilgrimage fora
long time and have overcome many focs and perils. A Torce
e be reckoned with! Such a pilgeimage would definicely
include a ooubadour 1o compose a chanson abour the
cnrerprise, perhaps lristan himself? It might also atract
other renowned knightss o s banner allowing me o
include special characters.




Che Order of Battle

The army roster itsell will sk the Torm of a scroll, made to
lowoke Gike the sort of thing that a Bretoanian herald seould
compile for the lord commanding the army At this siage T
st decide exactiv whart the army composition will be, My
decision wiil of course effect the way 1 paint up the models
and how many standard bearers, musicians and characrers
I will need to lead unics. The main consideration however
is wcrics on the battlefield. T must decide on an anmy
compasition that suits the kind of wetics 1 Bvour. 1 decide
settle for the following order of battle:

* Grail Knight General

= Army Standard Bearer with magic banner

* 1 regiment of Questing Knights with magic banner
* 1 regiment of Knighes Errant wich Brrantey Banner

= | regiment of Knights of the KEealm

* 3 heroes with Knightly Virtues leading the Enights

* 1 regiment of Mounted Squires

Reserve units include ancther regiment of bowmen, more
krightly heroes to strengthen the knighitly units, sparc
* 1 hig regiment af Men-at-Arms armed with spears. standard bearcrs to spiit the Mounted Squires, Men-at-Arms,
Enights of the Realm and bowmen inte smaller units if
required. Spare models to incrcase the size of any units as

= 1 regiment of fool Souices to act as skirmishers

* 1 resiment of bowmen

* 1 Master Wizard reruired. 1o chis way T can feld 2,000 or 3,000 points,

Lo conform to tournarment rules a5 required and use che army

* 2 Wizards in carmpsigns where varied moop types and recroivment are
reguired.

Che Muster Rolls

ALl the knightly characters must have a suitably noble

Bretonnian name and heéraldry This needs o be recorded

on the herald's muster roll {or in other words on my roster

scrolly. Alse, all the other characters and regiments need

names. My background reading on Arthurian legends

andd medieval France will help me come up with

some suitably inspiring names, Tshall also look at

some books on heraldey o find sciking heraldic

designs. When I paint my knighrs, T will use real

heraldic motifs, but in different colours, Some

emblems will of course be suggested by the cres:s sculpred

on the models, 1 oaiso need o devise suitably splendic
designs for the banners, especially Tor magical banners.

The: Array File Cards will be excellent for recording details of
my characters. You simply write the character's name where
it says ‘unil’, 5o 1 shall be noting down my characters on
: these cards and probably adding thedr coat ol arms,
W provide me with a quick reference, This well help me
recopnise them in battle, remember which ones have
gor which Yirtucs, assign them o units and
remember where they are in the confusion of dice
rodlling! Om the reverse, [shall note cheir fears of arms
and perhaps also inchide any jousting information T
migit need for using the seme characters in a tourney
garme, like that described in the Perilous Quest
campaign pack.

\
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WARHAMMER ROSTER SHEET |BARON MONTEFALCON'S RETINUE
H T I
Models/Unit MIWSIBS|S|T|W I |A|Ld| Save Notes Point Value
Baron Roger de Montelaleon
General of Bretonnia d 16| 6|4 [4]3 649 2+ | Moring Star of Fracasse, 185
Heawy armour and barded Charmed Shield,
Warhorse gl 30331315 - | GreiVitueand
Wirtue of Enightly Temper
Heloise de Bellay
Army Standard Bearer 41 4 (a4 31 |42 7| 2+ | Sandardof Shielding 148
Heavy armour, lance, shicld Enight's Virtuc and
amd barded Warhorse B3| 0|33 1:]3]1] 5] Virtue of Impetuous Knight
Rainguart de Pontailler
Hero S 35442538 | 2+ | Swordof Swifi Slaying, 133
Heavy armour, lance, shield Knight's Virtue and
and harded Warhorss 81 3 (0331115315 - Virtee of Valour
Tybalt 4" Anjou
Hero 5| 5|54 4|2 (5|38 2+ | Questng Virueand 1%
Heavy arnour, lance, shield | Wirtue of Enightly Ardour
and barded Warhorse Bl 3|0 33 | 3] 2] 3 =
Joinvilla de Towmai
Hero 5051541425 3].8 24 | Knight’s ¥irtue and L
Heavy armour, lance, shield Wirtue of the Joust
and] barded Warhorse e o O I T T O O B T B -
Eleanar La Fayette
Enchantress (Wizard) 413133 V14| v 7| 6+ | Porion Sacee 64
Warhors: | & 3 0 | 3 1 3 1 5 -
Kmghts de fa Fleur de Lys
5 Questing Knighrs 41431431 [4]|1] 8| 2+ | Standard with 230
Heavy ammour, lance, shield Banner of Courage
and barded Warhorse Bl 30 3 ¥ L 3L |5 - amd musician
Knights de Donjon
3 Knights of the Realm 413 (3331407 24| Stundard with 220
Heavy armour, lance, shicld Wir Banner
and harded Warhorse S i B 1 B (= R N N S T A i musician
Knights of the Banner
10) Knights Errants 4 13 [3 13310 401 7| 24| Standad with 330
Heavy armaur, [ance, shield Errantry Banner
and barded Warhorse g3 | ]334 113 2]35 and musician
Castellans
16 Men-at-arms fd 13133313131 7] 5 | Sandudand 126
Spears, shields and light armour fmusician
Lackarrows
5 Mounted Squires 41 3313|311 ]3]1)]7] 4 a0
Spears, shields and light anmour
Lackspears and Lackshields
2 ynits of § Mounted Squires PO I R O T I 6 G R O B 160
Spears and bows
Greenmantles
10 Squires 413 (3|33 )1 ([3])1]1 - ]
Longhows |




he prospect of painting heraldry is a daunting one. T want my knights to look striking and

warlike, and [ am haping thar simple heraldic schemes with bold colouss will do the tdck. Tt
is very difficult to paint imricate designs over the folds of the horse cloth, so T want w0 avoid
doing this. Complicaled designs are great if you can carey them off, but it takes practice. 1 will
leave my best characters o last, to build up my expertise on the others fiest. After tackling a few
Knights of the Realm | began w learn a few things. Firstly, | serded for mainly dark horses, black
or brown, Most of 2 knight's horse is covered with barding, so0 there is no need for striking
coloars on e coal, 1Uis better for them not to clash with the hervaldryg Maybe 11 paint one or
tw white or grey horses for the odd knight or character. Homses are casily painted brown with

Lk appears.

& o
- s

a shading of brown ink and a dreybrosh.

M anv - Questing
replace their old heraldey

with entirely new designs showing

only the Lady af the Lake's special
I device, the blazon of the four de
lys. This is a magical lly that grows
only in places where the Lady the

I Flewr e fyy — Pledped o the Grall guess,

Kniphts

$
L7

Chapstiveg Krijphis

= q.
Kndohis of il Relm

The lining of the barding is visible and had 0 be painted another receding colour. Black or dark
red seems to waork best. When this was done, 1 painted the barding in a solid colour, Some |
decidec 1o quarter, or paint a different colour on each side. T decided 1o leave emblems for the
shields and so the barding is fairly basic except for a lew knights. 1 used transfers for some of the
shields. 1decided wo pur rransfers on one knight's barding, and to get the emblems to fit on over
the folds of cloth, 1 rrimmed the oansfers before soaking them, so that the pare of the emblem
wbscured by the fold was cut off the wansier. When transfers are dry iz is a pood idea to overpaint
the shiny clear film and the embicem a bit, to blend it into the colour scheme. This also helps 1o
give e impression that the emblem is applied cloth or embroddery. Tt takes a lot of thought to
come up with a good heraldic colour scheme for a knight and get all the elements of i, whether
sripes, chevrans, quarters or whatever, acranged symmetricaliy It is well worth laoking at books
an heraldey o get ideas,

If the horse barding is painted in bald, plain colours, it helps to paint a border around the edge
and around the muzzle of the horse and the eye holes. This quickly translorms a faitly boring
colour scheme inte a helievable, near and suiking one. Nestness in painting is one of the best
skills vour can have for painting knights heraldry, Of course, [am not 2 very neat painter, so why,
o wihy did T pick 2 Bretonnian army?

hen oa Knighe
Errant achieves his
croand  of Knighthood,
he is allowed 1o adop a
blazon or embiem

. Chimera Wyvern Unicorn — Foaveured Pegasus — Claing
appropriate oo the task by Akl Loren rovad linuge
he accompiished. So, if
the Enight slew a
Dragon, he may display
the image of 2 Dragon as
his hilawon, : E

fragon Liong - Fought in Defeated an Renowned
EFFERITY Wi Empire Knight hunter




or the standards, 1 wanted to give the impression of a zather hewvy cloth banner, rather like a tapestry, To get this I
FL‘ECCI, 1 ook a piece of cotton cloth and painted it with whice paint on one side only, The paint soaked through the

cloth and stiffened it Then Tout out the shape of the banner, with tabs for attaching it to the barmer pole. The resultng
Banner has a doth rexture to it and can be creased slightly 1o give the impression of felds. It looks thicker and heavier
than a paper ar tin-foil banner. T left the bannmer plain white ready to paint on the colours or emblems approprisle o
the regiment a1 a later stage, These will be painted on thickly, to resemble a heavily embroidered tapestoy banner.

The tapestry banner effect, shown here on Nigel's Knight of the Realm standard bearer, really forings the model to life,

BACCERED BhIECDS

Beal shivlds were made of wood, covered with leather or
canvas on which the heraldry was painted. [n battle, these
took 4 lol of damage and had to be repaired from time 1o
tme. [ expect thar each knight had severul shiclds in his
baggage! I want some of my knights and men at arms to be
carrying battered shields, so that cthey look like they have
becen in a fight. Plastic shields are ideal lor modelling battle
damage. The easiest way s 10 nick the edges of the shicld
with a madelling knil, clippers or file. This represents the
elfect of sword cuts caught on the edge of the shield. The
frane of the shicld can be scored with the modelling knife to
loak like it has parried a fow sword slashes. Small holes can
be drilled into the shield and short lengths of plasic rod or
wire can be inserted, o look like arrows sticking cut of the
shicld. Models bearing such battered shields, suitably
painted up e look batde worn, can be mized into a
regimnent to give the whole unic a reaiistic ook,

PENNHENCS

TLis my intention o give every knight a lance pennane. This
laoks good when the knighes are massed into units and
gives the impression of movement, with pennants fluttering
as the knights canter and gallop, The pennants are also for
recognition on the battlefield, and so will have the heraldic
colours of the knight. [ shall use the same clath method o
make these as for the big banners, using offculs from the
bigper standards for the pennanes, I shall opt for small
penmants mather than long rapering ones, which I think are
too fambeyant for bartle and make the knights look oo
fancy My Bretonnians are havd, fighting campaigners. Mavbe
for cournaments they would use tapering pennants, but noc
o the batee field,




Baggage and Carriage
An army is not really complete withour is baggage train,
For a small army representing a retinue of a single baron,
perbups seiting out on a pilgrimage, the baggage train
need not be more than one or teo wapgons of carts. These
can carry important supplies such as casks of wine and a
spit roasting kit for when the baron does some hunting
along the way The rest of the army’s supplies can be
carried by the commaoners and squires! The baron's lady,
or perhaps the Gmil Damscls might like o ride in the
wagon or it could carry holy relics. The baggage comes into
play in scenarios such as an ambush, in which case the
wagon must be escorted and protected from being looted.
A baggage wagon poses an interesting chance to do some

Migel's baggage frain in a early stage.

scratch building and conversion, Plastic wheels, horses and
miatchsticks are useful. I plan che wagon o have a cloth
canopy, highly arched in the gothic siyle and decorated
with gald fleur de lys. A squire will serve as the driver.

Che Rehquary

When the army is fnished Twant 10 make a box to carry it
in, which will also be a way of displaving the army 1 think
an army on which vou have lavished care and atention
needs a decent box 1o live in and deserves 1o be displaved
will, Obwiously | am going to give the box a proper
Bretonnian theme, what better than a reliquary decorared
with fleur de lys? The box will be made from scratch using
MDF bard and will have a hinged side, gabled roof and
shelves inside, all designed for the models to fit into. The
box will be coverad in red or blue velvet cloth and [ shall
use brass hinges and comer bits on top, Then 1 shall get
some of those gaudy pold fleur de lyvs christmas
decorations and stick them on 11! The bas must Bave a slot
in it for the rulebook and army book and a very soong
handle!

Wl thoere you bave §t - Nigels wunique approach o
collecting a Brefonnian army from the origina
insiivatice vight through to its completion (altbough you
never really finish’ an army do you? — Bawd Satyver).




THINGS THAT GO BUMP...

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

DEAD GOOD

The Undead are one of he most
rewarding teams o coach in
Blood Bowl and [ hope that the
following hints and tips will
¢ocourage youo to oy them out
They do require a good sense of
tactics, but when used propery
they can be almost unstoppable,
buryving their opponcnts under
the weight of their altack.

RAISING THEIR SPIRITS
Undead teams consist of a strange variety of players, ranging
frum the Fairly dire but plentiful and cheap Zombies and
Skeletons, to the awesome Varnpire Counts of Sylvania. To get

the best [rom this wide range of players, remember the saying
“a place for everything, and everything in its place™ and uy to
ensure that you use cach player lo do things they're good at.
Forgel passing the ball o a Mumnyy, for cxample, as they've
only got an Agility of 1.

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

As mentioned above, Mummies have abysmal Agilily, bul they
make up for this by being the strongest players you can buy
without purchasing a Star Player. Their Strength of 5 makes
them a comerstone of any offensive or defensive line, where
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Count Luthor and two Mumiies flaten the Oves' front line

they can smash their way through the enemy and provide holes
for your speedier players 10 exploit, With a Movement of only
three, Mummies find i hard to compensate i they are not sct
up carefully so you must be aware of this when you begin cach
play. However, any opposing player who is clumsy or stupid
encugh 10 gel in range can be quite certain of geliing a good
whack round the head!

Ghouls and Wights are vour equivalents of Caichers and
Elitzers, Ghouls only have an Agility of 3, and don’t have the
Catch skill, but their Movement of 7 gives you the ability to
respond quickly if semething goes horribly wreong, Their
Strength of 3 is better than most other Calcher-types, making
thermn useful for throwing blocks, at a pinch. Wights come with
the Block skill and a slighily higher Armour value, allowing
them 1o stay in the thick of the fighting and still emerge
reasonably intact,

DEATH WARMED UP

Vampires are greal play makers. In my opinion, their high
Strength and Agility, plus the Block and Dodge skills, makes
thern the most versatile Star Player vou can gel — for any tam!
Although when 1 started oul with the Washington Deadskins I
didn’t have a Vampire, 1 soon Tound oul that it was difficelt to
win withoul one. I lost five of my first seven games simply
because [ didn’t have enough skilled playvers, but [ learned! A
Vampire Star Player gives a rookie Undead team a sorc of
safety net which keeps you in the game while the rest of the
other players get some skills,

Wilh your Yampire in reserve, ready o save the day if things
20 wrong, (ry o score with your Wights or Ghouls (allowing
them to get the Star Player Poims they need). Vampires have
the Hypnotic Gaze skill, which means they are great for
mrning small holes in your opponent’s defence into large gaps
for you to exploit. They can even Hypnotize one player and
block another in the same turn, creating a hole wide enough to
run your Ghouls or Wights through without having 1o dodge.

Taking everything I've said into account, my prelered stading
leam would now be something like this;

1 Vampire Star Player T8O,000
2 Mummies 200,000
2 Wights TEOLO00
2 Ghouls 140,000
3 Skeletons W) 00D
3 Fombies 03,000
1 Ke-roll TN
Fan Factor 5 0,000

TOTAL 1,000,000

As the Undead have two Lypes of player who only cost 30,000
cach I've found that it’s guite casy to have two or even thres
reserves invour starting team. This makes & battle of attricion
4 very favourable game plan for most Undead Coaches, I vou
arc playing in a League, you can cul down on the Zombies in
your slarling line up as your Necromancer will be able to use
his Raive the Dead spell lo tum the casualties you intlict on
yiur opposition into more Zombic recruits for your team!?

B Stard firm and fight back! Your

Wampire ard Mummics can hit
them harder than they can hit yeu, so
dan't pull your punches

The best  defence
GRS i FURRING
play ix e stand firm
and give as poud ax
o get! The Undead
are very resilient to
damape  and  with
both Mummies and
the Viwmpire on the
line of scrimmage
they are able 1o
rumble with the best
af them.

E As the blood flows freely In the

cantre, you should run round the
back of their safe pocket and attack
from all sidas.




BLOOD

BOWL
CLASSIC

B | vou sick of 1o your coponent
and he scoops up the Ball with
one of s Thowers.

At the same time, nhmrﬂfpmsush
foremrds ready to receive the fhrow
ance they are claar of your defence.

When vou're facing o
tear which i good ar
passing,  your line
needs o he much
mare flexible. Keep
vour fasrer plavers
el of contact so thet

they  can  move
guickly fo Intercept | I
any  Cetchers  that
ke o break for veur !

erd Zone. I

c O you™we coversd  his
Caichers, break through

Thrower carrying the ball. This is
mare likely to fail and cause a
Turncwer, o remember (o make
wvour safety moves first,

STOPPING THE ROT

Undead are not one of the best defensive tcams. Being dead,
they are rather clumnsy and to avoid serious problems you must
make swre that your tleam i3 sel up correctly. If you fail o do
this you will find that voor team is oo slow o respond to vour
opponent’s undethand and sneaky plays.

Two classic defensive sel ups are shown in the examples, Both
are very similar, the main difference lies in the way the players
react 1o your opponent's plays. Basically, you have a strong
central block on the line of scrimmage with the Mummies
ready to pound anyone who comes within reach — remember
that your opponent has to put somecone on the line of
scrimimage. 15 you think that there'll be a big ruck in the centre
than you can throw your Vampire's weighl in their too,
otherwise you might want to leave him free to plug any gaps.
Behind this block are the lasier Wights and Ghouls and 1o
cither side are Skeletons and Zombies, The Skeletons are
fielded nearer the [anks where their extra point of Movemenl
helps them to keep up with the Ghouls (sort of), and the
Zombies are placed more centrally hecause their armour will
keep them going longer in a fight.

The first diagram shows the delence against hard-hitting teams
like: Dwearfs that prefer to run with the ball, This is just the sort
of game that the Undead are goed at and you shouldn’t have
oo much trouble in the ensuing scrap.

GRAVE TROUBLE

You'll probably have most problems lacing last, agile teams
like High Flves. These teams can potentially run through and
arcund your defence and pass the ball over the heads of the
Murmmics and Vampire, dodging your most dangerous players
and leaving you with litle to do but chase forlornly after them.
To counler this you should try the set up shown in the diagram
ahove.

With this formation you are more adapted to deal with passing
plays, that usually send players up the Manks. You do nol have
e waste your valuable movernent crossing from the centre of

the encimy ling  with  your [ ‘3_‘__
Vampire If you can, and sack the

|

-
I

(L) I
(L)

T e

Your immeadiate
counier should be to
drop back wour Ghoula
and Wights {o cowar any
brizak lhrough, Elitzing
the most  threatening
Calcher as youl do 50,

l3 I

the pitch to the sides. Insead your players can drop Tack with
the oppesing Calchers, using their whole movement.

Vampires are so [exible they can be useful almost anywhere.
Setting them up towards the middle of vour line of scrimmage
brings their Strengeh of 5 into play, but i you set them up in a
witde zome their Hypnotic Gaze allows you o storm your
opponent’s line, Either way, Vampires are your best all-round
Players and should canse your opponent some nasly moments
however vou use them,
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THE FUNERAL MARCH

The best Undead offensive play is the stoaight run up the
cenlre, There are variations on this theme which 1 will explain
later but the basic idea is very simple. Using your Mummies
and Vampire you break a hale in the defensive line of the other
team. The ball can be carried through this gap by a Ghoul or
Wight (preferably a Ghoul as their Dodge skill can get them
out of unforeseen scrapes). Before vou do this you must set up
a corridor so that the ball carrier is protected. Using your other
Ghouls and Wights vou sef up a shorl ‘safe zone’ three squanes
long. In your next turn you can run the ball carrier into this
area without unneccesary Dodges. From then on, vour tcam

Y¥our frsi job is to yecure the
ball and surround it with the
largest, strongest
and mos
pravekapathic

~ plavers in vour
tearm. This done,
vt sove off
downfield.

the bex and close the lid on
the coffin with the Skeletons

E When you're far enouwgh

downfield, uwse the
Strength  and
Hypnotic ability ta smash a
hola in thair line and sand
Bl wour baill carder sprinting
threugh for a Touchdown!

Vampire's

steadily works its way up the field, hitting anybody foolish
encugh 1o stand between the ball carmer and the end zone.
After two or three turns of this slow advanee your hall carrier
can sprinl inte the end zone, T call this play the Funeral March,
as the two lines of players slowly make their way towards the
end zone.

Wariations on this play can be introduced to keep your
opponent [rom knowing exactly what vou are trying to do. For
example, sending a Ghoul down one flank may convince your
oppenent that you are going to pass the ball, making him pull
back from your ling and making il easier lo form the corrider.
If you are using the Special Play cards from Death Zone, vou
may be lucky and draw a
Magic Iem that will make a
passing play possible. Even
if you den’t, the Ghoul can
still either return to form
anocther pant of the comidor
or wail fur a hand off which
will start him running for
the cnd zone a twm carlier
than expecied.

Having secured the ball,
yor frent line obliterates
the opposing line  of
acrimmage and ataris to form
up for the procsssion down
the pitch.

If you've plenty of time to
score, or it's the [frst half
and you want to grind the
other team down a bit, you
can use your Mummics as
lead hlockers, making sure

With everyone in place
you set off lowards the
end zome at a sedate pace,
breaking the  opposing
players’ bones as you go.

Onee inside the box the
haerddest thing fo do s keep up
the momentim. You may
have to do some prefty fancy
manroewrring th o order o
keep the pace of the Funeral
March steady if not fast, so
think carefully abour ihe
arder in which you move
your players.

Alse, be sure fo keep an eye
of the nrmber of dewns you
have left to play and be ready
Sor that fineal spein!
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the path is completely clear of opposing players. This does
limit the whole team to the Mummies” movernenl of 3 which
is why vou shouldn’t atternpt this play when you only have two
turns left to score!

With a Vampire on your tearn you can (ry the odd passing play
1o keep the other coach on his toes. One of the best uses of this
tactic is a fake Funeral March play. After a turn of advancing
up the field the ball carrier hands the ball off to the Vampire,
the Ghowls at the front of the procession make a break for ir
and the pass is thrown over the heads of the defenders. The
beauty of this play is its Nexibility. If the opportanity 1o use
this play presents itself vou can perform the pass, if it doesn™
then you can simply forget about trying lancy manocuvres and
carTy on with the Funera]l March.

SPECIAL PLAY CARDS

The Special Play cards in Death Zene add an entirely new
clement to the game, and il used properly can stop or score 4
Teruchdown when all else has failed, The most useful cards for
Undead are those thal involve moving aboul, such as the Sewer
Map, and the Magic liems Speed of Light, Rakarth’s Bounding
Leap, Time Warp, The Secret Way and Magic Pills. If you can
get your hands one onc of these cards you can spring an
uncxpeeted trick on your opponent. Imagine his surprise to
[ind (hat onc of your Ghouls or Wights can move an extra four
sguares this tum! Imagine his complete conlusion when an
cxtra Mummy turns up right next to his ball carrier!

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

Fnutt s Spell af Awesome Strength is a great card for Ghouls,
allowing them to add the roll of a D6 (o their already average
sirength of 3. Combined with their speed and Dodge skill they
can make cxeellent pocket-breaking runs or Touchdown blitees
with this card,

Scutt's Deluge of Despair halves the Movement of the other
learn, bringing them down 1o your own sluggish pace, IU's
especially demoralising for your opponent il vou play it when
he thinks he’s broken through your line, your end zone is in
sight and he has that “nothing can stop me now" feeling.

Magic Hand of Jarik Longarm allows you to automatically
complete a pass successfully. Since the low Agility of an
Undead team makes passing plays unlikely, the use of this card

can throw your opponent’s delence competely ofl bhalance,
especially il used in conjunction with a card that allows vou 1o
maove a player further down the field 1o receive the pass. If you
get this card, you can often templ the other side into a large
brawl in the centre, selting them up for the sudden pass over
their heads.

Magic Helmer permanently increases one of your players
Armour value by onc and is best used on Ghouls, whose
Armour Value of 7 means they can spend guite a bit of time
slaring ac the pitch. Alternatively, vou can give the Magic
felmer W a Wight, giving them encugh prolection 1o
participate in a full scale ruck with the oppositon and you
dun’t have o worry too muoch aboul the Wight being oo badly
hurt. Combined with the Regenerate skill, a Magie Melmet can
make players almost impossible 1o mjure. .

THE LONG HAUL

Undead teams are definitely at their hest in a League. Their
ability to Regenerate allows therm 1o conlinue 1o pick up Star
Flayer points long after mortal plasers would have retired.
Having asaid this, you can have all the time in the world, but
you can't rely on Most Valuable Player awards only, you have
to seore Touchdowns and inflict casualties if you are going o
get anywhere in this game,

* % % Did you know...

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




¥ BLOOD BOWL

Two Wights beat up a lone Ove Blitzer as their Ghoul team-
mutfe rustes for the end zone.

The following are my suggestions on what types of skills are
best to acquire for different players. Of course, Strength
increases are welcome on any plaver, but be a bit wary about
increasing the Movement of Zombies and Skeletons, as this
scoms to me to be throwing away a good opportunity to get
Block, Tackle or a more uselful skill, OF course you will only
have the choice if vou roll a double, but it’s always worth
bearing in mind.

A Mummy with a Movement of 4, on the other hand, can be a
hormible surprise for your opponent. as this allows them (o
make a Blitz action on the same turn they stand up {their usoal
movemnent of 3 is taken up by the process of standing up). In
Fact, the mere thought of a Mummy with a high Movement is
enough o give some Head Coaches nightmares.

MUMMIES

The majority of Star Player Points for 4 Mummy will come
from casualties, so hil the opposition whenever you can. The
most essential skill to ger for a Mummy is Block and when
they have this skill the Mummy is almost without equal on the
front line, with the exceplion of a few very expensive Star
Players. Tackle is also useful for making sure the opposition go
down when you hit them, and at the same time the Tackle skill
stops [ast teams like Wood Elves slipping past thess lumberning
Mavers.

If you are fortunate enough to roll a double, then [ would
recommed the Jump Up skill, as therc is no sight more
horrifving [or your oppenent than o see a Strength 5 player
leapr nimilly to his feel and be allowed 1o block the guy who
just downed him!

GHOULS

Ghouls benefit greatly from skills such as Catch, while Sure
Hands and Surc Fect increase their ability as ball carriers. To
miake full use of skills like Leap (which require an Agility roll)
a moll of eleven and a bonus Agility point s preferable. Block
is a handy skill too, allowing the Ghoul to ignore certain Block

dice results when the other team inevitably pets close enough
to land a fow blows. Pass Block 15 another annoying skill for
your opponent, which can be used very effectively not only to
intercept a pass, but alse to move you Ghoul nearer the ball
and the the opposing end zone. One Ghoul can be given Dirty
Player and he tarned into a kind of hit man. He can then use
his speed to run in and make sure you remove downed plavers
for as long as possible,

WIGHTS

Wightys with skills can bhe divided into two categories: those
whio are great at blocking, and those who are great at Blitzing.
Blocking Wights ought 1o get Mighty Blow, Tackle, Dauntless
and Suwip Ball, while Blitzing Wights will find Shadowing,
Frenzy, Strip Ball and Tackle more uscful. Depending on your
choices, your Wights will then start gaining more Star Flayer
Points from Touchdewns or casualties, so capitalise on this
during the game.

THEM DRY BONES

Finally, you have the cheapest of all your players — Skeletons
and Zombics. These players should be given all the usual
Lineman-lype skills, such as Tackle, Block and Dauntless. If
you can get one or two players with the Guard skill by rolling
doubles, you can keep them next to vour Mumimies and malke
them even maore polent Blockers. For a bit of surprise value
and variety, why not try a Zombie or Skeleton with Kick, as
these players can be sel up off the line of scrimmage without
damaging your game plan.

LAST RITES
Well there you have it - the distilled wisdom of an old
Necromancer, Everyvthing 1 know about leading an Undead
team o the lop of the League. At least, everything I'm going
to tell you — I still need some sccrets, you never know when
our teams might meet...

* 4 K Did you know...

The Deadbeats were the first major league team to
lose a thousand games in a row. This all-Zombie
tearmn was 5o hilariously bad that it attracted a huge
following who would travel miles to watch their
favourite team fall apart - literally! Their Head
Coach and Mecromancer Galbash the Black said
that their game would improve as soon as he'd
worked out how to get the Raise fthe Dead spell to
last a whole match...
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FOUR GAMERS

Part 4 by Robin Dews.

Weﬂ here we are again and A Tale of Four Gamers' is
nearing its conclusion. It is four months since our beroes
started the project and they are now all the proud owners of
sizeable Warbhammer armies. Over the last few montbs each of
them has been building up a new army for Warbammer, by
spending only £0.25 per week (approximately US$10). Their
armies bave now reached a total value of £125 (approximately
US$200) and in this month's episode, they once again report on
their plans and purchases and their triumphs and trials in
battle. Next month sees the chaps buying their final installment
and talking about the whole project. The following month
bhowever, we plan to get all four of them together and pit the two
Richards' Bretonnians and Wood Elves against Paul and Roy's
Chaos and Skaven armies in a massive battle report — I can't
wait!




THE ROCK

A Chaos Beastman army by Paul Saw:.r:r

he thing I have spent the most

time on this month, has been the
herdstone terrain T am building 1o go
with my army and form the start of a
Beastman stockade which T'll be able
tor play pames around.

It took a bit of scarching before I
found the materials to make the
herdstone, but apart from a packet of
modelling gravel and a sheetr of
expanded polystyrene, it cost next to
nothing,

The frst step was (0 sort out the base,
As T was using real stones | necded a
sturdy base and started with a piece of
thick card which T cul w shape. 1
wanted the herdstone (o sit on wop of
a mound, surrounded by a ring of
smaller stones, so @ built the mound
up by using a couple of layers of
cxpanded polystyrene which [ then
shaped by using a hot wire cutter. [
was carcful not to touch the wire
because as the name sugpests it gets
very hot (this is of course an elaborace
lic — I burnt my fingers and it was all 1
could do to avoid crying like an ELf).

s T

Paul winces {or should that be
‘mifnices 7t as s army is decimated.

The mound complete, | used a
sharp knife to carcfully cut away
holes for the ring of stones to sitin.
When 1 say ‘carefully’, 1 obvioushy
mean ‘recklessly slicing  through
my lingers' - another plaster

please, nurse. T horrowed a pot of

1 Minotaur £8
3 Harpies £9
2 Gor champion 6
2 Goblin chariot scythes Il
| Gor 5173
2 Orc Boar En}r arms £130

TOTAL COST £2725
(£225 saved from the previous month)

filler from model maker Cwen
Branham and filled in the holes. Then
I set about the task of pushing the
stones in. The filler would help w
make sure the stones stayed in place
and  wouldnt  rip  awav  the
polystyrene. When this was dry [
started the mammoth task of texmuring
the base with sand and gravel.

T wanted o use two different grades of
texture on the base as it was going to
e gquite an expansive area and |
didn’t want it w0 look too uniform or
neat. 5o with PVA gloe and an old
brush at the ready, T got stuck in,

I wanted o add a few skeletons,
shiclds, wcapons and  other
paraphernalia o the  piece,
representing the rophies taken Ivom
past opponents {(and some of the
past  opponents
themsclves), So I
scourcd my  bits
box and came up
with a handful of
bits and picces
which I glued on at
the same time as
the sand. Once this
first laver was drv 1
built up the sand
around the
WEAPODS and

bodies, to give the impression that
they had been partly buried over the
years, When 1 was happy with this
stage T stared w  think  about
painging. ..

The abvious place o start was a black
undercoat and so, with spray can at
the ready, T lefi for the preal outdoors
{every step wartched by my wife, whao
for some reason prefers our carpel
without those pretty  lictle black
patches).

Once the black undercoat was dey T
gave the whole picce a coat of varnish,
This would not only help o hold the
sand in place but as 1 was using
porous rock, it would also act as a
seal, creating a better painting surface.

I thought long and hard about colours
and when I'd recuperated 1 decided
on a light grey drybrushing for the
sand, 1o maich what T've been doing
o the bases of the Beastmen, Dwanted
the rocks and the herdstone isell o
stand oul but still retain a darck,
menacing aspect. T painted them all
black and gave them a very light
drvbrushing of Terracoua (which T had
left over from our previous paint
range}. You can mix this colour using
red with a liele black. All that was lefi
was to paint all the wophies and glue




on the static grass, which would once
again match the bases of my army.

I'm rather pleased with the end
result and hope to be adding yet
more trophics as 1 win more games? 1
plan o add something clse w the
herdstone, bur Il leave that as a
surprise for next issue!

My army itself is looking much more
balanced now and I'm really happy
with it, both the way it looks and its
playability. | have two good solid
regiments in the Gors and Ungors,
and excellent shock troops in the
hulking forms of the Minotaurs, In
addition to this | have a Beastman
shaman, a Beastlond and a small Nock
of Harpics, This month’s purchases
will be paving the way for way for
next month and the models | intend
o gel then, Sounds sinister? Yoo
het...

My purchases this month were one
Mingtaur (o add w my existing
regiment and three ITarpies o
complete my Aock. T also bought one
Beastman  Gor, two  Beastman
champions, two  (Gohlin charioo
scvthes and two Ore Boar Boyv arms.
Why do I want all these little bits and
pleces? 'm not going to tell you, so
there! If you want to know you’ll just
have to  read next month's
installment won't vou?

With my herdstone largely finished, [
wanted to play a battle around it So
I arranged a pame against Andy
Sharman’s High Eblwes. To make the
herdstone a centrepicee of the barde
wie decided to play the *Last Stand”
scenario from the Barde Book.
This was more than a litde
daunting as [ would be taking
1,50 points to Andy's 3,000,

UNIT: 7 (3 PONNTS: N
High Elves are good all round kAo gl weato, ikt and gh! s M it 4 A
troops and have no obvious |0 RALEBE K LRP i g L A
weaknesses. U'd really necd to rall Il;'“ iz B : ‘: : i s ': _; S'::_'
low for the number of turns o }:Illldﬂ 7 > I ; i _1 T 5,
stand & good chance. However, et e 1% T 5 5 E i g
Slaanesh deserted me ar the e ’ e -
crucial moment and we had w (it ke i ] vk
play six turns. Ah. s 4 sl oy e s o g
The: battle started remarkably weell izt
for me — my shaman trned ' - =
Andy's Mage Lord into Chaos UN_]-_I:_*?'“M% : PUINT%E‘)‘
Spawn and this monstrosity spent e A:I::hw band sapre: s bt sy i i
twi turns destroving a sizeable 1:::: i .h;:c;mm e *ml_'_h:f:
Swordmasters unit and  getting Wit § 4 3% ¢ 33 79 EI*
stuck imto some White Lions. Weowr Qangin 6 & ; T ; 4 10 &
Apart from  this, things went
downhill fast, My lack of mobility preeeey
was my downfall as a much more Wihitrs cane fear aed ﬂ-ﬁlﬂ’ 1 S
mobile force outmanocuvred and
overwhelmed me.
Yo just wait until next month -

UINIT: § il POINTS: [§

Sharman — T'11 have your nancy
Elves...
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- A BIRD'S
EYE VIEW

A Wood Elf army by Richard Hobson

LT N M POINTS 44 cre we Arc ﬂli?._
PSS e {101 o titrax |- B4 th.t:r 525.00 to spt_n!i
S S on models and a month to paint
Py e T i i them. Well ian‘.i:.:ln';ng mun:lur less
= 0 A oy my original army list, 1
H—ﬁ%”m‘ — 1 '1 '; g—i ; } F E decided to buy my unit of five
S iR Warhawk Riders. These would
— A = give me some much needed
Fike Viadeawt R speced  and my  opponents
something clse to worry aboul.
Once again 1 chose a simple
UNIT 18 WO £F MOERS P—— colour scheme of greens and
i : browns, The models 1 chose were
smaaupeeeasons a0 waann 4 kbrghow ey -0

armed with spears (because 1

because T had never fought a
Beastman army before and 1 knew
that T would possibly end up battling

awericess i HF Chamen and Naieh 172 Prophetes . 3 SR
:_':“: Mﬁmw s __1 — d ”: - wanted the +1 Swength bonus  with Fat Bloke at some point in the
Vioed B b 7 T P D | when charging) plus one model  future.
e T T e s e oL Senkied w3000 o o w1 e
Hakti e Pechekze & {3 4 1 F 1 3 : N roughly the same army that I ook to
hero, Having painted these, it was the Staff T bt inchided
— T ) ofl 10 war once again with the : PRI ot LV N
! _ : = ; o " the Treeman and lefi out the special
Thi Eeliz misksan ad gaand Beastmen of John-Paul Brisigotti, +h: et 1 declded inclid
PR e SR ARe e o e Sl I asked John-Paul 1o fight me e ECded N0 L ancude
| gt my new Warhawks (1
UINIT: § WYSAERS POINTSSi | | UNIT: 3 S0B FOINTS: I djd“':l think I"h“?'
sveneesarnes il had e =l ore b1 ssmoernarens bl weijon and ongocw ok g1 ‘.i'r"ﬁ'tll be able 10
p— r e Vo O g « w | infliec much damage
TR TV M Wi B & T W I A B BAVE | Bl T T ﬂg_ﬂiﬂﬁ-l Beasumen
T r— T T T N T T Vodfflomee 5 5 5 5 3 1 & 1 ¥ - with Toughness 4
' WorFlamin 5 5 & 4 3 1 7 7 § - and 2 wounds each).
— s iisct up h}rl;jc[ilﬂﬂng
b S s _ - cep  an ertin
e o peehchgy Taksmant Wamaint £+ okrd Uit il posdan a7 ganini _luh.E-Paul admncg
e wmedifed s towards me. With no




: % to-hand LINIT: £ RM POINTS: 7)
5 Wood Elf Warhawk Riders £25 combat, | Sy g7
N ¢ ver oo Mg & Pa
TOTAL COST £25 before have |mowm v w B 5 v w0 a4 woaw
I witnessed |k U B L T
such an |- iy n an]
incredible : S
ser of bad |2 u)r,nmwaﬂgmmmmﬂm
dice rolling B Aepest Tz | et ahack
in a | lak et Gaie 1 Smgtt ind  Togkoez
Warhammer Wil bnemy e | atck
= he
fa:.": ulr; :1 ; UNIT: § VAT WATAERS POINTS: 18
'F;ﬂ.l'i'i.{f tEnt ameounswenrons fand weigon and longhow =W orey Bl
1'{'!]]31 ]ohn- :::“-::I = W w5 T ¥ i aa I:*x‘w
Paul’s entire T ) =
i 9 B 8 3
army bar his L > IS RN
Ingors ran R
e T o lr e off. His T T i
The foode on fobn-Faul's fece says it all. battle plan Watpwatchrs gy domish ard 1l
in Latrers,
missile troops in his army, John-Paul  there was licde he could do to
had 1o close the distance as quickly rescue the simation. He bravely
as possible. My aim was to make this  fought on, but to no avail. UNIT: TRV PONTS: 7
as difficult as possible. So what conclusion can | draw | el “a@rl- B
My whole strategy relied once again  from thist Well that's casy — | ool - e R
on mass missile fire dirccted at my  John-Paul rolled badly and 1 |77 E :\ : E 3 E '—:-—'?.“"Ji A
opponent’s strongest units. 50 the  should not  have won  so o — ' RN
full weight of my longbows were  convincingly, What have 1 learnt?
bought to bear on his Well Paul Sawyer will find out |
chariots (I thought . soon when | fight him and Koy [ 5o o md v 9 momdied o o T
: d 2 wave Tome ek (e 2 and oblce
these  posed  the Barber, Am | worricdr NO! But = = :
greatest threat, with ¥ does anyone know how to kill a
their high speed and Vermin Lord...?
impact hits). 1 just UNIT- 7 WO J.F!.EJ}EEE POINTE W
gl o v o g 0 e ARSE
Treeman ¥ ST s —
stomped i 4 ;‘
in ang %
finished

one of
them off in hand-




FOR KING AND COUNTRY

A Brctonnian army by Richard Gunson

his month I managed to finish off  making a  wial  (including  the
my Questing Knight unit with  general) of ten.
the addition of rwo more Knighis
plus the army standard bearer,

We bave noticed o remarbable
simtlarity between Richard Cumson
and Bis converted pemeral figure,

Also T added a second unit of
Mounted Squires which were

o | P sy o e | 51
oo Lit, B by amte s onlel stz @ 8 Pax3- 08 o centrating on cavalry!

e (nghtly Fhanein T e are concerned, 5o, evin in relatively
e e MW B o5 T ¥ 1 A woww The idea bchind having the  small games 1 always try 1o include
g ract 5 53 5 13 171 & sccond unit of mounted Squires  an army standard bearer for humean
Ingifen. 4 4 4 4 .5 1 4 17 & was two-fold. Firstly I now have 2 groops. The figure itselfl is a Grail
Mooe 8§ 5 0 % 3 1 3 g unit for each flank who could  Kpight standard bearer whose horse

e T e T engage the enemy or chase away [ bent around a little to give the
L e g ——— | skirmishers and  infiltraring impression that it is n:m.gi,l.,g up,

- troaps. Secondly they contribute  ready to flail with its hooves. (As
to my mass of archery - T now  every Bretonnian general knows,
have forty-nine bow-armed tr00ps  eyen though a heavily armoured

UNIT: & MIATE T0RS POINTS: o7
amocea e [t wapy, qe, i 4 e 2 freyf-ff in my army, which shouldbe abig WS 4 Knight with a lance is
Cranrr Rt o cnough concern o lure the  supposed w be the best of your
A T e o I enemy into charge range of the troops, its always the Warhorses that
Nz s 4 ‘3°3 %8 51 317 B Knights (who are obviowsly still  cose the most casualties!)

my principal weapon). Having )

once commanded an Empire  HAVINg taken my army around to a
e couple of stores (it can currently be

e A — army 1| know from  bitter
1o e  sacd -|  expericnce  that  having  a

Leadership of 7 is not enough
when Break tests and Panic lesis

seen in the Manchester Megastore) 1
generally ger asked about two things
— the bases and the banners. So
here's how T do them.

UNIT: & MIHTH 3000 POINTS: i
apsacenwaras [ N'ﬁ.ﬁi'—*.l!-“- b avd nona o Fraygf-flf I add a littde
o Notg o 5 Mounted Squires 515 modelling putiy
TR e L] L L] 13 1 Ll I A L SAVE o T 5 1_-1'_: One O m"c'
Wumisim 4 3 3 3 5 1 5 1 7 2 Questing Kaights 8 heives i a whk
- 1 Grail Knight Standard Bearer 25 then cutr off a
— . TOTAL COST £18 tiny section from
W" B the head of a
-| | (%3 saved from the previous month.) hroom o
_— simulate bushes




or tall grass. | stick this into the puty
ta hold it fem. T put a coat of PYA
gluc over it, then dip the base in
sand or flock, When this is dry T
wash with brown ink, then drybrush
with Snakcbite Leather mixed with
white. After that 1 add small patches
of walered down PVA and dip the
hase in ‘static prass’ — a nylon flock
available from railway model shops.
The whole process is quitc tme
consuming bur I think that the
results make the effon worthwhile.

The banners are sketched out on
thin paper and painted  before
cutting out. 1 use watened down FVA
1o glue the banners or pennants
together, and o get the 'movement’
in them 1 bend the flags around
while the PVA is still wet. Finally 1
shade the banners slightly in the
folds and paint the edges where
they don't quile match. Banners arc
exrremcly important, so 1 spend
time doing them right. COlien a
unit can be made 1o ook
spoctacular with the
addition of an impressive
Nag, drawing attention
away from mediocre
painting on  the
riTiaLUTes.

The army now totals over 1,300
points, so bearing in mind thar Roy
has Skaven T thought I'd get in a bic
of pracrice against the manager of
our Manchester store — Steve. T'd
like to say it was close, but it wasn't.
My army was destroyed in shor
order — T lost 41 commoners and
Squires o 5 Gutter Runners, who
made their way from unit 1o unit,

breaking each one and forcing
Fanic tests from  others, My
wenera]l was a victim  of the
terrifyving Plague spell before he
cven got into combat, and the
remnanis of  the  Questing
Knights ended up Plagned tw
death as well. My only high point
was walching his Plague Censer
Bearers wipe themselves out in a
cloud of their own poison gas.
Wiell, at least Rov hasn't got any
Gruter Runners — ver.

Next month I'm going to bring
the army up w 2,000 points,
which seems like a nice round
number. 'm going to convert
that pegasus-riding duke T was
wittering on about last month —
I've got some good ideas
forming on that one, and I
think I'll add another
sorceress to bolster my
magical firepower,

Richared's awmazing
GFrail Knight Arvy
Stancdord Bearer
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PLAGUE LORDS OF CLAN PESTILENS

A Skaven army by Roy Barber

It is now four months since the
gathering ol the children of the
Horned Rat, and with the help of my
fellow workers-at-arms here at GW,
my army is ar long last taking
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shape. My first few forays onto the
surface world have resulted in
crushing defeats ar the hands of
experienced generals, and the
ratmen  have retreated  hastily
hack w their under-empire to lick
their wounds and feast on the
fallen, Thus, the Council of
Thirteen have met and a new
course of action has been taken. ..

First, a5 general, [ have taken a
good look at my existing army
The bulk of my chittering troops
are Clanrals, with support from a
small unit of Plague Monks and
specialised units such as the
potendally devastating Warpfire
Throwers and  Poison  Wind
Globadiers. My character models
include the wsual command
troops along with more powerful
creatures  such  as the  truly
awcsome  Vermin  Lord  and
Deathmaster Snikeh. OF course at
600 points the Vermin Lord is
difficult to field in a balanced
wame unless the hactle is above
2,500 points or 1 cheat. ..

Looking back at my handful of
battles, the reason for my losses

falls down to the unreliability of the
massed troops once the leaders are
taken out. This fact was brought
home to me on the edge of 4 Chaos
Dwarf's battleaxe in my last banle.
Once 1 lost one unit of troops it
wasn't long before the whole army
turncd tail and fed! 5o, how can T
prevent this? The troops that did the
Horned One proud were the Plague
Monks of Clan Pestilens. Although
only few in number, their [renzyv
ability gives them a good edge in
combat and they more than hold
their own in battle. If 1 had a couple
more specialised troops such as the
Warpfire Thrower and the FPoison
Wind Globadicrs with them, then
they should he ahle to break the
apposition with ease, thus turning
the tables. My main Clanrat unit was
only effective o a point; that point
being the death of the general and
the resultam scattering of my furery
WArTiors. .. Support units like the
Globadiers and Rat swarms all held
their own until the rank and file
scampered away, Cowards!

The Council has thus appointed a
new Warlord and sought further
help from the

6 Plague Monks
6 Plague Censer Bearers
TOTAL COST

Plague Lords at
10 Clan Pestilens.
For my next
£l cncounter the
force has been
12 A swelled with
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f you've always really wanted to lead an
army of heroic knights in a valiant charge

across the battlefield and deep into the
heart of the enemy foree, or command an
elite strike force of power-armourcd
Space Marines against the enemies of
mankind, then Games Workshop is for
you.

Games Workshop stores offer:

* All you could possibly need to take
part in Games Workshop games - a
full range of games, miniatures,
modelling and painting
accessories.

Staff who will teach you how to
play any of our games in the store
(they are enthusiastic gamers
themselves).

Exciting battles and campaigns for
you to take part in every month.

Experienced staff who will help
you with your miniaturc modelling
and painting.

The whole Mail Order range
available post free.

All the latest releases
every Saturday.




CARDIFF CLUB
OPEMING SO0M!

OPEN
NOW!

GAMES WORKSHOP OPENING TIMES MON-TUES & FRI-SAT:

10AM TO 6PM. WEDS-THURS: 12PM TO 8PM.

IN: 10AM TO 4PM

Stores whose addresses are green dre not open on Sundays.
1he stores in shopping centres smuay nol adbere to these opering times so ring the store for details.

Want to krow where your nearest store is and whal's bappening there?
Just fook at this fist and draf in or give them a call,
Shaops with marked ® also bave g Games Workshop Garmving Club, Contact the local store for details!

m
UK STORES
Chack out this lis! of Games Workshop
stores (o find the nearest one to you.

ABERDEEN; Uns 1, 5040 Kirkgeze. Tal: 01224 21251
ALTRINCHAM: Lirit 1, 17 Graftan Siraet
Tel: 061 9295036
AYR: 10 Aren Mell, Sablair focads (behind Floarsions
dopt. siera). lel 012282 610673
BASINGSTOKE: 4 Pattars Walk, wobe Steat
Tel: 012656 LEG060
BATH: 30 Upper Borough Wals. Tel: 012258 272414
BEDFOAD: 17 Grayirars. Tal: 01234 273663
BELFAST: 74 Caste Gour: (owards back of the
cenlng), Tal: $1222 233604
BIRRIMGHAM:
1€ Comparation Srael. Tel 0921 2067630
BLACKPOOL: ¥ Siney Street, "ed: 07253 TSE056
BOLTOM: Linit 25, First Flacr Galey
Tra Shizgale Centre. Ti: 01204 352137
BOWANEMOUTH: 24 Post Clice Foad.
Tel: G1agR 316962
BRADFORAD: & Broadway Tee 07274 738353
BRENT CROSS: Lni! P& Lower ral Iresnr Sonwizds),
Brart Cooes Bhopoing Candre, Tel: 1181 20244979
BRIGHTOMN:
7 Mie Paviicns, Mils Straet Tee J1273 203333
BRISTOL: 13 Beuas Wiar Tel: 0117 9251533
BROMLEY: Lirlt 8, The Mal, Bromey, <en!
Tri: 147 A 8
CAMBRIDGE: @ Ardye St Tal 01223 313350
CANTERBURY: 5 -on 3ar Lare,
lal: 01227 452850
CARDIFF: 31 High Sweat. Tal 01222 644517

CARLISLE: 2 Tar's Lane, Lowsner Siregt
Te 01228 388214
CHELMSFORD: Unit 42, Phasa |, The Masdzws
Shappng Certe, Gha'mstord, "el: 37245 495045
CHELTENHAM: 16 Fitvile Strant. Tol: 01228 203415
CHESTER: 112 Foragale Streel. Te: 01244 311867
COLCHESTER: £ Shanl Whra Sweal.
Te- 1208 767274
COVENTRY: Linit 59, Uipper Lavel, Cathedral Larea
Shapping Candra, Tek 01203 227311
CHAWLEY: '1 Broadway. el 01285 552072
CRIBBS CAUSEWAY: Linit 1251 ines= to MES),
lavel, Tha Mzl al Criskes Causcway, Brstal.
Firg Bisto slove on 0117 3251533 ‘or delails
CROYDON: Linit 3t Dnarmond Cenira {oaiside &1 tha
back al Sux cenire), Keehey Road, Tet 8747 S804600
DERBY: 42 Sadlar Gate. Tal: 01312 IT1857
DONCASTER: Uit 10, The Colcnnades,
Tal: 01302 320635
DUDLEY: Uil 38, Mary Hill Gartn,
Lualey. Tel 01334 £61373
DRINDEE: * 14 Comeneerial Straet. Tel: 01382 202338
EALING: 5320 31 Savizus Ml Shoesards lace of thn
cantre), Ealing Ecagway Carte. Tel: 0161 3400771
EASTBOURNE: 13 Terminas Hoad. Tal: 01325 541423
EAST KILBRIDE: 4 R ghead Gas
fal the bazk o MAS). Tel: 01358 222260
EDINBURGH: 38 High Sireet. Tal: 0131 2206540
EMNFIELD: 3% Genedn PoasTe §187 2633238
EXETER: 537 Prncess Hey, Tel: 01332 490406

@ GLASGOW: 86 Queen Sueal Tal: 0141 2253762

uppar

Brizry Hll,

GLOWCESTER: 35 Glarenca Srael.

Tel: 01448 L040EE

GUILDFORD: 17 Tunsgate, Too (1483 251763
HAMBMERSMITH: 161 <ing Slrea, Tel 0181 B2E0744
HARROGATE: 22 Eadlsh Sireel Tel: I7£235 S64510
HARROYW: 246 Station Hoaz. Tel: 04187 861 2350
HEMEL HEMPSTEAD: 16 Brizga S1.

Tel: 07 &2 225752

HEGH WYODMBE: Unit 29, Tha Bakomy,

The Octegen Genira. Tal: 01484 551484

HULL: 3 Paagon Swrast Tel: 1462 SHO576
IPEWICH:2nd Flcor, Dabanhams, Wateroo Housa,
Ted 01473 210021

B KINGSTON ON THAMES:

A File Foad, Tre: $181 p2gairaa

LEAMINGTOM: 22 Pars Sl Tel: 01926 435771

LEEDS: “2-1E Canta Rosd. Te! 0113 2422634

LEEDS (WHITE ROSE CENTRE): Link 280 {near

Jetwernarns), While Rose Candra, LEeIs.

Tel 0113 2723470

LERCESTER: 1620 Bilver Streat Tel: £116 Z5305%0

'- LINCOLN: Urit SUA, Salbargabe {on oulsice of
sda Contre). Tal: 01825 L-H]I,‘l:)f

LI'I'EHF"CI'DL AT Lovd Streal Tol: 0051 2681404

LONDON (CENTRALE: Unt Fr0,

The Plara Skazpng Cantre, st floor, 115-123 Cerord

Sthet Tel: 47714 260839

LOUGHBDRADUGH: 22 Sigein Seal

Tef: $1509 236107

LLUTOR: 12 Pare Streat Tal: 07582 417474

MAIDENHEAD: 2 Glandy Hausa,

33 Kirg Strest. Tel: 09823 627354

MAIDSTONE:

Ui &, 1% Pudzing Lana. Tal: Q1622 877435

@ MANCHESTER: 5070 Marsden Courl dkwar leve

naer Argosl, Amsae Cenlre. Tal: 0161 3348671

MEADNKWHALL CENTRE SHEFFIELD:

21D High Sreet, Liaper Mall (e o entranes near

Boate). Tei. 0174 2563636

METROCENTRE NEWCASTLE:

Un= B14, Frst Floar (npar tha Medierrarasn Village,

Tarl: 0161 46703950

MIDDLESBAOUGH: 33 Cuadas Stresl

lat H18642 254001

MILTON KEYMES: Liait 2, Wast Erd Sxienson, 504

Silzuy Suuavarg, Millon % Shopping Gerdre jon

cuizide of cantne e W Tel: 37304 AT

NEWCASTLE: 83 Glayton Straed. Te. 01842 322418

NEWPORT: 25 Sknner Streot. Tel: 01633 26205

NORTHAMFTON: &7 The Friary, Upper Loved [near

Sainsburys), Grosvenar Centra, Tal: 01604 635687

MORWICH: 13272 Sxznange Stest Tl 01603 THTESE

# NOTTINGHAM (GENTRAL): 54a Friar Lare,

Tel: 0115 B480551

@ NOTTINGHAN (HO): Games Workshaz HO, Willaw

Finad, Lenbon, Kalirgham [ Contral TV shdios).

lal: 0115 9168410

OXFORD: * A kaw Inn, Hall Streat. Tal: 01855 242182

PETERBOROUGH:

5 Wentweorlh Streal. Tal: 01723 BA0052

PLYMOUTH: 34 Corwall Sarest. Tel: 07752 25412+

POQLE: Uril 12 Tange: Ceatre

Hign S2reat Tel: 0202 BASGE4

@ PORTSMOUTH: 34 A-uncel Sieal.

Tiel: 01705 ATE26G

PRESTOM: =5 Miler Arcade. Tel: 01772 821658
READIMNG: Unit 3, Chagpside. Tal: 718 953323
RICHMGND: LI 8, Wastminstar Housa,

Kaw Road. Tal: 0181 Bebg | g2

ROMFORD: 12 Quadmnt Arcade. Tel: 01708 742140
ST ALBANS: 18 Hedilage CTlosa,

Hgh Sireel. Te. (1727 851123

SALISBURY: 1b Wirchsster Street. Tal: 01722 330855
SHEFFIELD: 16 Farsilizm Gata, Tal 0114 2750174
SHRAEWSBURY: 2 Srivge Strecl, Tel: 01743 3GE2007
SLOUGH: 107 Hgn Street Te. 017313 5T5E7S
SOLIHULL: E20 Waraick Hoaz. 12l 0721 7057937
SOUTHAMPTOM: 73 Fast Srast

Til: 31704 X31982

SOUTHEND: 12 Sautnstunch Reas.

Tal: @* 722 461231

SOUTHPORT: Unit K2, Marble Place Shopping Cantra,
Tal: 01704 501255

STAIMES: 52D Elmeleigh Contra (at back of M&S),
Ted: 01784 480875

STIALING: '« Bamicn Strest Tel: 01788 $48263
STOCKPORT: 32 Memsey Bquam. Te: D181 4040887
STOKE ON TRENT: 27 Sualfond Sireel, Hanbay,

lal: 0T 7a2 205287

SUNDERLAMND: ¥53 York Sireat, (st off the hign
snnesnl near MES). Tel 0091 SE7 2646

SUTTON: Lnil 28, Upper Mall,

Iimes Square Srocping Centra. Tal: 9181 7708454
SWANSEA: 44 Princess Way, la© D170 53560
SWINDDON: 17 Flend Stmat Teo 00793 Z36536

@ THURROCK LAKESIDE: Linit 415, Lavel AFcad
Court, Thurmize | acaside. Tel: 31704 860153,
TORGUAY: 12 Karked Serect Tel: Q1800 207036
TUMBRIDGE WELLS: 44 Carvlen Road

la': D892 5257ES.

WALSALL: Od Square Shoppng Sartra

Tid: §1922 725207

WARRINGTOMN: Un 20, Trme Sgaam (near Carrg's).
T&l: 0* 925 ES1584

@ WATFORD: Jnit 214, Harlaguln Centre

Quears Foad. Tel: 01823 2453406

WINCHESTER: 6 57 Georges Strest.

Te!: DIGED 88 01899

WOKING: Urit 3 Clesary Court, Tal: 07483 FAG7L
WOLYERHAMPTOM:

Ll 98, Kandar Cantre, Tal: 01902 310466,
WORCESTER: 4 Charlas Sragt Tel: G1905 616707
YORK: 132 Lendal. Tel: 07954 G2E074

IRELAND

ELANCHARDSTOWN: Unt 245, Tha Blenshadsiawn
Careng (near tha yellow enrancs), Go. Dualn,

Tel: 07 022 3063

DUBLIN: Un~ & Lower Lilley Streel, Dablin 1 mefand
lal: 01 8725731

DENMARK

COPENHAGEN: FREDERIKEBORGGADE 5,
Tal: ++ 33 12 2217

NETHERLANDS

ROTTERDARN: Vak OLDENBAAMNEVELI PLAATS 452
Tie': = 102 BOG 263
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TOM BRENNAN’S CHAOS MARAUDERS

Tom used an
ancient ‘Thrudd
the Barbarian’
model (an old
White Drwarf

5 Chaos Marauder army for this
year's Staff Tournament. He decided it would
be & Chaos Warrior army with a difference

army of Chaos

Warriors or Knights,

Marauders with no <

Chaos Marauders are

pretty cheap compared 1o these elite fightes
and therefore you can have lots of models!

comic ch

from nearly ten
YEATS dgo) as his
general. The

bomnd
WAITIOr is
maounted on a
Juggernaut and
is ideal as the
army’'s general.

At the time there were no Marauder models
available, so he decided to convert the whole
army from old Chaos Thug and Norse models!

This is Tom at the Reading store’s recent
‘Rbanea Dandra’ 40K bartle day. Here
wling that wearing Chainmeaif
g an axe and band flamer is
| cirt everydo) occurrence. .

The Chaos chariot was made from a
combinarion of parts from Grom's
chariot and the new Goblin chariot,
pulled by two Unicorns (minus their
horns).

The army was a runner-up Best Army
at the Stafl Tournament. Not bad for
two weeks work!

Check out Tom’s army at
the Reading store and
look out for more great
armies from our stores in
coming issues!

*+ STORE ARMY OF THE MONTH « STORE ARMY OF THE MONTH -
S 1 i
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2nd & 3rd May 1998

. Van Oldenbarnevelt Plaats 452, Rotterdam

| From the Central Railway Station turn left, cross the road and head down Karel

Doormanstraat. Follow the road down and turn left into Van Oldenbarnevelt
Plaats. Games Workshop is a few metres down on the right.

For more information, call the store on:

++ 102 800 268

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

i j -y

FE B

| Buy three blister \h IR0
~ packs and get )

the one with the ﬁ ,J

& lowest price

<"  FREE!
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From the deep darkness of the Northern Wastes come
regiment upon regiment of ferocious warriors carrying
cruel weapons of war. Towering over their
buman comrades, monstrous creatures crush

path, the earth shaking with each beavy foot-
Jall. Led by mighty Champions of Chaos, the foul
minions of the Dark Gods march, bent on the
destruction of the civilised world.




The call to battle has been sounded at
vour local Games Workshop store for
Saturday 2nd and Sunday 3rd May.

Will you pledge allegiance to
the black banners of Chaos
or dare you stand against
the rising tide of evil
g with the forces of the
T mortal realms?

All you need to do

to take part in this

titanic *Bring and

Battle clash is talk

to the staff in your

local GW store for

more information and

then turn up on the day

w1th your miniatures!
sy, eh?

Get down to your
local store and check
out the awesome, new
Champions of Chaos
supplement available

this weekend!

SUNDAY 3RD M

GAMES WORKSHOP
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GAMES WORKSHOP
TRAINEE MANAGERS

Due to the continued growth and expansion of the Games Workshop retail chain,
we urgently require outstanding individuals to operate within the store management
structure — both in the UK and Europe.

If YOU have:

* High motivation, drive and energy
= A passion for the Games Worksheop hobby
» The ability to relocate within the UK or Europe
* A burning ambition to succeed
* Man-management skills

Then WE can offer you:

= Rapid career advancement
= Opportunities overseas

= Good basic salary
= Staff discount

= Excellent training and development

Applicants should be aged 18 or over and send their details to:

Stuart Martin, Head of Retall {North), Games Workshop Lid,
Willow Road, Lenton, Nottingham NG7 2WS.

All successful applicants will be acknowledged within 14 days




'SPIRIT OF THE GAME

by Dave Cain

Once you have played Warhammer for a while, you will know that
some people play to win and do everything the rules allow to ensure
victory. Others like to play for fun, and don’t mind if they lose.
Dave Cain makes it very clear which he prefers (and a few other

according 1o histerians, it has something to do with an
unpleasant Dwarf who loved o beal people at dice games.

This is not to say that before the word “beardy” arrived there
wire no such players. On the contrary, compelilive games
between two players have always brought oul the worse in

Plave from the battle
report in last manth’s
White Dwarf when he 3 ; 5 X
ed the Cliags Warriors ~ PeOPIe stick in their oar, too).
to victory, and those of _
you with peod I think the single most
wemorfes witl recall crucial factor in playving
Hy Wond Efves” samcs of Warhammer is to
sueress against Gordon make it fun for both
Davidson’s Ores and players. However this will
abling. On tap of all not happen if one of the
this, he was 1995 players continually picks Eome peaple.

Warhammer Grand holes in the rules or

Champion (and he’s attempts oo bend the rules
one of my best friends, in his favour. Another way
although if oy nothing tn.rui M a game is 1o WWIm up
to do with the fact that with an army that has heen
he works for a well created by lwisting the
knawn brewery, no, no, armyv lists o produce a
na... - Panl Sawyer). force completely at odds

with the background of
that specific race,

[t really all comes down to what kind of game you like, Do
you want to embrace the spiril of Warhammer and have a great
time (even if it means you might lose) or are you just out to
win, regardless of anything else? Hopetully I can pemsuvade
vou to opt for the (st oplion.

Those of us who have been playing Warhammoer for more time
than they care to remember have seen a lol of changes over the
years and one of these has been the use of a new term — that
of *beardy”. As I see it, the meaning of this term is:

“Somecone who pushes the rules (o the limil or does not adhere
1o the background image of their army.™

Rick Priestley, who designed che game, has his own definition,
which can’t be printed in a fomily magazine, but his second
definiton is;

“Sormeone who is more interested in playing the rules than
playing the game.”

The origin of the word “beandy” is lost in the mists of time, bu

The primary purpose of Warhammer is to ensure both players
have: 4 really cnjovable time and the vast majority of players
do take parl in this manncr. However there is always an
minority who do not,

OIne of the problems when listening to complaints of ‘beardy”
Play is that it is a very subjective criteria. What is a fair and
Balanced army (o one player can seem totally different (o his
apponent. A player checking the rulebook to clarity a point

If someone cheats
or ‘bends the
rules’, they only
ever play me once!

— Robin Dews
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can be undairdy tagged with a bad reputation if his opponent
sees this as unsporting. Also, the complaint of a ‘beardy’
opponent is commonly given by a player to hide the lact that
he played badly and lost.

Beardy hehaviour can be split inlo lwo rmain arcas. Firstly
there is army sclection, with plavers admitting their opponent
wis 8 mice enough guy but boy did the army he play with
gtink! Then there are opponcints whose armies were okay but
conlinually spoill the game with plcky rules questions and rule
bending. And of course some display both of these unwelcome
traits.

JERVIS BAYS:

When a Warhammer
general recounts whalt
happened in a hatlle, he
doesn’t just calk about dice
Tolls and movement
distances, he will uze ‘real
1o’ language: regiments
charge inle combat, heroes
chop down their eremies,

i boll theowers cut through
ranks af men, and so on. Such excitement 1s bought at a
price however, and Warhammer's Mexibilily and
colourful detail means that the rules can’t hope to cover
every situarion that occues in a game — and nor should
they! If you want a game that can teldl a story as vividly
as any found in a ook or film, then be ready 1o play
Warhammer in the right spirst or got at afl,

ARMY SELECTION

What constitutes a “beardy’ army is highly subjective.
Hovwever there are a nuiber of guidelines I think vou should
follow.

The Warhammer Armies hooks are wrillen 1o allow plavers as
wide a choice as possible in sclecting forces. This was done o
free up plavers and allow for the construction of themed
armies, for use in scenarios and the like, However this does
allow certain individuals to produce armies that ame created
simply (o win games, with oo credence towards the charscler
of the race il is supposed w represent,

Wood BIT forces are repowned for their archery and so fielding
an army with no archers just does not sil fght with the

"Ha! With the Book of Nagash, the Forbidden Rod, a
Healing Potion and the Toial Power card hidden up my
sleeve | con'’t possibly fove ™

background to this race. The polent imagery of the Undead
leatures shambling hordes of Skeletons and Zombics stowly
but inexarably crossing the battleficld. S0 using nothing bul
mounted Skeleton horsemen and chariots again undermines
the rich heritage of the Warhammer world, Skaven armics
with no Clanrats, Empire armies with no Halberdiers — the list
gocs o1

Now under the right circumstances, there is nothing wrong
with these aforementioned forces. In sconarico games, such
armies may well be appropriate as che scenario often diclales
the forces to be used. This is fine since the ground rales of the
seenirio should balance out the two forces in some way. Such
armies coukl also be used in “standard” friendly games as long

Standard of Shielding.™

3. Play with Orcs and Gollins,

GORDON DAVIDSON'S PEARLS OF WISDOM:

1. Never play gits, People whe upset you are likely 10 put vor ol forever
2. Agrec limitations belorchand. Personally | abways play with no mere than one special
vharseier allowed and a 10K magic i Hmil with none over 50 points,

3. Keep your games fresh by agreeing not (o bring your best unils every time eg. I won'l bring
my Savage {hrc Boarbuoyz with Shaman if you don’t bring your Dragon Knights with the

4. Gel oul of the habil of bringing the same magic items every time,
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as your opponent s forewarned that your force will be
based around a theme,

Therefore a Wood EIf force based around the Kindred
of Equos would have a much greater than normal
proporiion of Glade Riders and Chariols. A similar
farce ol High Flves would be based around the High
Elven state of Chrace.

Of course, there is no poinl in divulging the exact
details of your foree, but vour opponent shoold al
least know the theme on which you are basing your
army. After all you are unlikelv 1o get a fun, well
balanced game if your opponent is expecting Lo meet
a well balanced army with 2 good mixture of archers,

Andly Sharmman — the
warst beavd of all?

ANDY SHARMAN'S VIEW:

I have plaved against people who
aclually haven't read the
background scolion of their Armies
back. They ook af the army Hst
anet special rules and thats ! Not
only does this mean vou can’t fully
understand the chavacter of your
arony, 1€ 15 a complete waste of all
those brilliant slories (not to
MM, YERIE Troney),

foor troops, some cavalry, cle, and is instead faced
with nothing but fast cavalry and chariols,

A good player is one who knows how to
get the best out of very ordinary troops.

JIM BEUTLER'S
ADVICE:

1. Using the ditferent
stenarios in the Warhammer
Baitles book often leads to a
better game.

2. There's no point lrying o
desien an “unkillable
character if your opponent
can win the game without kitling him,

3. A Warhwmmer baitle isn't a game of chess, i’ a story,
As long as the story is exciting, it doesn't really matter
whi wins. If you only enjoy playing when you win, you
are never going o gel the maost out of the hobby,

— Nigel Stillman

Some players will argue that “warning' their opponent like this
reduces their chances of viclory. However 1o me this smacks
of oving to win al all costs. [n any évent, the outcome of a
well balanced game will, barring catastrophic vagaries of the
dice, ultimately come down on the side of the best general.

By working the army lists e produce an outlandish army that
i chosen simply (o maximise the chances of viclory, vou are
depriving yoursell of that claim, You are not showing yoursell
1o b the best general, only sneaky sl sclecling armics.

The: most requently encountered method of *working' army
lists is to include large numbers of elite regiments, or exclude
regiments that may not be uselul against cermin opponents.,
Although in small measures this is aceeplable, bul when taken
to cxtremes the resullant game suffers.

Thus are born Dwarl armies
featuring predominantly the elie

Iy Dave veading Nigels army list over iy showlder? Surely not

Iron Breakers, Long Beards and
Hammerers or Empire [orees
composed of mainly Knights and
supporting cavalry.

Armies including large
proportions of war machines or
monsters should alse be restricted
to  scenarios anmd  the [like.
Speaking from experience, lining
up against six Repeater Belt
Throwers or three Grilfons does
not make for a fun game!?

The other major area  that
cnoourages arguments between
plavers it that of characters. s a
common  miseonceplion that o
win Warhammer battles, a playver
needs 1o lield powerful character
models. The creation of all-
conguering heroes has become
the ultimate goal, regardless of
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whether the selection of magic items arc appropriate to that
race. Certaln magic ilems have taken on an abmost compulsory
slatus, w0 that is the exception o lind 2 game not feamring
items such as Book of Ashur Crown of Commond, Black
Armeler and Poron of Strengrh,

Although anly a minority of items included in the Warhammer
Magic supplement arc limited to one race, there are items
which are clearly more approprate o certain races than
others. Magical bows and instruments would be favoured by
Wood Elves for example, while Ores and Goblins would opi
for cruder weapons for uss in close combal.

Al last year’s Grand Touwrnament, Jervis Johnson introduced
the Vero rule which was almost universally accepted as a big
slep forward. This rule 1s covered in White Dwarl 212 but in

Andy nermally Andv when he plays
wirlt @ Chaas aray
When Andy Chambers plays,

he REALLY gets into the spirid of the gmilf:.

summary it means that hoth players reveal all their magic
itemns at the start of the game (although not whe is carrying
them) and can prevent their opponent {Tom using One OF mors
ilem, ‘paying’ their opponent a victory point for each one
vetocd in this way.

Do not bore games designers with dire
combinations of magic items, lest they be
tempted to abolish them altogether.

CAV THORPE’S
SPIRIT OF DWARF
ARMIES:

[, Never, ever lake ablied
wizards!

2. Mever, over take
raonsiers, aspecially i vou
have STavers in your army!

3. Always take Bone itetns,
and f you really want
something else, only ever take the magic ilems from
the colowr pages in the Dhwarl ooty Book,

4, “Swealth Gyrocopters’ are silly, Lets pot be having -
any toone, sh?

5. Come up with pames for your regimants and
characters (my Cleneral is Throbbi “Dragonaxe’
Dirakkae, what's vours calledT)

6, Remember gnollengrom, or everyone will treal yon
like a wazeoch with a kvt problem (Gav sayy oaly
truly dedicated Dwarl players will uiderstand this one
= Paul Sawver i

— Nigel Stillman

What this achicved was to inhibit players fron using some of
the more obvious items in their armics and in cffect levelled
the playing ficld. So tactics like Slann Mage Priests with the
Crown QF Commgnd, Level 1 Chans Sorcerers on Flving
1iscs with the RBlack Gem OF CGnar, and wizards with the Rod
af Power or Boaak OF Ashier could be prevented and resulled in
a less pimmacky and more tactical game being fought out.

I you and your normal opponent never see eve Lo BYE OVer
whal is or what is not “beardy’ then vou could do a lot worse
than to use this rule to give each of you a chance o balance
oul the other's Toree.

L‘ '__; 3 L

If you are argwing whether o undt i an eighth of an inch out
of Fange, then yvou are waking the game much to seriously,




If bodh players move away Trom powerlul characiers and
instead copcentrate on regiment play, there is less chance of a
single crucial combat deciding the battle, and a morc
enjoyible, close-run game will ensue. And selecling magic
items more suited to your army’s background, rather than
simply chosen for their effect, muy well give you an edge if
your opponent is expecting (o face the norrmal batch of magic
irems.

The Forbidden Rod
should be.

— Paul Sawyer

Healthy divcussion ix all very well, Inat
don't let it turn inte an argument.

WARHAMA

TUOMAS PIRINEN’S
ADVICE:

1. Read the background
seclion of your sty buok
and stick to il when
designing your armics.

2. Mever do anything that

wou would find unfair if
playing against it yoursell,

3. Remember the Grst rule of
Warhamimer — Having fun is
the muost mportnt thing!

8 s wat2cdd,

Turmas is arvesied
Jor passession of an
affensive army lisn

And il the worst comes 1o the worst and you lose to the
general with the Frost Rlade and Povion of Strengeh riding his
Emperor Dragon, you have at least won the moral high ground
by sticking wilh the character of your army!

Then there are Allies. How many times have vou seen Dwvarfs
aided by High FIF Mages, or the forees of Chaos supported by
the massed ranks of Dark EIf repeating crosshows, Then of
course there are the Hobgobling attached to Ore & Goblin
armies, and the Empire’s fines| greal cannons providing some
backbone for Wood EIf forces.

Moat Tournaments ban allics ouliright and even in friendly
garaes their use should be kept 1o a minimom. The use of allics
i once again best kept for specially crearcd scenarios where
their inclusion can he planped and their effect balanced out,

Further thoughis on allies can be found in White Dwarf 207,

Graham is a member of Beards Anowvmons. e hasnt
featrded now for twe weeks and four davs.

. have. This wasn't sneaky — it was fun! And yes, we liked

GRAHAM DAVEY ARGLUES:

While T agree with a lot of the points in this article, 1 have
tr comment on the subject of choosing amay lists. T learnt
lo play with a group of gamers who always picked their
arrnies specifically to win their next game. Tt was part of
the challenge to fry K get the drap on your apponent by
coming up with an army he wasn't expecting and that
would work well against the frovps you thought he would

b win, but nobody got upsct if they fost,

O eourse this only works because everyone in the group
knew what to expect. To be considered a fadr plaver the

imporiant thing is to find owe whar your opponent expects
from the game, and make an effon not 4o disappoint him.

S P RS ¥ RPN




SPORTSMANSHIP

The other problem vou may encounter is bad sportsmanship.
Given that the majoricy of Warhammer players are inlo the
hobby e have an enjoyable time, rude and unpleasant
behaviour is fortunately & scarce gccuTTence.

In Warhammer, there is an almaost infimite number of situations
that can occur, not all of which can be covered in the Rule
Book and White Dwarl Cueslion & Answer pages. However
this complexicy is one of the beauties ol the game and is not a
problem il both players use common sensc, patience and are
prepared o deal with rules queries in a frendly manner.

Tor avoid arguments both players should discuss what cutcome
bizst fits with the spirit of the game. If all else fails you should
dice for it!

Players who have regular opponents or belong to a Games
Club should consider pulting wegether a set of House Rules
that they all agree to abide by, This means thal common
gueries are discussed aller games have [inished and the agreed
solution is recorded and used as a relerence should a similar
gitualion arise again.

By ils very nature, such a list can grow quite large, depending
on the numbers of players in the group. But as it increases in

ANTHONY BATH
SUGGISTS:

Muaking themed terram for
YOUT ATmY IS 4 grcat way (o
gel inlw the background and
spiil  of  your  army.
My  Bretonnian  Kmights
wezularly defend a Grail
chapel, sumnoon their men at
armi from the local tavemn,
and  sally forth amengst
wionded copses of the realm.
With ihas themed look to the
armny and the battlefickd, it s
enay 1o think of the battle as a
sLOTY and invenl sCenarios.

Anthany s yet to
Broe: a beard (or
EVEIT XN SHEvIng -
Paed Sawver),

Adrian and Nick Davis disagree over g ridey point in a recent game. As vou can see, |

Playing apainst an oppenent whe constantly guibbles over
the exact letter of the vules car be very frustrating.

If you are arguing
about it then it’s

not worth doing it!
— Andy Chambers

size, it allows you to deal with these events consistently and
preven| more arguments,

Sorme common Heuse Rules and conventions include the
following, but each individual sel can cover any situation that
your group wishes:

= Pick your army Lo just under 2,000 points.

= Mo allies to be used.

)

-

hey discusy

the problem in a calm and friendly manner, until Nick realives that Advian way rdght all along,




* Poison weapons do not count their bonus (usually
Strength) against war machines or Undead.

= Models within 87 of an enemy which is hidden
oul of sight can still march move.

= LInits that completely wipe oul their close combat
oppongnls but stll lose the combat do not need (o
take a Break test.

= Weapons described as ‘kill outright if they canse
e wound” only count one wound lowards
combal resolution,

and so on.

Hewever it 15 inevilable that players from differem
gaming clubs will have different ideas and
conventions that they play . This is exageerated

Adrran doesn't get
aimeyves with Beardy
apponents. He gels even,

ADRIAN WOOD'S
WARLORD WISDOM:

1. I you coflect Orks, vou should
think like an Ork, behave like an
Ok, [1zht like an Ork!

2, Make sure you find out what your
opprnent wants from the game,
before you start. If he wants a close
fought, balanced zame and vou
procanieE bem inee the ground with a
beardy army, he won't want to play
you again, Have you really won?

when players from different parts of the country, or
cven the world get together o play Warhammer —
which usually ocours in the form of wurnaments,

Here il is even more crucial W play in the spirit of the mles
rather than insisting on the actual wrtten words of the
rlechook itselt. So lets see less of the following:

+ Shooting with some units hefore declaring targets Tor all
missile regiments.

» Targeling all war machine [ire at characters within units.

* Deploying war machines in impassable ermain,

* Checking up on your opponent’s troop characleristics,

+ Insisting vour apinion of a rules query is always correcl.

No doubt we can all recall playing against an unscrupulous

opponent who tried to bend rules to his advantage in an
atternpl o win at all costs,

But remember it is far hetter to be considercd a friendly
opponenl than it is o be 4 winner of games, Picture the tvpe
of opponent vou would like to play against and model your
o approach on that.

S0 the moral is o pick a balanced army and play in a cheerful
manner. I'm sure if you do, the gods will smile on yeu and
vour dice will alwavs come up Ge And il they don’t, T have a
few loaded ones that will!

Nigel Stiflman is well known for
playing in the spirt of the game,
This i his personal opinion of (he
ultimate spirit of warzaming.

* Pick your army o just under
2,100 points.

* Write down the roster and never
amend it again.

* Make sure it fits the background.
* Collect and paint the anny, give it
three coaty of eloss vamish then
never pouch it with 4 paint brush

Again.

* Give every characler and

regiment 3 name.

= Do not even possess Cxima o
alternative unis, just stick with
whial you ve gof

= Make a corrying case that [its the
aemy exactly.

* Figh every baltle with the same
arerly and never change anyihing
in it i

= Fight in big games with just your

2004 points, and Lo hell with (he

* Mever vary or change your aroty
i any way, resist all lemplation,

« Model every magic iter on the
churaeler who carmies i Ao matier ||
what 1t is.

« What you see in the army is what
vour el — take this lierally. i3

= Always give your opponent the
benelit ol the doubt,

= Who cares il all your opponents
know your army composition by
heart?

= Let the only surprises be your
deplayment and your taclical
THOVES, !

= Shrug off defear, learn the lessons
and keep on praclising, play for
the fum of playing,

= When vou win, the excellence of
wour feneralship will be beyond
choul. &




SOMT. SAY that the Black Library is
tie ove tean @ legend, an iffuston
created by the mysterious, mercurial
Lldar. Otfiers, though they talk in
fushed tores, swear that they Know the
location of thie place. Some even claim
that they could travel the Webway and
bk you Hiere, for a price.

The truth of it is that only a fandful of
Fagmans fave ever Knozen (85 co
ordinates, and of those, precious few
understood the full nature of the darf,
secrets witich furk soithin e ancient
tammes lining its endless rows of over-
burdened shefves. Or at least, that is,
il now

ere af the Black Library, we all

frrowe that the Warhiammer universe

is real. From the vastness of space
{¢ the blood-sodden batdefields of
Bretonnia, there are actual, living heroes
and armies fighting for their lives. Tor
vears Carmnes Workshop fans have been
recreating these epic struggles on the
tahletop, through games of Warhammer
and Warkarmmer 40,000, For some of us,
that isn't quite enough, oh no! We want o
know more. We want the gory details. We
want every last scrap of knowledge about
the heroes, the villaing, their allies and
enemties, their viclories and defeats, And
more besides...
S0 nevw, finadly, the Black Library has
opened its mile-high, metal-bound doors
Lo bring you amazing stories and comic

FROM OUT OF THE DEPTHS OF LEGEND, THE MYTHICAL
BLACK LIBRARY HAS FINALLY OPENED ITS ANCIENT
DOORS, IN THE NEW FORM OF GAMES WORKSHOP

PUBLISHING. HERE'S JUST A GLIMPSE OF SOME
OF THE TREASURES TO BE FOUND INSIDE...

alrips telling moere tales of these hereic
characrers. Enter the Black Library if vou
dare. ..

WHAT'S ALL THIS THEN?
The Black Library is the imprint of
Ciames Workshop Publishing, a brand-
new part of Games Workshop, set up
specially to produce stery collections,
culaways, campaign maps, comic srips
and all sarts of other publications which
really bring cur worlds o lite.

WHO IS DOING ALL THIsS?
The GW Design Studie employs a
veritable army of writers and artists, who
beaver away on new games, supplements
and, of course, your very cwn White
Dhwarf magarine, They are much too busy
to fit anything else inte their lives, so the
Black Library has oo aperate in a
completely different way, There is not a
single artist or writer working full me
for the Black Tibrary, deliborately ao.
Every story, coanic strip and piciune
presented in Infermo! or Warhammer
Monthly is created by a froelancer
somewhers our there in the “real’ world —
from as far afield as Australia, Canada
and Whitley Bay.

The reason for this s simple. The Games
Workshop style, as depicted in the
mulebaoks, on box covers and so on, has
grown and developed over the vears inm
a recognisable look. But that is jus! one
way of porlraying the real Warhammer
universe. The writers and artists who
comiribute to the Black Library, however,
are chosen for their ability (o bring a new
slant on things, to depict Space Marines
or Chaos Warriors in new styles. How
offen have vou locked al Judge Dredd or
Spave, say, and thought howr awesome it
would be b see the heroes of Warhammer
or Warhammer 40,000 portrayed in such a

fashion? That's just what the Black
Library is here 1o da.

This iz the Black Library™s mission;
bringing owr worlds fo fife. Here's
Black Library head honcho, Andy Jones,
ta explain further.

“If you think of the Warhammer worlds
as real places, then the army books
pravide the history: cast in slone,
unchangeahle. Our freclancers have to
follow cthose guides and then use their
own styles and ideas to set stories and
pictures within these worlds, 1 is a bit
like how the Sharee novels are Hetional
hut set within a real history, You know
that Sharpe is never going to drive a
BMW, invent a time machine, kill
Mapoleon or be crowned king of Peru.
So long as he doesn’t change history
theugh, he can have all sorts of
adlventures. Grundhelm, Gilead, Gaunr,
Grimcrag and the ather heroes from the
Black Library are just like that -
exciling heroes having amazing
advenmires in the Warhammer and
Warhammer 40,000 universes. They are
never going o kill che Emperor, banish
Chaos forever, stop Dhwarfs obscssing
about gold or in any ather way change
the history, but they do get up 1o some
nail-biting and harrowing scrapes.”

So what exacely can you find in the
Black Library? Try these for starters. ..

INFERNOI!

Everyone will probably he familiar with
Inferna! Wy now. The funny-sized, half-
bookhall-magarine has been thomping
onta the shelves at the starl of gvery
other rmonth for almost a year now.
Tnicially, it must be admitted, it was
something of an experiment — a tog In
the water. The Black Library wanted 1o
see whal the response of GW fans
would be to the very idea of short



storics, comic strips, cutaway diagrams
and w0 on. The reselts have been mare
than eneouraging, and there 15 now o
sleady Tollowing for the magazine. So
much 5o, in fact, that popular characters
auch as Gaunt’s Ghosts and Gilead are
nowe g2t oo retern for further adventures.
And of course, you may rest assured that
Black Library minions are using every
devious tactic under the sun to persuade
Eill King to write mare about the exploils
of the legendary Gaorel and Felix!
Tnfernal was also a way of lefling creative
people aurside of Games Workshop,
whether wrilers or artists, know that we
wanted their talents! Puhlishing staff hit
the comic fairs, word went our at Games
Draw and orher conventions, sl preigy
so0n we knew thal we bad a success on
owr hands. With steries already pencilled
in for issue 11 and beyond, Inferno! is
nove wn established part of the Games
Warkshop landscape. And yes, the comic
alrips will continue to appear in Inferna!,
even with the advent of Warhanuner
Muonthly. Talking of which. ..

WARHAMMER MONTHLY
Infeme! tanght us something, lets of
things actually, Bur mastly it showed tha
comic strips sel in the world of
Warhammer are exeiring — really exciling!
Sinee Inferna! was Tull, and evervene had
a zillion ideas for comic stips, we came
o the natural conclusion that thers had to
& A PIUPEr COMc,
Warhammer Monthly = Games
Workshop's manthly comic, full of
gripping action and adventure steips from
owr background warlds. Ir is guns and
chainsaws from cover G COver. nd angst
midden nomsgnse for us! The only thing
hetter than big guns as Car as Warhammer
Monthly is concerned is even bigger ones,
Firing. Londly, A lot, DAKEA DAKKA
DAKKA! You get the idea

And the artists and writers, both Famiuos
names and neweomers, have flocked m
the Black Library, We haven't enaough
gpace to say much more here, Suffice
say that all of them have come up with
top stories and gty artwork. Chacacrers
such as Malus Darkblade, the Themon-
possessed Dark BIG Teonatos and his
bl ol exiled Blood Angels; Kal Jerico
the Mecromundan Bounty Hunter who is
sar ool he can chill beer ar 30 paces: and
Ephracl Stern, cnigmatic Sister of Bals —
these are just a few of the characters from
Warhanumer Monthly that are sure (o
become major slars in teir own right!

THE CITADEL JOURNAL

As the Black Library grew ever mors
MEnErons, its mmense gravitational pull
lured in defenceless publications. One
such has been the mfamoos Ciladel
Journal, which is now handled by GW
Publizshing, Linder the watchiul eye and
beardy brain ol ace, new compiler, Steve
‘Scoop” Hambrook, the Jowmal's mission
conlinues ax 11 has since Lime

immemarial: to present the besl aspects of
yoi hobby, your new rules, scenarias.
conversioms, arl and discussions, Thore
may be a famous game designer type
writing an opinion piece ar the front of
the magazine, and the odd piece of
weirdness that winld never make it into
an army Took, but the Journal is really
written by gamers [ke vou. To that end. it
docsn’t pretend w be a slick, glossy,
professional waork of art like your White
Dravarl. Instead, ivs a thick, word
cramimed, absolutely Jam-packed
collection of nothing but hard edged soff
despatched from the workface of batle,
acnr in for vou o use in vour games, And
even il you don't have a full article
contribute, you can always join in the
heated debates on the moest opinionate:d
letters pages around,

BLooDEOWL COMPEMNDIUM
Although the Joumal 1s NEW! FREST
MWL there's an abeclute treasure rove
of wonderful roles, scenarios amd iber
gubhins lurking in those back issues, 50
whalt berter way to get them back oul
there onte the gaming tables of the world
than L gather them vp and stick them oul
in & themed collectiom? And thus we have
the Blisl Bowl Compendinm, deftly
timed ta coincide with the reappearance
of some game or other, Steve Hambrook
has even managed to persuade Jervis o
supply a couple of brand new pieces for
the callection.

Be warned, however: there are a limited
number of copies around, and 10s going
ot at a very special price, so vou'l have
1 be quick otf the mark iF you want one.
(Here's & hint: call GW bMail Order.)

INn THE WORKS

The inuncnss archives of the Black
Library are siill bursting with areat stuff.
The Warhanuner and Warhazrmmer 200,000

universes are big places, and there are
Toads of avenues as yot unexplored. Crust

sots? Mowels? Calendars? Colanders? Art
buclks? Action ransfers? Videas?
Wallpaper? Mow that would be elling!
Be sure that whatever comes oul ol the
Black Tabrary in the futore will be first
class, top notell all guns blaving, Tip-
roaring suff!
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An absolutely enormous Warhammer battle report by Jervis Johnson and Tuomas Pirinen!

Every so often there’s a battle report that sticks in the mind for years. This month’s is bound to
fall into that category, with 7 players, a 14' x 6' table and over 48,000 points of models...

Jervis: It was quite a few years ago that we decided to fight a
really big batle for a battle report. The report was named
‘Gathering OF Might” and appeared in White Dwarf 181, It
pitted all of the models in the Games Workshop Empire and
Wood FIM armmies against all of the models in the Games
Workshop Ore and Chaos Dwarf armies, in a huge multi-player
battle. And what an epic conflict it was, with the Ores and their
Chaos Dwarl allies trinmphant. Ah, happy days.. . but 1 digress.
As 've said, Gathering of Might was fought vears ago now, and
we felt it was about time that we had another “big bash' battle
repart in White Dwarf. This time, however, we felt that rather
than using Ciames Workshop armies it would be rather fun to
get together a group of players with their own armies. As fate
would have it, John Stallard, our sales director and commander
of a huge Empire army, had been thinking along similar lines,
and had already started to gather a group of players to fight out
a large Empire versus Ore & Goblin clash, When fate speaks in
this way, you listen up. so John's game was guickly hijacked
and used as the basis of this battle report.

Huge games are great fun to play, but they call for more
preparation and playing time than a normal game. The first
thing you need to do is get two teams of players, and then get

them all to come together at the same place and time, As already
noted, Jobn has a big Empire army, and he'd already gol the
Perry twins to agree not enly to play in the game, bul also host
it in Alan Perry’s purpose-built games room. The Perrys have a
large Empire army of their own, and what’s more, the parage in
Alan's house has been specially converted into a fantastic
games room complete with a 14 fool by & ool games table!
This would be the perfect location, now all we needed was
some opponents to take on John and the Perrys’ combined
force. John had already started oo this and had roped in Paul
Robins — our factory manager and commander of a large Orc
Boar Boy army, beautifully painted as you'd expect from a two
times Golden Demon winner — bul we needed more Orc
players. Fortunately we've gol two highly experienced green-
skin generals working in the Studic, in the forms of Gordon
Davidson, twice stall Warhammer champion, and Paul Sawyer,
editor exlraordinaire of this very magazine! This would
probably have been quite enough players (and miniatures!) for
our game, bul then Jim Butler, who ‘manages’ the figure
painters and artists, heard about the game and went all sulky
unlil we said he could hring his Empire army aleng and join in
o — though we did wait antil he held his breath and furmed blue
hefore we gave inl

o



AMMAAED

TREWRAE

5o there we had it: seven players, twa
|1ug_-:‘ coalition arrmies, a location to
play the game — all that remained was
for all of ug lo gel logether and play. ..
which is where things started 1o go
wrong! Ome of the things you’ 1l find
if you iry to organise a big game is
thal the meore plavers thalt are
involved, the greater the chance that
someone will get il or pol be able to
comie along for other reasons. For our
game the person who become ill was
me(!), and the player who couldn't
twrh up was Paul Sawyer, citing
‘pressure of work’ of all things
(hah!). Fortunately replacements lor
each of us were quickly found. T was
replaced by Warhammer  gur
Tuomaz Pirinen, and Paul’s ample
bulk was partially replaced by the
sylph like Ronnie Renton, our head
of UK sales and a man famouws for
winning o  GW fancy dress

A Jreak roll on the Random Terrain Table resulty in two

polyfoam boards and a bin being placed on the rable,

competition by entering as a twelve sided dice (he won oo, by the “hig banalions” oo the table rather than super-power
which is even mere extraordinary ). It just goes to show that characters and level 3 spells. Juhn Stallard is famous for his
if you want to gel ahead at GW you should turn up wearing disdain aboul the number of magic items and high level

silly clothes.

wizards used by most players, and if it had been up 1o him the
game would have had no magic in it at all. However, the other

THE SPECIAL RULES players rebelled at the idea of going quite that [ar
So the game was on, but with a clash of this sire some special For a titanic battle like this, the usual way of choosing magic
rules would be required. Fortunately, although 1 was poorly, I items would have been impractical. The huge number of
was able 1o gel aleng for the stant of the game in order o characters involved would have required us to empey the
explain to the players cxactly what these special rules would whole Warhammer Magic sct just 1o (1 up a fraclion of the
be! We'd already decided to limit magic iccms and magic magic item slots available 10 both of the armies.

spells as much as possible, 5o that the game would be decided

Drcaling with all the magic ilems during the battle would also
have been unbearably tedious, not to mention that there was
little chance the players could have remembered who had
what! Mao, this battle would be decided by the might of arms
and bravery of men {and Ores!) instead of an over-abundance
ol magic!

S0 we decided to go for themed seleclion of magic items.
Tuomas went through all the magic irems in Wararnmer
Magic and picked the ones that according to background
belonged to the Ores & Goblins or the Empire. So the Empire
army god the Swond of Justice, Hammer of Sigmer, Sitver Seal
and Rirg of Vofans for example, while the Ores were equipped
with the typical Ore icems. These included the Sword of Bork,
Axe of Grom, Morgor the Mangler and the War Banner of
Gork. Both armies also had a few Dispel, Desiroy Magic and
Power scralls, as these magic items are far more common and
would spice up the magic phascs. Each leam had 1o distribute
the items amongst their characlers as they saw fit, Apart From
these items, only those used by special characters where
allowed, We alse had high hopes that the Generals would start
agquahbling over the best arlifacts.

Rather than picking a force to a sor size, the players had
simply been asked 1o bring along every single Citadel
mimature in their army, including any special characters that
they had, Although they didn't have to work oul the points of
their army, they did have o wrile up an army list so that they’d
have something o refer o during the game, and s0 we'd have
something lo refer to when writing up this report. T told the
Plavers not 1o worry aboul magic ilems, wizard levels and 2o




on, as we'd decide all that at the start of the game. [ also old
the players that they would cach command their own army
during the game, and that cach army would be treated as a
separate entity even though they were lighting on the same
side. For example. Gordon's Warlord could have no effect an
the Ores in Pawl Robins” army, and so on,

Thus preparcd, the players wmed up at the sppointed time and
started unpacking their armies. There was 2 certain amount of
duplication of special characters, o at the start of the bartle [
rade the players pick which of themn would get to use
duplicate special characters that had been Brought along. Any
“ypures” simply counted as ordinary characters. hext [ told the
plavers that each team would be allowed one level 4 wizard,
one level 3 wizard, one level 2 wizard, and any number of
evel [ wizards, the players deciding amongst themselves who
potwhich ol the higher levels at the start of the zame., As some
of the special characters were high level wizards 100 this gave
us just enough spell-casters e ensure that magic had some
effect on the game, but nol soomany as 10 dominate it As for
the ather character models in the players” armies, we simply
allowed each player 1o bave an army general and bacle
standard bearcr for his contingent, and then ruled that a1 aiher
meunted characters were heroes, and any other characters on
foot were champions.

With the troops Involved in the batde all sorted out, all 1
necded o do was explain how magic would work, and 1ell the
players aboul the special reserves rule we'd be using, For
magic 1'd decided to roll for the Winds OF Magic normally on
2D each turn, snd then distribute the cards evenly amongst
the players in each leam, adding one extra card for cach player
tor the number rolled on the dice. This meant thal each plaver
waonld get o linle “mini-hand’ of 2-3 Wind Of Magic cards o
use for casting spells with the wizarnds in their own ammy. or
artempt dispels against spells cast by their opposite number in

e

Whet oo bunch af posers!

D

the oppozsing team. [ must admit that [ was by no means
sure Lhis would work out OK, but formunately it did! The
only other change o the magic rules was o ignore the
‘Ead-Banger™ tests for the Ores; the sheer number of
Chloy models in play meant that it we'd used the rule,
there wouldn™t have been any Ork shamen left after a
turn or two! The reserve rule was onlv actually nsed by
the Empire army, and simply allowed them o keep
rezerve units off table and bring them into play ol the end
of any of their own turns, Eeserve units entered play on
their awn tahle edge, but coulidn’t be brought on straighe
inte combat. 1 used the rule because | was nol cerlain
that we would be able e set up all of the moops in the
two armies, even an the 14 Toot long table available at
the Perrys' games room. The reserve mile allowed the
players (o keep some unils ofl the able i they ran out of
rooim, until there was space in which they could deplay,

And chat was that. The plavers gol down 1o selling up
their armics (we placed a screen across the table so they
could do soin secret from each other), and T made my
wiy back hoeme o my sickbed, leaving Tuomas in
charge ol procesdings Trom (hat point on, His account of
the battle appears on the following pages. However 1 did
hang around long enough (o see both ammics deployed,
and hov was it an awesome sight. [ just wish [ had been
well enough to see how the game twmed out. ..
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A 3 ;f John Stallard, Games Workshop Sales Dircclor, Empire Commander-in-Chicf, and ficlder of four Steam Tanks!
j P

ary mew dert vou? — Paul Sawver)

Figure designers Michael and Alan Perry, with their stunning Empire arm)
in countless White Dwarl battle reports,




partly it's hecause 1 I
background. 1 love the |
armogant and overbeari powerful

and fragile. [ I 1 diversily of troop types,

from proud knights and disciplined ranks of
 halberdiers 5]
apocalvyptic
Magellants. T love
the coclectic nature of the army List,
which allows you o inclode
different races, like Ogres and
Halflings. But mostly [ love Volley

Guns.




Paul Robins and his mounted
enemy for this battle.
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DEPLOYMENT

Tuomas: When the screen between the two
armies was removed, the gaming room was
filled with groans and shouts of complaint,
Both armics contained so many troops and
numercus war machines, elite troops, monsters
and chariots, that the mere sighl was cnough (o
strike fear 1o the hearl ol the boldest of
generals. '

Gordon immediately started counting  the
nummber of the Steam Tanks, but  was
immediately reminded that such an exercise
was futile, since Ores can only count 1o three
(1, 2, 3, lots, more... }!

I il some quick caleulations and came up with
some impressive numbers: the Empire had
brought 7 Steam Tanks, 6 heavy cavalry umits,
3 War Wagons and 21 cannons, morlars and
Volley Guns. The Ores and Gobling on the
other hand had 6 Boar Boy mobs, 14 chariols
and Pump Wagons and 9 Rock Lobbers, Doom
ivers and Bolt Throwers!

Once the shock of secing the troops massed against them had
passcd, the generals started a discussion about what to do next
and how 1o defeat the seemingly invincible hosts that opposed
them. The first forn was determined by a dice roll which the
Empire generals won with a iriple 6! The Ore warlords looked
apprehensively at each other and proclaimed a unanimons
“Uh, oh!”

EMPIRE TURN 1

The drums of the Empire army hegan (o beat on the lelt and
right. The huge army of the greatest realm of the Old World
bepan advancing, The seven Sieam Tanks thundered [orwarnds,
stearn hissing and machinery clanking. They formed the
spearhead of the Empire assault. Unfortanately, one of John’s
Stcam Tanks blew up, holding up all the massed cavalry
behind it.

dokn Srallard sends
{ hiv Stearm Tonks,
e Pistoliers, War
8 Wagons and Knights

The screens are removed Lo revel,..

The rest of the Empire army began their advance with cavalry
and numereus War Wagons, but most of the infanoy of the
Emperor stood their ground and prepared their crosshows,
Ionghows and hand guns. Above them John's pegasus flew
high, preparing to descend upon the green-skinned hordes
next tum. On the extreme left, the Black Dragon of Count
Butler scared high as well, scanning the Ores [mom above,
locking for suitable targets.

The Empirc had numcrous infantry regiments cquipped for
close combal, and these marched [orwands, inlerposing
themselves between the missile troops and the enemy. The
Empirc battle line was ready. The centre held in position, and
even the two huge cavalry units of the proud Empire Templars
didn’t advance. Empire Marshals Perry & Perry had obvious]y
decided to thin the cnemy ranks with their cannons and
morlars before engaging the horde,

The Empire army [formed huge pincers; the Empire shock
trowops advanced on the left and right flank, while the centre

Empire centre, commanded by the
Perry twins, holds ity ground, Orly

skirmisfiing units are genl forwerd. & I 3

Chre and Goblin army
agfverrnces af full speed.




prepared e receive the charge of the enemy. If the humans
could hreak the enemics on their flanks, the Ore horde wonld
be engulfed.

The Great Cannon balteries thundered O the bght [ank
John’s cannons mowed down eighl Boar Bovz, and three more
tell on the extreme lelt. One of the Perry’s cannons wounded a
Giant in the center of the greenskin line. Bt all in all the Ore
and Goblin casualrics were light, considering the huge number
of guns thal were brought to bear.

“Throwing down the Total Power card,
John Stallard cast the Hold Fast spell
on Paul Robins’ Boar Boy unit, freezing
the general, Battle Standard and unit

in one go!”

Nel much happencd in the magic phase, as most of the
incoming spells were dispelled. Only Jim managed to cast any
spells on the lefl, placing Protection over his Dragon. The only
other exception was on the Fropire right flank. Throwing down
the Total Power card, John Stallard cast the Hold Fast spell on
Paul RKobins® Boar Boy unit, freezing the pencral, battle
standard and unit in one go!

ORC & GOBLIN TURN 1

A huge cry of WAAAGH!! rose from the massed, green-
skinned regiments as the vast Ore host prepared to advance.
With a remarkable show of efficiency, the huge greenskin host
rumbled forwards, and enly a fow of the dozens of regiments
failed their Animosity tests!

Goblin Chariots, with their huge 18" charge ranpe, smashed
against the advancing Empire units that had foolishly moved
tow close. Several skirmishing Kislevite Horse Archers were
caught by the relentless charge of the chariots pulled by
slavering wolves, but most Empire troops turped cail and fed
ter avoid certain destruction. This way they could at least rally
tor fight again lacer.

Beih armies arraved jor baile. What o line wp!

COtherwise the huge
throng advanced in
one huge line. The
Ches and  Goblins
were hopelessly out-
gunncd, but if they
could survive the next
round of missile [ire,
they would stand an
excellent chance.

i ii__ /A IJ.IJ ﬂuﬁ‘uﬁﬂtf

Gordon and Paul upon hearing the
Empire  generals'  boasis  of
[rerninens Victor

Meanwhile, in the
centre, Gordon's
warlord  flew  high,
ready lo swoop down the next turn. In a short game like this,
causing maximum damage as soon as possible was very
important. Every Victory Point counted!

Ahuge ruckus began when Jim Butler pointed oul that Gordon
was tnoving Ronnie's troops! Gordon has owice been GW
Staff Warhammer Champion, so ohviously the Empire
commanders didn’t wanl 10 face an army led by him alone,
Amid strong (and loud) protests rom all the Empire penerals
John Stallard summoned the dreaded power of the Executive
Crder (unique to Sales Directors) and stopped Gordon's
efforls 1o control the Ore army,

The Doomdivers joyously catapulled themselves high in the
air. Flapping their wings they soared above the battleficld and
sped towards the Grand Theogonist who was preaching to the
treops in the Empire centre 1o hold firm and give not an inch
to the foul enemy. The winged Gobling splattered all around
him, but the High Priest emerged unharmed! “You see, men,
Sigmar is definitely with me!”

The rest of the Orc war machines opened lire as
well, but their shooting proved just as
inaccurale, Ronnic’s shooting in particular
caused more damage 1o his own roops than on
their human adversaries. In a serics of
catastrophic misfires he Ini: most of his war
machines!

The two Savage Orc Big Bosses flew up high
and savagely attacked the Fmpire Heroes on
their Pegasi. Rather predictably. they chopped
each Pegasus to pieces, sending their riders
plumrmeting dewn to ground and were splattered
on impact. fust io annoy John, Paul even
imitated the noises of the hapless Empire heroes
falling 1o their doom!

In the Magic Phase, spell after spell was
unleashed, but they were all dispelled by cthe
Empire generals (mostly with rolls of 6!), This
caused most of the Ore warbosses to grunt in
disgust, but after a cheery exchange ol insults,
the scoond game um was ready to begin.




Servage Ore Big Bosves
# on fTving Monsters
2 | sirike against the the
Fmpire Left Flank.

Azhag the Slaughterer
| aracks the Reilzguard
Enights but iy repelled.

Wirlf Chaviots race to
| strengthen the centre,

EMPIRE TURN 2

At the start of the second tm the Empire declared relatively
few charges, though the Black Dragon of Count Butler came
roaring down and cngaged Skarsnik, warlord of the Ore right
[ank. The Steam Tanks and War Wagons scythed through the
ranks of Goblin woll riders and chariots, starting a huge meloe
which was to last until the end of the game.

With its four Steam Tanks, War Wagons and several Knightly
Orders, the Empice right flank looked extremely strong, but
Paul's Nyers were a sericus threat. He still had most of his
Boar Boyz and chariots intact as well, so a bitter battle would
certainly ensue,

The rest of the Empire troops remained mostly stationary, with
just some of the cavalry advancing towards the enemy. The
Empire Marshals Perry & Perry were plaving a waiting game,
and putlting their trust in their cannons and crosshows,

Lragen ‘engages’
Skarsrik the Night

Creadalin warlord

The numerous archers and crosshowmen in the centre of the
Empire line levelled their weapoens al the centre of the Orc
herde which was charging towards them. All along the Empire
line cannons, mortars, hand guns, Hechland long rifles and
crosshows filled the air with whizeing missiles. Dozens ol
Ores Lell, and many mobs panicked and fled despite the threats
and curses of their bosses. Fourleen Boar Bove dicd by the
Perry's cannons alone, and maost of the other missile ‘.L'ealmns'
were largeled towards these elite Ores as well. The Ore
warlords groaned, dismessed by the sight of their linest troops
falling under the merciless rain of death.

Some two dozen Ores and Goblins fell w the Empire
crossbows, longbows and hand guns and Gordon's Giant
suffered 2 wounds, The aim of the soldiers of the Emperor was
certainly improving, The Sweam Tanks opened lire as well,
while their commanders emerged from the batches and soon
the rattling of repeater pistols was heard everywhere, The War
Wagons opened fire as well, and the death wotal mounted. The
Ores and Goblins had suffered massive casualtics. But would
it be enongh to stop the greenskin enslaught7?

The Orc warlords started grumbling about
how the ’oomanz were being gitz “shootin’
at da Boar Ladz and not fightin’ hand ter

hand like proper warriorz...”

Both on the right and left flank, the Empire and Cre & Goblin
vanguards mel. Pistoliers, Kislev Horse Archers and War
Wagons fought against assorled Goblin woll mders, spider
riders, chariots and even a Cockatrice used by Ronnie! Several
smill enits on both sides broke, but in general the Empire
Forces seemed 10 be gaining the upper hand.

The Empire contineed their barrage in the magic phase. On
the right flank the Destruction Spell completely wiped out
Ronnie's Boar Boyz mob and in the centre a Blast reduced
ancther Boar Boy mob down to one model, At this point the
(e generals started grumbling about how the “comang were
being gite “shootin’ at da Boar Ladz and not fightin® hand ter

hand like proper warriorz...”




ORC & GOBLIN TURN 2

It was the start of ancther Ore and Goblin turn. The grecnskins
had suffered horrendous missile casualies, bul now the first
wave of their core units could reach the humans. Animosity
played very little part again, with the Ore and Goblin army
showing remarkable ellicicney.

All the preenskin unils within range charged the Traperial line,
with numerous Woll' Boyz and chariots leading the attack,
Paul's Chimera and Wyvern, with their Savage Ore riders,
plummele] down and charged the cream of the Empire
Knights on the right {lank. Things locked grim, as John's
Enights were facing 22 attacks! In the centre, the Giants had
limally reached the Empire lines and started their favourite
game, jumping up and down on the beleaguered Empire
rogiments.

The rest of the greensking moved towards their hated human
enemnies as [ast as they could. Paol’s chariols wheeled to che
right, to give support w the Ore centre and help in the atlack
on the numecrous missile regiments which were wreaking
havoe on the Boar Boyz.

The Or: and Goblin archery proved ineffective once again,
and numerous misfires hampered the heavier war machines.
Only twelve or so humans fell, crushed by boulders from rock
lebsbers. A ray of light was Gordon®s Doomdiver, who struck a
Steam Tank head on, causing massive damage. In the centre
the Giants laid waste w the Empire troops and forced the
human lines back.

O the right flank the Ores poured more units into the War
Wagons and Pistoliers, and one of Paul's reckless wolf
chariols smashed against a Steam Tank, though it didn't even
manage 10 scralch the surface of the sleel machine. Meanwhile
on the Empire left flank, Ronnic’s Warlord Skarsnik and his
pel Cave Squig Gobbla fought biterly against the Hmpire

Fhe batile lines converge.

Paul: “Has Gaze of Mork kit 25 or 26 of vour men, John?"
Sohm: “Get vour coat, Paul!™

wizard and his monsirous Black Dragon. The Black Dragon's
jaws snapped shut, and ithe glan Squig was squished like an
overripe [ruit, Skarsnik struck back and wounded the wizard,
but now the warlord of the Ore right Mank had to face the
awesome might of the Dragon on his own. Cne of the Savage
Ore Boar Boy units charged the Halberdiers, supported by the
Woll Boyz. A lone Goblin chariot charged the Flagellents,
killing 12 of them.

Paul’s Chimera and Wyvern struck from above against the
huge Reiksguard regiment on the Empire rght flank. The
Emperor's finest fought bravely, but to no avail. The
Emperor’s bodyguard broke and [ed, quickly cut down by the
pursuing monsters, who then plowed inlo the White Wolves.
Upon seeing such mighty warriors dying, the Empire foot
units might casily have lost their nerve and panicked, but most
of John's troops held their ground.

Azhag the Slanghterer, Gordon's Warlord, did not fare as well.
In a show of complets incompetence, Azhag failed 1o even hit
his enemics, and his Wyvern Tared linle better. Azhag was
wounded in return, failed his break test, and fled headlong
back towards the Ore lines with the Reiksguard hot in pursuil,

The Magic Phase started with Paul dispelling the Hold Fast
spell. Nex(, using the Total Power card, Paul cast Heand of
Gork closely followed by Gaze of Mork. The spell seythed
through the entire Empire battle line, killing 20 men from the
various regiments! A buge roar echoed through the battlefield
as the casualtics were counled by the Empire quartermaster to
wipe them [rom the pay-roster. Despite these losses, the
Empirc line held firm. Normally this sort of slaughter would
have loreed John to lake several panic tests, but the Ganatical
wards of the Grand Theogonist calmed their nerves. The High
Priest reminded them that o reward would awsil in the
afterworld i they fought bravely lor the Empire, but the
Dacrmaens of Chaos would claim them if they Failed their duty!
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EMPIRE TURN 3
e af the Empire linc

uward and  Kisl

laughterer, who continu
his flight and just managed 1o
avoid the pursuil,

A CALL TOZARMS

On  the right flank John
unleashed his counter-attack,
The Swe and  the
Oudriders ¢ ed thc two
flying  mons who  had
rouled the Reiksguard in the
previous lurm.

The rest of the Empire shock
troops  charged the 1most
15 parts of the enemy
. War Wagons, knighes
and heroes  struck inst
I|'\.1'1un[]_1|'jgPurl_]:‘"n aons, Giants
i If th ere not
put to death cklv, they
would devastate the Empire
lines next turn.

Vhen two cannonballs failed to wound Azhag, we decided that
the gunners had obviously hit the Orc in the head!”

: . | these were
Tt pr.:Ltu_..:JIv all of them missed o ; 4 : not such a
ter wound, Only two cannonballs were bang on target, succ tﬁhl' rnund for the Trn]}ln: as the Ptn wious one.

of them hit Azhag the 5 lerer himsell? All the play .
ey i : : To Ronni i ;nik T w.';ll]fﬂ'c-d in one rm.:-urJ:L[ul

by Jim's Blac
ind the green-skinned Warlord! After !hI'-“J--hl"“-”"
cided that the gunners had obviously
hit the O in |:|11.. head!

o5 assanlt the main
i the fompire.




owhl table edge, leaving the jeering Empire troops [ar behind.
The Orc right flank collapsed; the few regiments that did not
flee from the table were cumuembered three to one, and (he
Black Dragon was now free o rampage around. Goblin
Warlord Renton beld his head in despair, bur vowed to fight
until the bitter end.

On the right flank, John's charging War Wagons broke the
Woll Boye and sent them fleging across the battlefield. Bur
now the lirst of Paul’s Boar Boy mobs were in charge range,
poised to scythe through the Empire ranks.

“One of the Fanatics
managed to slay one of
Gordon’s own Giants!”

The Chimera and Wyvern, with their Savage Ore riders,
fought against John's main block of White Weoll Enights and
the Empire general. The seneral, drawing his magical Sword
of Justice, struck the head off one of the Ore Big Bosses, but
the huge number of attacks the flving monsters could muster
twrned the baltle and broke the human regiment. The knights
and the general fled, closely pursued by the Chimera and its
Savage Ore rider (John Stallard was not happy al this poiml
and was mumbling something about P45s and Job Centres in
Paul's direction). The hissing Wyvern remaincd where irs
master had fallen, guarding the body against any whe would
disturh it.

The Magic phase proved o be uneventiul, with all the spells
being dispelled. The Human wizards and Orc Shamans stored
cards for the neat Magic phase, and prepared for the next .

ORC TURN 3
All across the battlefield, the Ores and Gobling sent the rest of
their unils [orward in & desperate bid 1o break the Empire
lines, before they were shot (o pieces by the Imperial guns.

Jim fights for conmrel of the walled farmbouse.

The hand to-hand combat was bloody. Iohn's peneral was
charged by the Chimera-mounted Savage Ore Big Boss, and
mercilessly ridden down. The Halberdiers were massacred by
the Savage Ore Boar Boyz, but the Grand Theogonist made
them hold. In the centre a single Goblin Chariol managed to
hreak and destroy a twenly-strong Reiksguard unit. Gordon
laughed for some five minutes, though it secmed that the
Perrys were nol quile as amused as Ore Warlord Davidson,
This was adding insult o injury, as Azhag had just rallied..,

The Ciablin Tool mobs were now so close (o the Empire lines
Lhat the imevitable Fanatics were drawn out. Fed on Mad Cap
Mushrooms, the Fanalics devastated an entire undl of John's
crosshowmen, slaving 1% and wiping it oul altogether! On the
other hand, onc of the randomly-meoving
Fanatics managed (o slay one of Gordon's
owett Ciiants! fedviowsly foo drunk o ger
out of the way ~ the Glant not Gordon.
Then again... — Poul Savwver)

In the battle between the Knights Panther
and Paul’s Boear Boy mob, Mabus
Leitdort, the Elector Count of Averland
hacked and slashed, slaving two Ores. But
the Orc warlord, armed with the Axe of
Crrowi chopped down the mad Elector
Count and won the combat for the Ores,
Despite this the Knights held, and
prepared for another round of band-to-
hand combal.

Magic played little part once again with
the cxception of Hamd of Gork which
(ransported an enlice unit of Paul's Savage
Cire Boar Bove inte combal with the
Grand Theogonist! If the Oves could kill
this vital munlel which had held the
Empire centre together, they might well
win (he game!




EMPIRE TURN 4
This was the last tum for the Empire, so to make it count, the
knights and heavy War Wagons who had been holding for the
counter-attack, charged the cream of the Ore & Goblin army.
The Boar Bove were onee again the prime target of the Empire
charges. It really seemed that the human generals had a
persenal grodge against these elite Ore warriors,
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Wilh lar fewer targets lelt, the Empire shooting was nol as
effective as earlier. A special mention has 10 go o one of
John's Steam Tanks, With rattling fire, the repeater pistol of
the fank’™s commander killed six Savage Orc Boar Boye,
wiping out the anit!

In hand-to-hand the War Wagons and knights did sterling
service, breaking several enemy mobs, but it seemed thae the
Ores were Killing more humans than the humans were killing
Ores,

Jim's Dragon rider made a fatal mistake, and charged an Orc
umit with the War Banner of Mork, The Wizand nding the
Dragon died in a catastrophic “eadbang, as his braing were
flooded with Waaagh! energy, causing the Ore warlords to
collapse in fats of laughicr!

Gordon's chariol, having broken the Reiksgoard carlier, hit the
Knights Panther and mangled five men. [ seemed like i
would once again destroy another knight unit, but the General
of the Empire centre was ammed with the Hammer of
Sigmar_.. With four powerful sirokes he destroved both the
crew and the walves, lcaving only the chassis of the chariot!

Now the Savage Ore Boar Boyz, transported into combat with
the Grand Theogonist by the imaginatively iled Move L
spell, anacked the High Priest, and killed the leader of the Cualt

“The Boar Boyz were once again the prime target of the
Empire charges. It really seemed that the human generals had
a personal grudge against these elite Orc warriors.”

of Sigmar. Without his presence, the
Empire centre panicked and five
unils fled, with no chance of rallving
them! The Halberdiers finally broke
with the loss of their leader, and were
mown down, Achag the Slavghterer,
whir hadd charped a Reiksguard Toot
unit, grabbed a few meorc Victory
Points by destroying them. He then
coded up in combat with the lee

Cueen.

I was the Empire’s magic phase, and
their last chance to do some real
damage, A Destruciion spell was
unleashed against Gordon’s
remaining Pump Wagon, Attempting
1o dizpel the sorcery he powered up
his dispel. bt managed 1o roll a 1
when necding only 2 or mere! Rather
predictably, the Desrruciion wiped
oul the Snotling crese. Finally John
cast Hold Fast on Paul's Boar Boye
again, [reezing them,
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AFTERMATH
Tuomas: Both sides had  suffered
horrendous casualties. The baule had
been cvervthing we could hope Tor
lense, exciling, desperate and heroic!
The. struggle had heen very close
indeed:  the  horrendons  missile

o casualtics sulfered by the Ores &
Tugmas Pirinen Goblins were matched by the slaughter
the greensking caused onee the combal became “up close and
personal”

But in the end paychology was the decisive factor. During (he
[inal turn the Empire gencrals failed their Panic tests and so a
large portion of the Fropire infantry was (Jecing at the end of
the hattle. S0 when the final calcolations were made, the Ores
ane] Goblins came oul on top, but only just!

I could talk for hours about the fortunes of war, tactical
lessons learnt from this titamic battle, or special tules which
were wscd. Bur what this battle really demonsirated was that
victory and defeal are immalerial: what really counts is that all
players have fun! So the exhavsted Generals went home, cach
one with memories of an cpic conflict which would he
recalled many times on cold winter nights, and the herocs of
that day would be fondly remnembered.

SUCCINCT AND
TO THE POINT

Gordon: What a great game! A superb
vigtory for the combined tribes of
Oredom with only the weedy and
cffeminate Renton wibe leing down

Gordon Davidson our side,

Our plan was simple, T would hold the centre, with Warboss
Robins® faster army charging over to help me desiroy it
(leaving behind John's slower Empire foree), then we would
help Ronnie roll up Hm's army on the Empire left.
Unfortunately this was complete nonsense (sorry Ron), [ spent
4 ems marching inle the valley of death whilst Paul got
hogaed down almost immediately against the Empire Panzer
division (4 Steam Tanks - cotrageous!). [twas all looking a bit
tght and grim untl several things el ime place on the last
turn. With the death of John's Grand Theagonist and my very
lucky hit on the Perrys” general (with subscquent failed Panic
tests) we furmed a probable draw inle g complete rout, Gork
and Mork like to tease you before coming down on your side,
Owverall & greal time was had by all, These pages give only
some of the many highs and lows experenced over the course
of the day. | leave you now with our Ore drinking song of
viclory, “We are da Ores, we are da Ores, we dare, we are, we
are da Ches” (repeat until dronken unconsciousnass ensues),




WHEN IN DOUBT

TAKE A DRAGON!
Jim: The wide wvarety o iroops
available W an Empire geoeral allows
for mmany dillerent styles of play. The
most common tactic i o soften up the
enemy wilh missile fire and hold vour
cavalry in reserve 1o deliver the killing
hlow, This is more or less the plan we
adopted. It scemed o work well, and
although our war machines were a lillle unpredictable, they
did cutl an impressive swath through the greensking’ chariols
and cavalry regiments, So why Jdid the ceotre and right lank
of the army collapse so badly in the last mrn?

Jim Butler

John Stallard’s squadron of Steam Tanks proved to be rather
lemperamental, and by breaking down at awkward moments
they penned his army in. For the lirst two urns he got the
better of Paul's Boar Boyve and Wolf Bove, and even managed
1o break through their line with a unit of Pistoliers. But once
Paul had made contact with the main part of Jehn's army, his
Boar Boyz smmashed apart the units of inlantry, and John was
unable to bring his knights to bear quickly cnough.

Alan and Michael Perry held the contre of the army and started
extremely well when they managed 1o roul Avhag the
Slaughterer, Gordon™s warlord, Not surprisingly, he rallied
{thergh il the Kislev Haorse Archers had caught him, the batlle
might have been a different story), The depleted greenskins
ol le grps with the centre of the Empire line, and things
looked even until a Doomdiver impaled the Perys' general,
‘That's what happens when vou roll a 6 for your “Look Out Sir,
Aargh!™ test. Nol surprisingly, a large part of their army roated
when he died, and turned an cven battle into a collapse.

O the Empire’s left flank it was a different stery, T had been
quitc cunning and employed a Dragon in my army, and very
quickly it was in the middle of Ronnie Renton’s Ores &
Ciolling. When the Drragen ate Gobbla and then Skarsnik in
quick succession, Ronnie's army crumbled. Only the sheer
size of the table pave him the chance to rally most of his army.
Charging a flyer or unit of light cavalry into the enemy army

VATA R
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can b a good way of holding the regiments up, and give vou
more chances to pound them with your missile fire. It stops
them marching, and forces your enemy Lo divert unils from his
fromtal assault on your ling. Be prepared o lose the unit, as
they will certainly be destroyed, but their sacrifice should help
tip the balance in your favour.

Another factor which affected the batle was that John, Alan
and Michael were eifectively fielding hisworical armies, with
only a few mensters and wizards. The main exception to this
wis John's Grand Theogonist, whoe virtwally held the entire
flank until his demise, Mot surprisingly, once he was gone, the
whole right flank looked decidedly shaky, My army, by
contrast, was stullfed full of monsters, wizards and all the other
things that make Warhammer different Irom a historical battle.
[ think thiz definitely helped.
especially when facing what is
essentially a whole army of
monsters!

The tactic of soflening up the
coemy  with missile fire was
hasically sound, but if you arc
going to try it yoursell don't
formet that ultimately, battles
are almost always won or lost
in hand-to-hand cembal, You
can bank on vour misaile roops
whittling down or slowing up
the cnemy, but ullimately you
are poing to have to pet into
combat. Since (he unit which
charges  always  gets  the
advantage, vou should be
prepared Lo sicee the indliative,
no natter  how  tough  the
enemy. Savage Ore Boar Boye
are hard enough, without leiting
them get their attacks in firsc!
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MAIL ORDER

Did you know you can get hold of any of Games
Workshop’s games or Citadel Miniatures?

Did you know you get delivery of your order within a
week, inside the UK?

Did you know we always have plenty of special deals?

Did you know Da Roolz Boyz will happily answer any of
your gaming questions?

ANYTHING AT ALL - GIVE US A CALL

0115 91 40000

Deutsch/Holland Mail Order

Lines are open
from 7am to
Midnight seven
days a week

Alternatively, you can fax
your order on 0115 916
8002 or post it to this
address:

Games Workshop
Mail Order,
Willow Road,
Lenton,
Nottingham,
NG7 2WSs

RDER T 0115-91-40000 MAIL ORDER £ 0115-91-40000

Aufgrund reger Nachfrage haben wir
bei der englischen Mail Qrder gine
neue Telefonleitung elngetichtet. Ab
sofort kannst Du direkt bei uns
anrufen und das komplette Sortiment
an Citadel Miniaturen und Einzel-
teilen bestellen] Bei Bedarf kannst
Du aber selbstverstindlich auch
einfach nur Regelfragen an uns
richten. Wenn Du uns unter dieser
Mummer anrufst, bedient Dich
auferdem eln deutschsprachiger
Telefontrolll

DIESE LEITUNG IST MONTAG
BIS FREITAG VON
12 BIS 20 UHR OFFEN (Mez)

0044 115 916 8256

Vanwege de grote constante wraag
hebben wij vanaf nu een nieuwe
telefoonlijn speciaal voor Nederland!
Dus voor alle losse onderdelen, vragen
en regels kan |e direct met onze
Nederlandse beltrol bellen... Dus vanaf
nu kan je alle antwoorden krijgen die je
zoekt, of wat dacht je van dat ene
onderdeelije dat je net mist...

GEOPEND VAN MAANDAG TOT
VRIJDAG VAN 12:00 TOT 20:00 UUR
Nederlandse tijd

0044 115 916 8255




WHAT'S THIS THEN?

This is vour Mail Ordar osm. Mow that you've seen all the madels ard new releases in this issus, we know that you

. ©
@AMNES
ﬂm car'l wait 1o get your Fands an tham. All you have to do is fill out 1his lorm, stick il in a0 ervalooe s th your

payment ard post il to the acdress skown at tha beginning of the Mail Order soclion,

CODE DESCRIPTION PUBLICATION/PAGE

021002701 HIGH Equ= ARCHE ;“Em‘?g DWARF 209
—_ WARLORD TITAN BU)EIEE%HWE DWARF 208

Please start my White Dwarf subscription with issue nUmMBbar: ..o....co...... SUBTOTAL

| would like to subscribe to White Dwarf for 1 yr O
| waould like aither the 1997 Citadel Annual CJ POSTAGE & PACKING

boxed set [choose one).

| would like to subscribe to White Dwarf far 2 yrs [ ' GRAND TOTAL {TOTAL + P&F)
Ring Mail Order to find out what £15.00 FREE GIFTS ara available.

ERIUINTRY: oo s s e Postonde: ..o 1 | - R AL
Method of Payment: Cheque [ Postal Order []  Access/Mastercard [ Wisa[d  Switch[]

Cardhrn:i I | | II EELIET B EE] TENEN Card Expiry Date:................

Switch Valid From:............... Switch Issue No: ............. Cardholder Name: ... eese s srermersierees

Cardholder
| T e o e R PO S




We’ve got lot’s more special deals, you know - gwe us a call!

This month’s releases:

d team and a Star Player, and wa'll giv

endium and we
miriature, irom aur m

Lok out for
Deathzone in this
issue.

tamr
Flayer SO0

Girim Iranjew Bomber Hakfl
Dabhlesnet Skuttleapike the

Conat 1uthor V.
Yoo
Drruk

Extra Arms Big Hamd

Miniaturas ¢

T 0115-91-40000 ©




The background and rules for the War Trukk and
Wartrak are in “Speed Freeles' in this issue,

Whenlz of Steel

This deal is great for building up vour vehicle
squadrons. Buy any three Warhammer 40,000 vehicles
and get the one with the lowest cost for half price! So, if
vou buy a Scorcher, a Warbugey and a Warbike, vou get
the Warbike for half price.

War Trukk Witk
Vehieles designed by Morman Swales

For more details of these

Champions of Chaos check
out “Realm of Chaos’
carlier this 1ssue.

Ackold Helhrass Arbaal the Lndeleuted

Mipiatares designed by Alv Morigon, Ceeatwres by Trish Morizon

Telescopic Legs and Tron Lung Shoota Arm
Kulta Arm

Bionik Eve amld Steel Homs Fustom Thrusta Haowk Arm and Cryro-Slabalised it weeapons spuoe
Shorla Arm Hoosta and Kot Arm Claw Amm Monnwhesl
Weapons dealgned

Bionik hitz and Bad Dhac minioeres designed by Colin Dixen v Brian Nelson



Chariots are great

chance to really customise your own with a great
selection of bits. Mail Order has loads more bits
and pieces like this available, so give us a call. You
could even build your own chariot from scratch
for a totally unique battle cart!

lail Order can also provide game and miniature parts « Mail Order

WAR CHARIOTS

in any army. Now here’s the

USEFUL BITS

TAIL & SKULLS 1
DL
50z sach

~

alie, =F
i
B

SKULL YOKE
HEAD
QR34

£1.53 pach

OREC HEADS

7106 mach

BEASTMAN CHARKT YOKE
02108705

an .’ SCYTHES ,...?Hf:ii' d
& — 3 TAIL & SKLULLS 2 ore2saiG
CHAQS WAAMIOR “’“LDEHTTEELDDD OPCANORIG g sash
CHARIOT WHEEL SCYTHE : S0p e8cn
020107371 h c:zﬁznlfs.hz s L
S0p pach " i
2 = e B
T, @ @ s e |
CAULDRON OF BLOOD CAULDROM OF BLODOD
LEFT SCYTHE SCYTHE BASE RIGHT SCYTHE SCROLLS HARP FRONT BLADE
0E0830353 012061 CRUE0EEM O74249°2E 0742994 F D220 605
Elp pact 750 gach S50p aach FEp ek Thp el E1.25 pach
YOKES

HIGH ELF TIRANGC CHARICOT
YOKE
21004603
£7.50 saczh

CHAOS WARRIOR
- CHARIOT YDKE
GHARIOT YOKE g CHARIOT YOKE
U2004104 Gl OG0
£2.00 sacn £1.00 ageh

HIGH ELF TIRANOC CHARIOT BASE

PLASTIC WHEEL CHAOS WARRIOR
100558 CHARIOT WHEEL -
4 far £1.00 Lzt IRk ko) £1.00 Tar byva of eich whaal
50p aach

PLAETIC SPOKED WHEELS SPRUE

CHASSIS CHAQS WARRIDA CHARIOT BASE

DRMRONG0E 02070738 021004600

E1.50 egch ¥1.00 sach £1.50 sach
WHEELS

CHARIOT BASE
RN
££.00 mach

BEASTMAN CHARIOT BASE
C210s704
#1450 each

ORDER T 01 15.91-40000 MAIL ORDER T 0115-91-40000



can also provide game and miniature parts « Mail Order can also p

FAIRINGS

E CHADS WARRIOR
CHADS WARRIOR

CHARIOT FAIRING
CHARIOT RIGHT FAIRING 020707305
m201073or a0z mach
£1.60 sach £

CAULDAON AEST
CHADS WARRIOR ot anE1D
CHARIOT LEFT FAIRING £1.25 sach
O OTA0G =
£1.00 8807

BEASTMAN CHARIOT
SIDE 1
Q20108707

£1.00 eacn

BEASTMAN CHARIOT

SIDE 2 BEASTMAN CHARIOT
C20MDE70E SIDE 3
£1.40 nacn 0207 0ETIS
¥1.50 sach

HIGH ELF TIRANGC CHARIOT

HIGH ELF TIRANOC CHARIOT HAFT
Rt OdERCA

SIDE 1 HIGH ELF TIRANOC CHARIOT HIGH ELF TIRANDC CHARIOT
02180030 CREANXI0G FRONT RIGHT SIDE LEFT SIDE
£1.00 mach i1.00 each 0210808 027004805 [EES TN e
£1.05 vach £1.00 gacn £7.00 sach
HAFTS CHARIOT CREW

As you're building your own chariot you're going to want to
choose your crew aren’t you? Well, rather than fill ten pages with
the huge varigty available we're going to suggest you aithar get
your hands on the Citadel Miniatures Annual or aven batter give
the Trolls at Mail Order a call on the usual number!

i2.50 each

41T

HAFT
(RGO
£1.00 eaczh

CHACS WARRIOR
CHARIOT HAFT
Q2C107 304
€700 zach

CHARIOT HAFT
2004103
E2.00 eraczn

Waaagh! This simple
Orc Boar Chariot
conversion is yours
for only £12!

IL ORDER T 011 5-91-40000 MAIL ORDER T 0115-91-40000



These are only two of the many army deals we have so give us a call

EMPIRE AND ORC ARMIES

This months battle report, ‘A Call to Arms’is a 48,000 point monster that we couldn’t
possibly cram into these two pages. So, rather than disappoint you all we've put
together two army deals that will allow you to field your own Empire or Orc & Gobiin

force!

RUTGAR, ARMY GENERAL

T Ay GBIl buy this modef for £6

IMPERIAL HERALD WITH ARMY STANDARD
1 Imperial Herald ........coooeevvveeennne buiy this model for £5

BATTLE WIZARD

1 Mounted Battle Wizard ... by this mode! for £4

CROSSBOWMEN
10 Imperial Crossbowmen, including cormmand and leader,
Buy this regiment for £15 and get the leader model FREE!

HAND GUNNERS
10 Imperial Hand gunners, including cormmand and lpadar,
Buy ihis regiment for £15 and get the leader model FREE!

GREAT CANNON

1 Great Canmon.........c..einneene.. DU this model for £10.00

Knights Panther

= ] . sk Empire { | Battle < ;
1 Helblaster / | 8 o N General * Izard
Volley Gun | peel t;d; o X e ' :
: e S R ‘ofi N 1o e SEY \ 3
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The deals below allow you to buy either individual regiments, characters or the full army (if you're man enough!).

| Rutgar, &

0] Halberdlers [ st e ek

HELBLASTER VOLLEY GUN

1 Heiblaster Volley GUn.........oce... buy this mode! for £10.00

HALBERDIERS

27 imperial Hatberdiers, including command and leader (3
ranks of 7). Buy th or £15 and get the champion
model FREE! (2x plasfic boxes, plus 1 sprue and metal
command)

KNIGHTS PANTHER (or any knightly order)

& Knights Panther including standard bea
grand master (champio v Ehis regiment for £20 and get
tha Grand Master madel FREE!

Collect this whole Empire army
for £89 and we’'ll give you the
Great Cannon absolutely free!

Imperial
Herald

“= " | Crossbowmen =

AIL ORDER 7@ 0115-91-40000 MAIL ORDER T@ 0115-91-4000Q



These are only two of the many army deals we have so give us a ca

. : o —— Rock Lobber [B
#4| Goblin Spearmen | §| Black Orcs B S

? Grutfan Army Standard and Boar Euyz

The deals below allow you to buy either individual regiments, characters or the full army.
GROTFANG, ARMY WAF{LDRD NIGHT GUBLIN AHCHEF{S

1 Ore Warlord on boa iy sfandard, mu,

ORC BOARBOY BANNER BEARER

1 Ore Banner Bearer on boar uy this model for £4

ORC SHAMAN

T O0C SREIMAN . .civmismismasassnnss ... BV this model for £4

BOARBOYZ ROCK LOBBER

& Ore Boar Boyz, including musician. Buy this regiment for 1 Rock Lobber

£19 and get the musician mode! FREE!

BLACK ORCS Culle;ct this whole Orc ar:d
g Black Orcs (with additional hand weapons), includi Goblin army for £89 and we’ll
standard and musician, fed by Black Orc Boss. Buy ihi gi\ra you tl'IE wa"n"’ and

regiment for £11 and get the Boss mods! FREE! (1) ;:r'*atn. '
hax set. 1 axire Sprus and melal < Shaman absolutely free!

be paliomd

e can ed Gares Wirkshos on the Whels With Wb i the Srloeeeq Inlzmes addresss polwin games-
warkshep cem

S.IJEIIS.BICIHB

any ol Wy
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WARGAMED ARNIEES 0

Special Sentinel advance order deal. Order a
complete squadron of three Sentinels and get the
third at half price!

1 year 2 vear
UK £40 £75
} USA $120 $230
Ve - AUS $140 $260
ST T S W S Germany DM140  DM260
SUBSCRIPTIONS France FF450) FFH30
With a [ yeur subseription to White Dwarf we offer 6 Spain 11,500pts  21,000pts
hack issues (subject o avuilability}. Choose 4 issues Hurope £SO 95
from WD 192 onwards, 2 from 153 or earlier, Witha 2 | ROW £R0 £155
vear subscriplion, get £15 off any Codex or Armiss boak.

How can you not only get all the newest Games
Workshop boxed sets, models and books when they
come out, but also ensure you get them before
anyone else? By taking advantage of Mail Order’s
maonthly advanced order deals!

Games Workshop's professional fanzine
featuring gaming Ideas for gamers by gamers.
Wil a 6 issue subscription to the Citadel Journal you get 3 Journal
hack issues (choose rom 12, 14, 15, 16, 17, 18, 19, 21, 22, 23 and
24, subject o availability) and an Infeme back issue FREE!

6 Issne
LK L4
USA 570
AUS )

Germany  DM90
France FF3z20

Spain 8.000pts
Europe £36
ROW £36

AIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-400(




dhone 0115-91-40000 to add any of these models to your collectio

ARENA OF DEATH

This month we had a bit of a laugh by pitting loads of powerful
Warhammer characters against
cach other in a competition to
find who was the best. To pet
your hands on these or any other
Warhammer Character models
just give us a call,

THE TALE OF FOUR GAMERS

I1's month four of the Tale of 4 Gamers and the armies are
zetting really huge..

Werve been erally innndated with calls about these armies,
soowe've pol rogether Loy of deals, from regiments (o slarter
darmies  —  just
telephone  Mail
hider  and  the
Trolls will he able
fop sl vod o ot
{aned

rrider! §.

FouF

RICHARD CUNSO0ON [ERETOMMNIAME)

NEW THIS MONTH!

The Champions of Chaos army bock 5 ome of the new
relenses o watch out for this mantk. The book comfaing the
mos: famous ame dangesous of all the mizions of Chaos.
From Gorthor the Beastlond o the drendod Dacmon Privce
ol Slaanesh, Azazel, vou can pick which character best suits
VI ALY,

Ger jovolves ic the pew Hlood Bowl leagues that ane
springing up aroand the country witk the Death Zome boacd
supplemnent. As well az Magic lems, rty Tricks and

Randorn Bvents casds, youw can hice o ronge of powerlul Star
Pluyers, now availahle oo Mail Ouoler,

AND DON'T FORGET
ALL THESE GOODIES:

WARHAMMER
WANHAMMER RONED GAME 5000
WANHAVKER MAGIS =

TFART OF IS-A (' OF & CAMFAIGH FAGKS 1200
NEW! CHOMPICNS OF GAADE 1400
WARHAMMER AHMIES BOOKS ELD
WHITE DWARE FEESLY S — CHADS MAARFS
TREALM OF Co1n0E 0K,
GORKAMORKA
GUEKAMORRS, DINLL GANE
_Lshans DeLD SUPPEMEST

WaRHAMMER 40,000

AR AMY LI AD,000 RONCT: GAME £50.00
LATIE SELLERNILN TEmoc
CONFY ARKY S00KE E1a 00
CODEY BISTEAS OFAATTLE Cleoe
CODEX ABSABENS o
WHITE JWeEFF SFE 3 i
ORKS
NEW! CORK W3 THURK £11.00
NEW! OHI fAST 0K a0
"CHIC SCORCHLA mean
EPIC 40,000
EPIS 82,000 DGKED GARE £500
BLOOD BOWL
OG0 BEWL BCKED TAME £3000
CLAT ZONE BOKED SLAF EMERT G700

ATHFLOMM AYEHGFRS (WOOD FLUF BOXED TEAM) £ B0
CHAMPITNE OF DEATH (UMDEAT BOXED "Eal L1600
CHADE ALL-STARE [CHADE BOMED 1LAM] e
CHATE DWARFE £1.75 LAGH C1 3 00 7500
CHESRLEADERS  E1.75 CACH OR 3 FOR £5.00
GOBLING

©1.25 FACH 07 4 FOR £5.00
THSDEONLING {175 EACH 007 3 FOF £6.00
HALFLINGS 7125 SACH OF 4 FOF £6.00
HEWI The Ciladd Jowmes prasees:
THE 54000 BOWL SOMPERDILM £2 0
MAIL OCRDER
WARHAMVER MONETERS DATALOGUE £100
WECAOMUNDS, THE CATALOELE 2o
FLOAS (SHENDS CATALOGLE €200
BPAGE MARINL EGENDS GATALOGUE P
“FIGURL CAIT TG CasL enng
BLACK LIBRARY

HEW! WA R-AMMIT MONTHLY, Ceoma: 21,62 &5 £2.00

1MELANT, Telue of Fastnay and Aoverhum 86 E£6.00

POSTAGE & PACKING

2nd Chai &ok: D00 3-7 day dedivong
151 Claes mch: G400 220 chay dlseadry,

Spociyl Defivery (UK ooy} s ©F 30 Colas
Kondzy o Trurscay betore Tpm el ifs
g-aramced on your docrsiog e e day

{inciuding Eiral:

At 40% of your ongeraale. il sl s iy
exsasil 2a=d, poslage 2rd packng wil Le cnarged
sl e i lees 1man s (lnimum postage ane
e ng T30,

JAIL ORDER T 0115-91-40000 MAIL ORDER T@ 0115-91-400




DOC’S SERJERY

This month sces the release of the Bionik Bitz and Bad Doc Dreggutz for Gorkamorka.
These snazzy bionik bitz will, hopefully, enhance vour Boyz’ prowess no end. But desirable
as bioniks might be, only Orks who are already injured will risk having them fitted, as
sometimes the Doc will try out a new, eksperimental technique. And
with Docs like Dreggutz around, you could even walk away with a
Squig Brain Transplant!

BIONIR BITZ

Going o the Doc is fraught with
uncertainty - will the Doc §
remember which bit to fixe Will
he per distracted and leave the
jobr half finished? Will he decide
it's timie to try that new brain
transplant technigue he's thought
up? All in all, it's enough to keep Ok fay with shoata T Bewy wilth Ol Boy with ook arm
even hardened Orck  warriors arm and bionik eye . pew feg kel wre

aAway.

Ol Bery wedth gyro-stabifised Chrlz Bevy width Ok Boy with kutta arm ik Bery weith ke By with
maonenvbaef ] stoed borng e dle-lnx kicking legs. irem fung steel skull

BAD DOC DREGOUTZ

Diregauty was dubbed a "Bad Do’
after an infamous incident
involving Snakrat (Nob of the
Twisted Nex mob), a head wound
and the indiscriminate use of a
kustom jump-jet. While they
scraped Snakeat off the side of
Gorkamorka, Dregguiz thought it
better to make his cxit before the
riest Oof the Twisted Nex found out
and demonsiraled why they had
chosen thart particular name for

vl Boy with Butta avm and Chrk By with
Krestonn thensier Boosia shoola arm -

GRBT wEAPONS their mob. At the moment he

Now vou can get your hands on loads of gunz ; ; i i
: o z alfers his services with a “speshul,
for vour Rebel Grots, with a4 new weapon g i
; : enda scason discount!
sprue. Check out the Mail Order pages 10 see i1,




