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LAST STAND
AT GLAZER’S
CREEK

By Richard Wright.

GAMES WORKSHOF NEWS

What's going on at Games Workshop? Graham
Davey PRI, investigates.

BOMMERZ OVER DA SULPHUR RIVER 13

:; by Andy Chamber’s new boxed game pits Ork air
. » power against Imperial fighters, flak and
R G defence lasers!
Warhammer 40,000

Battle Report page 71

it's a battle report and a scenario all rolled
into one. Paul Sawyer commands the
Praetorian XXIV Imperial Guard and faces
wave upon wave of Ork Boyz commanded by
Grand Warlord Adrian Wood in a fight to the
death...

COLLECTING AND PAINTING

A WARGAMES ARMY

Showing examples of real gamers’ armies, this
brilliant new book tells how you can put
together a really great-looking wargames force
of your own.

‘EAVY METAL

How to paint a Lizardman Saurus.
GAMES WORKSHOP STORES

As well as all the latest info about what's going
on in our stores, check out this month's
brilliant Dark Angels store army, all the way
from Newcastle.

MAIL ORDER

All the best deals on the latest Citadel
miniatures, and indeed whole armies, that only
Mail Order can offer.




It's been a year and a half since
Warhammer Magic was
released and a lot of batiles
have been fought. Now

Rick takes a fresh locok at

how to use magic in .
Warhammer and offers a =
few different ways touse
magic in your games, s

More Chaos releases this month Including
Archaon, Lord of Chaos Undivided and Khazrak
the One-Eye, Beastlord of Drakwald Forest with
his Chaos Hound Redmaw

MUTIE ATTACK

Gav Thorpe and Paul Muller practice pulling
faces at each other as their Mutie and Diggancb
mobs fight.

Lirke arimad wilth
dferraifene

GREEN IS MEANER 53

Gav Thorpe shows how you
can use the different fighting
characteristics of the Ork
clans to put together battle
winning detatchments.

The lads make their final purchases for their
armies and, they said it couldn’t happen, Roy
wins a battle! (There's a first time for everyone
— Paul Sawyer).

TACTICA IM]’%SRIALIS W

Imperial Guard Colonels are really spoilt this
month. Not only is there a nail-biting battle
report featuring the 24th Praetorian regiment,
but weteran commander MNick Davis talks
about getting the most out of your Imperial

Guard troops and vehicles, And
as well as the new
Imperial Guard
Heavy Weapons, %
there's also a .
feature on the new {
Imperial Guard
Command Tower.

One of the Imperial
Guard’'s fastest moving
and most deadly ¢
weapons is the
Sentinel scout
walker. Here we
take a closer
loock at this new
Imperial vehicle,
Product Coda: Gl
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Paul Sawyer:
Editor and
Fat Bloke

Adrian Wood:
Crky Bloke

| Graham Davey:
Wordy Bloke

Andrew
Sharman:
Beardy Bloke

Anthony Bath:
Phate Bloke

lan Strickland:
Oh dear

% Ower-exposure to these photographs

can serously damage wour healte,

SOAPBOX!

Get yourself on the Soap Box!

Do you fesl passionately about some aspect of Games
Woarkshop gaming? Why not let everyone know! Send us up to
500 words, and include your photo and signature. You never
know, we may aven read it

'Have you got what
it takes to work on
P_ White Dwarf?

. We're looking for enthusiastic gamers with
. skills relevant to a publishing enviranment:
. journalistic ability, writing skills, AppleMac DTP
| experience, efc.

-

if you think you'd fit the bill in any or all of
. these key areas and want nothing more than
| a career at Games Workshop, drop us a line
L with your CV, gaming history and your current -
. salary details.

Write to:
Human Resources
Games Workshop
. Willow Road
| Lenton

i Nottingham
. NG7 2WS
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This month's Warhammer releases:
CHAOS
Archaan (One macel por blister) £8.00
Khazrak the One-Eya & Redmaw [Two models per blister) £8.00
Chaps Hounds (Twio models pear blister) 4,00

aRHAM_M

This month’s Warhammer 40,000 releases:
Imperial Guard Command Tower (Boxed sceneny pack)  £15.00

IMPERIAL GUARD

Impanal Guard Sentinal (Baxad set) £12.00
Catachan Metar (One neavy woapan learm per blister) £5.00
Catachar: Autocannon (Oneg heavy wespon taam per Blister)  €6.00
Cadian Lascannon (One heavy weapon team per blistary 06,00
Cacian Martar (Cne beawvy weapon team per blisic:s) EG.00
Valhallan Autccannan (One heavy weagon tsarm per blistar] £6.00
Valhallan Missile Launcher [One heavy weapon team per o'ster)  £8.50
Waordian hissila Laancner (e hesvy waapon iesm per blister)  £8,00
Mordian Autocennon (One heavy weapaon team per blister) £6.00
Tallam Lascannan (One heavy waapon team per Bister)  £6.00
Tallarn Martar {Ona heavy weapon team per blister) L0
Tallarn Heavy Boher (One heswvy weapon team per Blister)  £6.00

This-manth‘s Gorkamorka releases

Mutia Rarders {Cne model per blister) £4.030
Mutiz Raider Links (One medel per blister) £4.00
Mutie Raider Keeper (One mede per alister) £4.00
Mutie Haider Saeksr (One rmodel per blister) £4.00

This month's releases from the Black Library
‘Warhizimrmer Morihly 4 £2.00
Citzdel Journal 26 £4.00

OTHER STUFF!

Ahsa r@feased this manth

Cnlemm; and Paint ag Wargames Armies (Full-colows book) £14.00
Colour Paint {Indivicual pat) £1.25
Matallic Paint {Individual pot) £1.75
Tk ¢ Incdivicluzl gty £1.50
Smelly Primer (Individual pot) B125
Varmigh (Individual pat) E1.25
Bommerz aver da Sulphur River (Boxed gama) £14.00

LORD OF CHAOS: If vou read Arena
of Death last month, you'll know just how
powerful Archaon is. Afer defeating a
string of mighty special characters, he
was only stopped in a titanic clash with
the Bloodthirster itself. Of
course if your opponent
doesn't have &
Bloodthirster, then
you're laughing
(or cackling
insanely if

yaw

prefer).

Look cut far this
and the other
Chaos
relcases later
in the issue.
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NEW COLOURS: This month sees the release
of our complete, reformulated paint range,
including a host of new shades such as Scorched
EBrown, Midnight Blue, and Scaly Green. The new
range is designed so that each colour has two
similar colours, one darker and one lighter, that
are ideal for shading and highlighting.




Impearlal Guard Sentingl

REINFORCEMENTS ARRIVING: For all Imperial Guard commanders who wish their favourite heavy
weapon was available for their chosen regiment, help is at hand. Michael Perry has been filling in the gaps in
the range, s0 now you can get your Cadian martar or Mordian autocannon teams. Also on its way is the
awesome Sentinel, which provides the Imperial Guard army with mobile heavy firepower. Enamies of the

Imperium be wamead.

Srvibblings from the Black Libeary

Issue 4 of Warhammer Mﬂﬂthhl’ seas
the launch of Kev Walker's latest
project, Daemonifuge. Set in the
Convent Sanctorum of the Adepta
Sororitas, all you need to know about
this awasome comic strip is that it's
b got battle babes, dasmons. Inquisitars
and a large helping of intrigue and
mayhem fo boot. Who could possibly

ask for mora?

Kev has already produced three of the covers for
Infarno!l and worked on ziflions of comics, However,

always ready for a challenge, Kev
decided fo put down his pens and
brushes for the Daemaonifuge comic
strip. You may find this unbelievable but
Kev did the entire comic stip on a
computert You could be forgiven for
asking why, especially as Kev is so
talented with more traditional mediums.

- Well the answer is simple — the computer

fets Kev work on llustrations miles
bigger than they are printed, allowing
him to really go to town, embellishing
avery single frame of the comic strip with
loads of details. For example, despite

“them only being a fraction of a inch on

the page, the Inguisitors putity seals
actually have liturgies wiitten on them.
The maonastery where the comic strip is
set is a 3D computer model. This may

“sound fike a strange thing to do for a
-comic strip, but it means that Kev can
use the same model whenever we cee

the monasterny. It's a bit like having a

_complete film set in the computer.

Daemonifuge is undoubtedly
some of Kev Walker's finast
work to date, so when you
get hold of your copy of
Warhammear Monthly, don't
just quickly read the speech
biubbles and then turm those
pagas, take a real cloze

Icak and revel in all the

favished on aach and every

panel.

EVEN MORE CARD SCENERY: Mot content with
designing the Imperial Guard Command Tower, out this
manth, Simon Burten has just finished this Ork Stockade,
ready far artist Neil Hodgsen to create the artwork.
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LEGION OF THE DAMNED: Mark Bedford
and the other trainee miniature designers, Dave
Perry and Mike McVay, are working on Legion of
the Damnad Space Marines. They are sculpting
new parts onto existing Space Marine modals,
mainly flames, skulls and bones (lots of bones).

BOMBZ AWAY: Jim Butler and painter Tarben
Schnoor try out the new game Bommerz over da
Sulphur River. Written by Andy Chambers, it is a
fast, exciting board game that pits Crk Fighta-
Bommerz against Imperial Thunderbalt
Interceptors and ground defences.

and scenarios by Tuomas Firinen, special seige

equipmant models and the Mighty Fortress — a hugs,

plastic castle for your battlefields.

Here Andy 'the Beard’ Sharman defends his ramparts
against Studio Production bloke Flemming Christensen,

SEIGE WARFARE: Sigmar preserve us! Warhammer
Seige is coming! Thera will be a new book with rules




Some readers may have heard rumours of a new
Warhammer publication called Warhammer Ancient
Battles — a set of wargames rules for fighting battles in
the ancient world between the likes of Greeks,
Persians, Huns, Homans and sundry [ong-dead
atfversarias. White Dwarf's spies can reveal that it's all
true — but don't dash round to your local Games
Waorkshop for a copy.
Warhammer  Ancisnt
Battles has been written
and privately published
by Rick Priestley, Jervis
Johnson and Michag!
and Alan Perry, under
the banner of
Warhammer Historical
Wargames. This is an
entirely new, somewhat
disarganised, and
suspiciously  whimsical
venture which aims to

publish occasional
books about
wargaming with
traditional  historical

models.

WARHAMMER GOES HISTORICAL

Anyone interestad in wargaming with historical models
will ne doubt welcome the arival of Warhammer
Ancient Battles — but bear in mind this really is a
independent venture by a group of determined
madmen s0 please dan't bombard us or your local
shop staff with guestions about it If you want to
kombard anyone with guestions we suggest you aim
your correspondence at:

Warhammer Historical Wargames Lid

PO Box 5226

Nottingham

MNGT 2WT

Warhammar Ancient Battles is a 144 page book of
rules with army lists for Romans and Barbarians, somea
colour pages, lats of black and white illustrations, much
in the siyle of the Warhammer fantasy rulebook as you
might expact. If you want a copy you can order it direct
from the above address at a cost of £15 + £1.50
postage in the UK. Please make cheques payable to
Warhammer Historical Wargames Ltd.
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ARE YOU CURRENTLY

EMPLOYED OR WORKING AS |
A MODEL SCULPTOR?

If so, read on.

| Hara at Games workshop we are setting up a

- new and challenging project. You may have %
seen our 28mm scale Thunderhawk Gunship,
* well we want to make more BIG STUFF! Our

} aim is to create an exciting new range of large
supear-detailed figuras in 80mm & 225mm scale.

We want to develop a team of the very best § !
¢ sculptors to work as freelancers to realise our i
background and imagery into large collector's
pleces.

If you think you have what it takes then please
send written details of your previous work, with
\ photographs if you have them, to:

 Human Resources
- Games Workshop
- Willow Road

> Lenton
Mottingham

MNGT 2W5S

STARSHIP
TROOPERS:
Here you have it
— exclusive propf
that Starship
Troopers read
Whita Dwarf.
They're probably
checking out
Imparial Guard
tactics and how
to beat Tyranids.
These two wera
spotted at IMP
Comics in
Mexico City.
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GW NOTTINGHAM EXHIBITION CENTRE

GAMES WORKSHOP HQ, WILLOW ROAD, LENTON, NOTTINGHAM

12th July 1998 10am-4pm

The doocrs to the Black Library are thrown
open for you to get a glimpse of some of the
marvels contained within and the chance to
take part in some really cool competitions.

= Meet many of the famous Warhammer Monthly and
Inferno artists and writers.

« A fantastic display of eriginal Warhammer Maonthly
comic art.

* What's the Story? Competition. Fill in the speech
bubbles to make your own comic plot. We will
publish the winner in Warharmmer Monthly,

* See an amazing Warhammer 40,000 battle based
on the the Blood Quest comic strip characters.

+ The Black Demon Painting competition. Enter a
Citadal Miniature painted andior converted to
represent any character from Inferno! aor
Warhammer Monthly, Max size 10crmx10cmx1Ocm.

+ Play the [atest Warhammer computer games.

» Bring along your converted miniatures and vehicles
and the best will be photographed on the day for
inclusion in the Citadel Journal.

+ The Citadel Journal crew will be on hand to tell you
how you can get your articles in the Journal.

* See amazing Black Library arefacts such as the
Blood Angels Space Marines and the awesome
Space Wolf Terminator armour.

Ticket price s only £5. Tickets and further details are
avaifable from our Mail Order Hofline on 0115 91
400080 or from your focal GW sfore.

To celebrate the re-release of Blood Bowl we're halding a day-
lang teumament of fantasy football on Sunday 14th Junea, There
are ynder 155 and over 155 categories.

Ticket price is only £10. Tickels and further details are
avaifable from aur Mail Order Hotline on 0715 31 40000
or from your focal GW store.

[ &
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GRAND TOURNAMENT ’9

15f & Znd August 1998, Tickets availabie soon.

CITADEL LEGENDS

Remember the first Citadel miniatures from the early '80s7 Well,
they're back! Wa've scourad aur ancient moulds in search of the
oldast Citadel Miniatures, many of which aren’t even in our back
catalogue, and are selling limited stocks in our Mottingham HQ
stare. We'll be changing the stock on a regular basis, Telaphona
the shop to see what thay haveo available.

NOTTINGHAM HQ STORE

The stare at our Notingham HQ is apen seven days a week and
in addition to the full range of GW books, miniatures and games,
you can also purchase any miniatures from our Mail Crder
servica on the spot. In fact cven if a model is not in steck, they'll
find the moulds and cast some for you there and then!

Opening Times ane: Mon-Fri 12 midday-6pm, Sat 10am-8pm,
Sun 10am-d4pm. Mottingham Games Clubr meeats avery
Wednesday at cur HQ's axhibition hall, 6-10pm.

Tha Nottingham HOQ store alse offers guided tours of the GW
Museum, whera you can sce the briliant Games Day mega-
displays and many gamas and miniatures from Games
Workshop's early days. Please phone (0115) 918 8410 to check
the museum is open befare you visit,

The Mussum will be closed st certain timas during 1he oardy surmimar for
refurbishmert anc expans on. Loox out for details 1 2 uiure Whits Dwarfs,

GAMES
WORKSHOP
NOTTS Ha,
WILLOW RD,

LENTON,
NOTTINGHAM
TELEPHONE:
0115 916 8410
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MAGIC REVISITED

WHAT'S IT ALL ABOUT

I have compiled the [ollowing list of amendments for
Warhammer Magic by obscrving what plavers do and
adopling ‘best practice” In each case (Le. by nicking any
good ideas and immediately claiming credit for them).
If vou're going to usc these amendments, and T'd
strongly recommend that you do, then make sure all
plavers are aware at the start of the game. Players who
whisk out any kind of "official ruling’ half way through a
battle and wave it under their opponent’s nose deserve
to be horse-whipped, tarred and feathered, barred from
human company and sent to Skegness for their holidays.
Jervis calls these kind of players ‘competitive’. 1 have
another word for them.

MAGIC ITEMS AMENDMENTS

The following Magic Items change as noted.
Armour of Brilliance is ‘Bretonndans Only'.
Cloak GfM!l’S is ‘Skaven Only”,
Stword of Justice is ‘Empire Only’.

Sword of Teclis is ‘High Elves Only',

The Silver Seal is ‘BEmpire Only'.

by Rick Priestley

s devotees of Warhammer will know it's a couple of years since we published
A&:u latest version of the game together with the all-singing, all-dancing
arhammer Magic supplement. With that in mind I thought now would be.
as good a time as any to look again at Warhammer Magic, go over the most olten
asked questions and see what sagely advice our infamous panel of experts could
come up with. 50 | herded a group of Warhammer experts into a small dark room
anc beat them with rubber hoses. 1 have 1o say this made me feel much better.
The results of these interrogations have been compiled into this article.

Executioner’s Axe is ‘Dark FElves Only'. In
addition, the rule should read °. . if any dice roll made to
wound is a 6, the Excoutioner's Axe has killed owright,
in which case no armour saves are allowed.” A 6 is
required on the wound roll and not the hit roll as stated
on the card.

Mork’s War Banner. Wizards in contact with the
unit are killed on the D6 roll of 2 4 or more and not
automatically as stated on the card. Make this roll as
soon as the wizard touches the unit, and subseguently
at the start of each of the wizard’s turns il he is sl
rouching,

The Forbidden Rod. Tach time a spell is cast using
the Forbidden Rod the bearer suffers D3 wounds on the
D6 rall of a 4+ and the Forbidden Rod is exhausted.
Onee exhausted the Forbidden Rod cannot be used
again,,, it is guite useless thereafrer. The caed should
include the note ‘Exhausted/D3 Wounds on 4+,

The Book of Secrets. The ceduction of the caster’s
prafile should be at the opposing plaver's discretion
and not the plaver himself. The enemy rolls the dice and
decides which characteristics to reduce. If the wizard
rides a horse, monster or chariot, reducing the rider's
movement characteristic does not affect his movement.
Once a characteristic has been reduced it cannot be
*healed’ or regained — the caster has not taken wounds




but  his  base  level
characieristic has changed
value permancotly Note that no

characteristic can be reduced o *0" unless there is no
other option — in which case players will inevitably
choose wounds to kil the caster.

Plague of Dominion is ‘One Use Only', you can
only use it once per battle and not every mrn as
deseribed on the card.

Cloak of Shadow. The Cloak cannot cover a
chariot, machine or mount of any kind, and is therefore
of use only 1o models on foat. Add the note Maodels on
Foor Only'. This rule applics to all three 'cloak irems as
follows,

Cloak of Mists and Shadows.

The Cloak cannot cover a chariot, machine or mount
of any kind, and is therelore of use only 10 models on
foot. Add the note *Models on Foot Only'.

Cloak of Featbers., 1s ‘Onc Use Only' i.c. you can
only use it once per battle and not every turn as
described on the card The Cloak cannot cover a chariot,
machine or mount of any kind, and is therefore of use
only 1o models on foot. Add the note 'Maodels on Foat
Only'.

Aldred’s Casket of Sorcery. The carrect poinis
value is 50 and not 25 as stated on the card.

Sword of Destruction. Chaos Rewards are not
negated by magic effects that would normally negate
magic items (35 explained in Realm of Chaos), This is
Pecause many are physical arcributes that can't strictly
he cancelled out. Howesver, the combination of Sword of
Destruction  and  Chaos Rewards s horrible 1o
contemplare. In this case Chaos Rewards are affected by
the Sword of Destruction, and a character with Chaos
Rewards cannol carty the weapon. The cand should
therefore read 'The wiclder may carey no other magic
items, not even Chaos Rewards, as they would be
destroyved by the sword’s power.”

DWARF RUNES

The Rune of Disguise only works on a machine
that is stationary, Onee 4 machine moves the effect ends,
There are two ways of representing this rune, The first
way is o place the model on the able and announce to
your opponent that is has the Hune of Disguise and
can't be seen. The second way is 10 make a rough map
showing where the machine is deployed, the machine is
placed on the ahle in the position indicated when you
wish o shoot or move. Both methods are equally
acceptable but the Later is heaps more fun,

The Rune of Burning can he employed on any war
miichine that fires a shot including cannons.

AN ERUDITE NOTE
ON STRIKE ORDER

As we all know, in normal circumstances units which
charge will strike first. They are followed by units in
initiative order. The exception to both of the abose is
that troops with double-handed weapons sirike last

i By~

Where
both sides are
armed with
double-handed they
strilke in  initiative
order, resorting to 4
dice roll if troops so armed
have cqual initative (pausc for
breathy. So far so good! :
Magical weapons of specialised tpes
{sprears, halberds, flails, [ances, erc) ignore all

the rules governing normal weapons of that iype. The
rules on the card apply instead. These almost always
incorporate the general weapon rule for that type
although in some instances bonuses may be dilferent 1o
a narmal weapon, cg the Star Lance is =3 Strength on
charging not +2. The rules on the card are considered
to be part of the special rales for that iterm even where
these are the same as a normal weapon of that type. The
rules are included on the card so that all of the
weapon's qualitics can be conveniently  considerecd
together without having 1o worry whether some apply
or not in partdcular circumstances. For example, a
character with the Star Blade [ance charges 4 characier
with the Sword of Destruction,

IDoes the Star Blade Lance count as an ordinary lance?

Mo — the lance simply can't be used.

All magic items which entitle the wiclder 1o sirike Hrst
take priorily over the normal swike order - over
chargers and initative order. So, in the case of Goblins
with double-handed weapons and the Bad Moon
Banner they do sirike first. In the case of a characrer
with the Helm of Many Eves and a normal double-
handed weapon he does strilee firse.

Wherc magic items entitle both sides to strike first then
the card usually includes a note to the effect that the
highest initative 1akes priorvily, resorting o o dice roll
where this is equal. Consider this as a peneral rule in

such cases,
- SOME ADVANCED
MAGIC RULES

A few of the players asked were keen to explain theic
ideas for cutting down the number of magic items
allowed to the armies by the rules. This is difficult to do
neatly because the numbers are enshrined in every
Warhammer Armies book, the magic sysiem, and so on.
On the other hand there’s nothing o stop players
limiting the number of magic items available should
they so wish, Unforrunately, many players obviously feel
‘abliged” to teol up their characters on the grounds that
their opponent is hound 1o do the same. Why plavers
can’t come to i peatlemanly agreement about this sort




ol thing over a pie and a pine I shall
never know However, playvers who
" are determined to play with less
magic in a controlled, official,
properly regulated, EEC approved
way, with povernment health warnings
and all, might like 1o trv out the various rules that follow,
These ideas come from different players, so they are not
necessarily compatible, but I'vwe included them all che
same.

One Item KRule. No character can have morve than a

single magic item. A unit can have either a magic
banner (if permitted) or its champion can have a magic
item, but not both.

= =g

This is a pleasantly brutal rule that cuts the number of
magic items availahle ar a single siroke! The hig
advantage bere is that is removes the more dangerous
and controversial combinations of magic items...
because vou never get combinations of magic ilems!

Veto Rule, A few players were vehemently keen to sec
2 the end to certain specific magic items (Black Gem of
Gnar, Heart of Woe, cto). There is nothing wrong with
these itemns (says he unflinchingly) onby that they tend w
appear over and over again and make the game
predictable. When  Jervis  Johnson ran a  recent
Warhammer ournament he allowed players to remove
magic items from the apposing army at the start of the
game, A slightly modified version of this rule is given
here.

Yeto Rule. At the start of the game each player lays out
his Magic Item cards. You can veto’ up to 2 of your
opponent’s items, Vetoed items are removed and are not
uscd in the game. The first item you veto will cost you 1
Victory Point (vour opponent starts the game with a |1
point advaniage} the second item will cost vou 2 Victory
Poines. If you veto 2 items your opponent will therefore
start the game with 3 Victory Points.

Dangerously FreeThinking Radical Hule. This is
3srricrl}r for plavers with a sense of humour. Remove
all the magic items worth more than 50 points and all the
race specific items from the deck. Shuffle and randomly
deal 3 cards to each side - hard not ta loak T know, but
it is possible! Unthinkable heresy for all you hard-nosed,
compettive types,, . but very entertaining for danperous
free-thinking radicals. Adjust number of cards to suit
tastes il you're feeling especially independently minded.
Add the magic cards for the races which are fighting if
your're in a revolutbonary mood.

DFIR Rule, Choose armies without magic items.
Randomly deal 3 non-race specific cards of SUpts or less
tor cach player at the start of the game.

1 in 500 Rule, This limits the number of magic items
bur not their value, and it doesn't stop you
combining several weapons onto the same character. OF

course you could also
place a points limit and
restrict characters to 1 item
too! If you've really got it in
for magic items vou could
go for the 1 in 1000 Rule,

L in 500 Rule. You are allowed a maximum of 1 rﬁagic
item for cach 500 points in your army.

Magic Per Level Rule, This is a nale we're trying out

for potential inclusion in a future version of the
Warhammer Game (Warbammer the Next Generation
kinel of thing), The idea is to limit the points value of
magic itcms available for different levels ol characters
aswell as the number of items cach character can have,
Under the rule the combined cost of all a character's
magic items must not cxceed the totals shown below:,
This reduces the value of magic held by lowly characters,
and cuts down the combinations of powerful items,
Where units are permirced magic standards these are
limited w 50 points.

MAGIC ITEMS PER
LEVEL TABLE

- Character Number Total Cost
i of hems Limit
~ Champion I 25 pt
| Hero 75 pt

b Lord

[ Wizard ! 30 pt
- Wizard Champ 2 75 pt
- Master Wizard 3 00 pr
- Wizard Lord 4 150 pt

Unit Standard
¢ Army Standard

30 pt
Unlimited

KNIGHTLY VIRTUES/
DAEMON REWARDS

In Warhammer Tournaments we've organised at GW
these have counted as magic items for purposes of
vetoes. Whether they should be subject to additional
limitations if the one item or magic per level rules are
used is a moot point. We'll ler you know on that one {if
you don't let us know first that is), The current head-
count is in favour of letting these stand as they are for
now. Not often that the Bretonnians collude with the
Dark Grods of Chaos is it? Sounds like cormuption in high
places w me. Nigel Stillman... Bretonnians, Tuomas
Firinen, .. Chaos, See what I mean! | of course have a
High EIf army and am above this kind of pelly
squabbling... Oh no you're not... Oh yes Tam... no you're
ol ., ez Tam. .. 0o Fou'ne Nor... ves Tame.. ool e o
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Some common queries promptly
rounded up and dispatched...

T A e

1 have the Excentioner's Axe
(always strikes last) and Helm of
Muany Exes (always strikes first).
When do 1 strile?

Classic contradiction! The rule is
that the two magics are of egual
ffeil CHEPONIE [RAERCY SOb SORELIMES
ote Will win aur and sometimes the
other, 8o, voll g dice at the start of
ench combal rownd T-3 vew steike
bast, 4-6 you sreike first.

A

It T double my abtacks {cg Ireney, Spider

Banner, Skavenbrew) what happens il 1 double
them again, Can 1 double a double? I T have
frenzy and Spider banner do E gquadruple my
attacks?

No vou can’t double a
dowble wusing magic,
spells, frenzy or
anything. The best
VoL can get 15 o
straight donble. ]
Anything an top of .

that has na effecr.

> O

> L B-‘*O

Can [ distribute hits from a Hydra Sword
amongst several models or do all the hits have to
be on one model?

If @ weapon multiplics hits then a single Wit struck
against a specific model becomes a multiple of hits
againsr the same model. i vou have several arracks
You can splic these between any tarsets in hase
contact, so vou could inflicr one or more hits on
several targets before multiplving up each it

Is a shot from a Skaven Warpstone Jezzail
considered to be magical?

Yey it ix. The same goes for all the Skaven warpstone
weapenry tneluding fezzaily, warpfire thrower,
assasvin weeping blades, warplock pg':i.[ﬂ.!' el
wind globes, plague censers, and warp f&gh.rmn"
from a Doomwkee!.

Do I really have to take a Potion of Strength at
the starl of my own lurn? Can I nof take it at the
start of cither player’s turn, the start of combat,
ete?

Yes vou really have to use it at the start of your awit
turn and Rot ab ary other time — not in the middle of
hend-to-hand combBar ax plavers often dol Af 10
poinis its excellent value bur the downside is vou
Bave to ool 1o HEME it af the srart of your e,
which can mean vou waste It fif vou charge and yvour
apponent flees for example).

Q
A

A

T use the Black Gem of Goar to pin an enemy
champion or another model in a unit, Can the
of the unit move or is it locked in place hecmﬁg
champion cannot move.

Clnce vou use the Black Crem, the affected morﬁ‘-_'{g
t?_]'_:ﬁﬂf'ﬂvr?f_‘; removed from the pame and are igao
Yo might wish fo literally remove them whilst ﬂ;& :
effect lasts — it makes no difference. The rext af & wiif
ix free to move and fight normally. In the case ¢
champion or g trooper fiom a wnit, this can mear
stranded from his wiit when the effect of the B
Gem wears aff. Treat the model ar a single char (e
bl you mst afterp? toore-unite kim with hwmiﬂ‘?
possible. He is ignoved for calealating Vic !{J?‘y‘ F.;l
if the vest of iy wnit is i
destroved the entire u!i'ftm
deemed destraved for
purposes of Vicrory Points.
Is it
mandatory
to drink at
least wix
pinis of ale
ol a Iriday
evening?
Oaly if both
plavers
agree.
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' CITADEL JOURNAL 26
HAAGH' Dive into Citadel Journal 26
' M see what all the fuss is abt}ut _
This issue featu.res: g H &

A new gang are vying for power in the
Hive. Prepare to meet the ‘Ash Nomads’.

Gav Thorpe’s Kislevite Shaman for
Warhammer Quest comes in from the cold.

| Necrospeare or Shakemunda? Brace : :
yourselves for ‘Romiet and Julio’. i)

More mad, manic Americans 'put the ‘O’
into obsessive, in ‘Outriders’.

Can your Imperial Space Marines sterﬁ
the Chaos advance, in ‘The Caudrax
Campaign'? | _ : : ¥ X

you have an axe to grind? You have an
Imperial Guard army that really kicks now that
you've introduced your own special rules? You're i
part of a brilliant games club that deserves wider Write for the Journal!
recognition? You've got all sorts of great ideas for

Su you're a veteran Warhammer player, and

Have you got any brilliant hobby ideas?
Get your hands on a copy of a recent

-~ converting miniatures, modelling terrain, running J Y i " tha sort of
campaigns and tournamenis? You want to see what a:tli‘-.:::-. wznareﬁ::kin;?:r. “:,“5 ““dua
other gamers are up to out there across the world? copy of our submissions gulde first,

Then pick up a copy of the Citadel Journal. It’s BRIl A pe oI
written by Games Workshop gamers The Ci
g e Citadel Journal
[thai':’s you!}_and <. p_af:knd f'."“ of Games Workshop Publishing, Willow
interesting, exciting articles  goad, Lenton, Nottingham, NG7 2WS
cated gamers. Or you can email us at
GE‘ a journal@games-workshop.co.uk
nt‘iptiun Issun 26 of the Citadal Journal is availabde from Mail Order priced only £4.00 with £1 PEP within the UK
subS vulﬂﬁ'eﬁ and BFPO. Overseas please add £2 PEP. Please use the order form at the end of 1he magazing,
To ba certain of i the Citadal Jou ke of lal B-issue
a“ﬂ Ea‘“e 355131 m:r;;:u: whlﬁnu;nﬂ;?:;am for a t:mJ::: gu:l?&TWg md;ﬂ arngﬁ ou:"mr With avary
“ h als subscription we'll ghwe you a free limited edition mug and each Journal subscription will begin with the
1 0 deld
a ll.'.l A utde" for m;mt:e purlls#h:n—#mw“:in't include back copies In subscriptions, but you can stil
: a"‘ o coples il Lhroar.
ing W 591
A er: 0t 5 916 8002



e B

ommerz-was most definitely a game bomn out of
Binspiration = g bizarre mi¥ of miniatures, an Epic
40,000 scenario and watching too many war movies
like 633 Squadron and the Dambusters. Ever since |
painted up & few Fighta-Bommerz for my Epic 40,000
Orks I'd taken an inexplicable liking to them, and the
Sulphur River scenaric in Epic 40,000 mentions Fighta-
Bommerz  bombing . strategic  bridges spanning
Desolation Valley on Rynns World, Couple this with war
stories about pilots braving flak batteries, enemy
interceptars and all sorts of other dangers to stike at
some vital target and }fﬂU'U'E gt Eommcrz over da
Sulphur River,

Sadly, good ideas are always a ot easier to come up
with than ways to apply them. Monetheless | liked this
particular one anough to keep rolling it around in my
head untl one fateful night J-had soms practical
inspiration and set to with paper and pencil crayons to
create a board and zome counters. | wanted to keep
the game simple and fast moving so that you could play
two or three times in quick succession, representing
several Bommer strikes and letting the players swap

sides if they wanted to. | also nesded to give the

Bommer pilots some tactics to decide between rather
than simply having them chugging up the valley.

The best idea | could think of was to make it how fast
tha Bommerz moved. The faster they went the harder
it wold be for them to hit the bridges with their bombs,

but in that case why should they bother going fast at

bg Andy Chambers

Waaagh! Dakka! Dakka! Dakka! is the only possible way to start
this article. ‘Bommerz’ is our exciting new game of Orky
bombing runs against the Imperial bridges on the Sulphur River.
Skwadrun Leeder Chambers will be your guide for this look at
the new game and its development...

all? Sethe flak batteries protecting the bridges wouldn't
shoot them down of course! Since the Orks' aircraft
would be unpredictable beasts it seemed appropriate
to let each plane roll two dice and then choose one of
them for its speed. That way a Iudi}r pilot would get a
low roll and a
high one on his
two dice (say 3
and 5  for
example) so he
would have a
cheoice of going
slow ar fast. An
unlucky pilot can
roll a double and
be carried along
exactly as Gork

| The game intludtsz ;.
- § -zfmparm.f Thunderbolt

Interceptors

and hdairk
desire.

Maturally  the
Imperial player
defending the
bridges would

need more ta do
than just sit
around  waiting
for Ork bombs to
start falling. So
the Imperials got
a number of




S
.32

] extra flak batteries to position along the valley. To
. make sure the Bommerz couldn't simply speed
: past these extra batteries | alsc added in some

" rock spires and defence lasers which they would
have to dodge past (they need to be moving slower
to have a good chance of avoiding damage). At the
start of the game the Imperial player draws a random
selection of counters marked with these
unpleasant surprises and places them faced
down on the board wherever he thinks they
will do the maost harm to the Bommerz,

The first few games showed that the
Imperial player still didn't have enough to
do in his turn so | also added two
Thunderbolt Interceptors into the mix of
Defence counters he draws from. The
Thunderbolts move in the same way as
the Bommerz and can dogfight

with them if they catch
L_ up. Having mobile
defenders has
reunded things

aut nicely

o | SOMERZ 0VER 04 SULPHIR e

i

and made the game a lot tenser for both playors. Since
then I've played lots more games of Bomimerz and
managed to resist the urge to tweak it very much
because I'm rather pleasad with it. It's dangerous work
far the Orks but the Imperials have to be careful about
siting their defences to stave off the successive waves
of Fighta-Bormmerz,

The marvellous 40K-scale Fighta-Bommerz built for the
Battle of Big Toof River led on to the idea of doing a hig-
scale participation game of Bommerz at the
Warhammer Open Day. That was great fun and we may
well take it along to Games Day later in the year.




Jim Butler and Torben
Schnoor battle it out over
Sulphur Rivar,

- Tracer rounds buzzed past the Fighta-Bommer fike a swarm of
- flery bees, Grubnatz hauled his controls forward and whacked the
- throtfle wide apen. Below, the snaking river and the canyon walls
furched up fowards Rim at alarming speed. Ahead of him,
Lirglhle took a flak hit and smashed into a jutting rock spire,
beyond that a slender arch of steal bridged the depifts, with
flak guns at edber end of it spitling flery death at fhe aftacking
‘Orks. Grubngiz’ eyes were walering and the engines werg
thundering in his ears as he snapped back the controls to rocket
straight fowards #he bridge. hifting the bomb releasa just whan
he thought he would smack sitraight info the thing. In a flash the
- bridge was befind him and he hwisted his machine up and back to
. glimpze hia bombs explode against the bridge. As Re circled higher
- up the canyon the smoke cleared fo raveal. ..

.the zoggin' thing was shli standing! With a snar Grubnatz
- gunnad ki engine and dived down for another ga. .. :




This month’s action packed Warhammer Monthly
sees the start of Kev Walker's awesome new
comic stip — Daemaonifuge. Inquisitor Silas Hand
is called to investigate dark and sinister events at
the Convent Sanctorum. There he meets a battle
sister seemingly corrupted by the taint of Chaos, *

"

Starting this issue!

-

.thr'.w] Siern, sister of battle

locked away for years in a cell, the

walls covered in her insane. some
: W3 say daemonic, scribbling. She is

. Ephrael Stern, Sister of Battle.

Flus more mayhem and violence
from Bloodguest, - .

Titan and
THe Curse
of Dibois.

rtusf

The dead await us
Fhe spaceship graveyard

Gargant atfack!




MUTIE ATTACK!

A Battle Report by Gav Thorpe and Paul Muller

his month we dragged together the two creators of Digganob, Gav Thorpe, who

penned the rules, and Paul Muller, sculptor of both the Diggas and the Muties, -
to fight a battle between Paul's own Diggamob, Da Mashers and Gav'’s Muties, the
Brethren of Magod.

Paul Muller: T BTN §

) [
Da Mashers

i3
& ﬁ"«:ln D By, -'i_lnlr‘r:.l,“‘-:-."‘

| frwiese |-
After a guick warm-up against Adrian | pye— PP 1 Y e
Wood's Morkas, Fat Bloke decmed my rsme [fsga e [i ] fammpn 2ol <slafi]e] i|s
fledgling gang ready to face the might of the N E e T i s nane ]

03 v I ions. Afl ;
Mutics. T had my reservations. After all, my PSR KIFIF £ A 0 Hrrs P Faem b i P o) g
opponent was to be Gav Thorpe, author of :

- . oo i v v ‘ EARLTPT 905 0 [P i T ] B | =1F B e £l 3

Pa‘f‘{‘uu”” Iigganob. This roight put him al a slight o i B itk e # ; 5
{Digganob} advantage! i R CAEER ] F1 6 1B Y TS FEN R FRrRN k-

. fl"':il."bc’- LR BTN I R | T 1 e R AR EE i F
Having never played against a Mutie ganz before, they |

were something of g unknown guanlily 1o me in gaming e i 4
terms. This much | did know — they’re Tast and they have - ] =T i |
funky weapons, ! | Ml
- RIITRP, L. CREERT 1NB FIERARRSAT DARACE: Jean

=

l
. ]
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DAY OF THE BATTLE
We were playing a straight forward “We Woz "Ere Furst’
scenario. | organised my trukks, bearing in mind that my
Digganob and Burl the yoof could prove
temperamental due to headwounds, My
plan? Grab the loot,
get the hell '
oul!

wle

=1

Faul’s mab, Da Mavhers




MUTIE RAIDERS

Cursed and twisted by the billowing gases and pall of radiation that spread across the
desert dfter the space bulk crasbed, the Muties have come to loathe the greenskins and
the Diggas who mimic them. They quest out from the deepest desert in their boly war
against the Orks, and in thelr eternal search for the technology of their ancestors.
Muties don’t bave vebicles at all and instead bave vicious scaly beasts, which carry
them vast distances across the desert. In battle, the Muties are fast and
manoeuvrable, allacking isolated pockets of the f

enemy and annibilating them completely.




Gav Thorpe: The Brethren of Magod

RESENTER
OUIRON

Of the three new
Oddmobs in
Idigganob, 1 think
the Mutics are my
favourites, The idea
that outwardly they
are  the  most
repellent inhabitants
of Angelis, whilst inwardly they are the
most noble and human, gives them a
very deep character with lots of
opportunily  Tor  exploitation  and
expansion. Net only that, but their
totally unique character (having no
wehicles at all, for example) means that
they play very differently on the
battlefield. Small wonder, then, that T
was keen o show off their prowess in a
White Dwarf battle report...

Gay Thorpe
{Mutie Seeker)

A Mutie mob will never rival the size of
the other mob tvpes, they simply cost
loo many teel each. It's very empting,
when you're starting a Mutic raiding
party, to go overboard on getting lots of
smazey weapons, armonr and grenades.
It's not all thar difficule to spend your
10 teel on the minimum of three
warriors. This can be a bit of a gamble
if you lose one of your wariors, the
amount of vour lost investment mayv
prave unrecoverable. Also, by only
having 4 really small raiding parly, you
maximise the enemy’s advantage of
numbers and you will find it difficull to
fight with fexibilicy on the battlefield.
For these reasons, | wanted to get four
or even five Mutics in my mob,

As | was using rminialures painted by the
"Bavy Metal team (MNeil Green to be
precise), choosing the wariors of my
raiding party was a straightforsard
matter of picking out some models from

the Studie’s collection, Luckily for me,
and other would-be Mutie plavers, Paul
Muller has done a great job giving the
madals  feasible  combinalions  of
weapons — he was aboul o Tind oot just
how good, with any luck! You can sec
my choices on the Mutie mob roster.
The mix of long ranged guns and close
combat weapons should give me a fair
chance against any cnemy, whatever
scenario we ended up playing. The
names were laken from the list of
examples [ gave in Digganob.

THE PLAN

Alter rolling on the Muties Scenario
Table, I had a choice of picking Itom a
selection of  different  scenarios,
including IDa Trap and Convoy which
allow the Mutics o surprse the enemy
and grab their scrap. However, | decided
to keep things simple and opted for We

Ciav’s gang, the Brethren of Magod

Wez "Fre Furst! Which would pitch my
Muties and Paul’s Digeas into a bitter
fight over scattered piles of scrap. Right
from the start [ decided that T couldn’t
match the numbers of the Diggas and
that running around trying to pick up
scrap would leave me exposed and out
of position - far better to give Paul’s
mob 4 thorough kicking and then pick
up the abandened scrap when be bottled
out... I deployed after Paul had set up
his mob, opling o pul my Seeker [with
his powerlul jezail) and the Snaga (with
the caliver) opposite his mob, They
would take some long range shols at his
trukks, with the hope that they could do
some damage, or even destroy or
immobilise them, The other raiders were
sl up ready to gallop towards the
central tower to take advantage of the
cover it offered and 1o stop the Diggas
gelting all ol the scrap too easily.
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WE WOZ *ERE FURST

CAUS RAIDING PARTY
BRETHREN OF MAGOD

Da Battle Map

PAUIL'S MOB - DA MASHERS
D Trukk®

seeker

Snam
Rﬂﬁﬂnt&':r Waxillus
Cviron
Keeper =

Unk
Frolcel Limorish

Ignatious

Unk 3
Buthus . Serap

DIGGA TURN |

The Diggas raced forward in the
thear (rukks. As they passed one
of the scrap counters, Neville the
Digga Shaman Ieapt from the
back o grab il, while the rukk
waited lor him to board next turn.
The other trukk sped foreards,
churning up the sand with its lyres, As
the trukk thrusted past the ruined 1ower,
Vince, one ol the Digga-Boys, leapl
nimbly from the back, grabbing the
scrap and continuing his run o hide
amongst the rocks. Steadying  his
kannon against the hull of his trukk, the
Digganob fired at the distant Snaga,
getting a lucky hit. The solid shell
slammed inte the Mutie, inflicting a
wound, which punched through the
Snaga's armour. Fortunately for the
Mutie, the force of the hit must have
becn reduced at such extreme range, as
it only inflicted a Flesh Wound. With
that single shet ringing out, the Diggas’
turn ended.

MUTIE TURN |

Secing their hated enemies, the Murties
shouted their battle cry and spurred their

YYYYYI YTy VIV Y VY (o

angha

| drven by Dennis

| *The Masher'
| driven by Dirk

Dhgganch Tt

D Masher Weepyun

Shamen G

Neville Vince
Verrvia

@ Derek

canse any damage. With a look of
dismay, the Snaga realised that
the weapon's power cell had been
drained dry by the first shot, and
he was out of ammunition for the
rest of the battle! Protector
Ignatious levelled his arqueba at
the approaching trukk and let rip.

ghastly mounts forward, kicking up a
lowd of dust, The degenerate traitors of
the Pyramids could not be allowed o
roam  unhindered across the Muties®
domains, Punishment must be exacted!

The Mutic Secker, Resenter Oviron, and
the wounded Snaga moved forward
slowly, tracking the approaching Trukks
with their weapons. To their left, the
Unks and Kecper galloped forward,
heading for the DMgea-Boy who had
leapt from the cover of his vehicle to
skulk behind the rocks, Oviren set his
Jezail o maximum power and pulled the
trigger. With a gout of venled steam, the
ancient weapon misired! Lockily, Gay
passed the required ammo roll and no
further harm was dong, though the
Seeker would have (o wail & lum before
firing again, as the plasma chamber of
his jezail recharged.

Vaxillus, the Snaga, returned fire at the

Digganob’s tukk, getting one
shot from his caliver. The beam

—
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of cnergy sliced towards the
irukk’s wheels, but failed to

As the arqueba loosed a bolt of
ravening coergy towards the
targel, a sudden malfunction detonated
the power feeds, causing the gun to
blow up in his hands and- inflicting a
flesh wound on the Seeker! The shot
impacted on the trukk s engines, causing
the outright strut to snap, immobilising
the vehicle — so the lwm was nol 4
complete disaster,

Limoriah the Unk shot his caliver at the
Digga-Boy amongst the rocks, hitting
him with a zingle shot, Vince way
punched of T has feet by the blast - going
down and dropping the scrap he was
carrying, Like Vaxillus's caliver, the
Unk’s weapon had also run oul of ammo
with that one shot, Gav began o muse

AMMO ROLLS

The Secker's gun blowing up was
telally unnccessary! A Seeker is
allowed 1o ignore the first failed
ammdg el he makes (which would
have stopped me having to roll w
see 1 the arqueba blew ap) but I
forgot about this at the time. Dohl

- Ax their trukk bounced and
fsapt over the undulating
 devert, the D:‘ggm seanred the
& lorizon for signs of scrap to

 scavenge. Their ]

- Phe Magher, stood up in Ihe

_ﬁ front seat, shielding his eves
v agmmmeégfweqﬁﬁebfuaug
% fwin suns. “Keep watch, Boyz,

xﬁxr‘rm&ecmm ”?"hg

gripping their weapans tight
and peering into the distance

“ for signs  of ottack. The
glimmer of surn on metal

- sparkled over a dune, and the |
ol headed for it, eager for
the loot. Just as they crested
another dune, the wind carried

- a haunting, wordless noise that




whether some kind of batterv-cating
virus had broken out amongst the
raiding party’s equipment.  After one
round of shooting, the Muties had two
weapons out of ammo, one blown up
and ancther recharging after a misfired
shot! It would be down to the vicious
hack ane slash of close combat to decide
(his Tighe, which snited the Muties just
[ing, ..

DIGGA TURN 2

The Muties were almost upon the
Diggas, fiercely brandishing their
weapons and shouting defiantly, “Give
"emn everyfing you've got!” ordered Da
Masher. Every weapon was levelled m
the clasing Mutics, ready Lo onleash a
devastating volley of fire,

Bundling his scrap into the trukk, the
Shaman hoarded the Masher and
shouled for the driver to get going, As
the Diggas on board prepared to fire, the
trukk thrusted towards the Muties,
brnging the crew into poinl-blank
range. The other Diggas followed
their Nob out of the back ol their
immaobilised trukk and into the rocks,
grabhing what scrap they could on the
way. Vince crawled slowly away
from the Mulies, collapsing in a
panting heap next 1o his leader.

With a thunderous roar, the Diggas
opened fire, The combined volley of
blunderbuss, shoola and slugga-fire
drove back one of the Unks and
wounded the Seeker, knocking him
from the saddle. Pulling a krak
stikkborb from his belt, Da Masher
shouted our, “Swallow this!™ and
prompily flung the bomb directly
behind him, where it landed in the
symil, hissing dangerously — it anyone
approached o close o the misfiring
stikkhomb, there was a chance it
wolld detonate in their face!

Ever_}- weipon is levelled at the closing mulies
{Paul alse helps out by shooting Gavy

Cirimacing with pain. Vince pushed
himself up intc a kneeling position.
“Don’t worry boss, 'l be alright” he
promised through gritted teel,

MUTIE TURN 2

Oviron drew his glaive [rom its
scabbard and held 1t over his
head. Bringing the saw-toothed
weapon down in a swinging are,
he signalled the charge and urped
his steed forward. As one, the
Mutie beasts leapt Torwards,
taking their rders inte a vicious
melee.

Without exception, the enlire
Mutie raiding party charged! The
Seeker and Snaga rtode up
alongside the mobile trukk,
hacking away at the crew with
their weapons, Amongst  the
rocks, the Unks drove their

AAAAAAAAAAARAAL

mounts forward; Buthus cut
berween the Digganob aml
injured Digga-Boy,
swinging his demilune in
gleaming  arcs  while
Limoriah drew his glaive
and charged the Digga
driver who had dismounted,

Knives are not the best
WEApOT Lo use against an
cnemy on a vukk, but
Vixillus managed to cause a
flesh wound on the Digga-
Yool who was fending off
the atlacking Mutie. Oviron
fared even better in his duel
wilh MNeville the Shaman,
his glaive inflicting a solid
blow that sent the Shaman
iwppling Trom the trukk to
the desert Toor.

The Diggas made good vse of the cover
afforded by the rocks. Atlacking with
his demilune, Buthus swepl the blade of
his weapon across Vince's cheat,
sending him tumbling to the ground
again. However, before the Unk could
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The whole Ueggamnb gathers its firepewer 1o blast the J\ful'llf.!-'. EJHI 0.!:{}' manage o
down the Keeper and push back the Unks!



MUTIE ATTACK!
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— there was no way he
could outdistance them on
Toor and he only had one of
his trukks left mebile.
Instead, he launched an all-

numerous gashes and cuts across the
Digganob’s chest, As Da Masher
dropped his axe and fell to his knees,
Buthus brought his demilune around in
# wide arc that sent the Digganoh
sprawling, spilling blood
into the dry sands.

ey, =

finish off the unfortunate warror, the
Digganob was in his way. Da Masher
managed (o land a blow on Buthus, bul
the Unk’s thick skin and solid mussles
proved impervious to harm. Limonah
was also caught off guard as he tried 1o
hack with his glaive at the Digga driver
lurking behind the rocks. Fortunately,
the unnatural toughness of the Unk
saved him from injury.,

DIGCGA TURN 3

The Muties were in amongst the
Diggamob  now, whopping and
shouting, swinging their arcane
weapons around their heads. Seeing that
escape was impossible, the Diggas
threw themazelves af their cnemics, their
faces twisted in bestial snarls, their
weapons glinting in the bright light of
the merming suns. Paul quickly came to
the conclusion that irying 1o gel away
from the Muties now would be hopeless

When hix Yoof takes down Gav's
Shaga, Paul brecky inte a yong and
darce routine.
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cul altack, hoping that he could settle
the matter once and for all!

The two Digga-Yools and the driver of
the trukk that had been atlacked leapt
oul, trving to pull the Snaga from his
mount and bkludgeon him 1o death.
Picking his way through the swirling
combat, the driver of the Masher
grabbed some of the wnheeded scrap
before loosing off a shot at the Mutie
Keeper who was trying 1o gel away
acriss the scorching sands. He emplied
the Tast of his shoota’s clip into the
downed Mutie, without any particularly
useful effect, other than to vent some of
his frustration. ..

Incensed by the injury caused against
him by the Snaga, Burl Weedyun the
Digga-Yoof hurled himsell al his
gnemy, smashing him to the ground
with a furry of wild blows from his
club (he hit the Mutie no less than
seven  limes’). Unable o prolect
himsell, the Snaga curled into a ball
and was promptly beaten unconscious
by the angry Diggas. Limoriah urged
his mount to leap over the intervening
rocks belween him and his prey, The
stariled Digga was too slow o stop the
puwer{ul Unk smashing him aside with
his glaive, the whirling teeth of the
weapon ripping through his flesh and
causing him to faint. [Da Masher
gripped his axe tightly and swung al the
Unk attacking him. However, the
skilled Mutic easily moved aside from
the blow and replied with a storm of
attacks Item his demilune, opening up
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Clutching  the  jagged
wound in  hiz  side,
Newville propped himself
up againsl the wheel of
the slationary trukk,
trying 1o ignore the pain.
With a railing breath, he
fell unconscious [rom
blood  loss,  sliding
sideways anto the ground
in a amall plume of
rppling dust.

MUTIE TURN 3

Although things seemed
lo be going well for the
Mutics, two of their five
WHITIOTS Were casualties,
which meant that Gav
had to take a Bottle test.
One unlucky dice roll, and the battle
would be over... Unfortunately for Paul,
Gav managed to pass his Bottle test and
keep the Murtie raiders in the fight. The
Mulics pressed home their attack,
engaging the Diggas in close combat
where they could. Seeker Oviron steered
his mount around the back of the
abandoned trukk and rode into the midst
of the Diggas hunched over the
unconscious Paxillus. Limerish, his
glaive dripping with Digga bloed,
spurred his mount forward inte the olher
Digga driver who had foolishly left the
protection of his trukk. Holding  his
demilune low, Buthus ran down ihe
Dipga-Boy who was crawling away
through the rocks, finishing him ol with
a sweep of the long blade.

Despite having the advantage of the
charge, Limoriah only managed to land
a single blow upon his adversary, and
that was insufficient to cause any harm,
Resenter Oviron's attack was more
devastating, his glaive carving aparl the
Digga with a whirl of lacerating hlows,
Away from the main fight, Prolector
Ignaticus recovered his senses and
remmounted] his steed, ready 1o atiack
once more.

Seeing  the  Muties  running  riot
everywhere, the few remaining Digeas
opted 1o flee while they could, Paul
decided that discretion was the betler
part of valour and velunlanly botiled
oul befere he lost anyone else — and who
codd blame him?



RETRIBUTION!

S0 a greal viclory over the treacherons
Diggas marks Resenter Owiron's first
hattle during his sacred Quest. All-in-all
it tumed out o be a very rewarding
hattle for my fledgling raiding party. As
you can see from the modified roster, all
my warrfors except the Keeper (who
was down for most of the short battle)
earncd @l least one advance. Most
notably, it shows you just how useful
getting inlo close combat is - with
multiple chances to inflict wounds, you
can really rack up a large exporicnoe
bonus. Afier generating my income and
mading in my five scrap counters. I
cnded up with a profit of 8 teef. T could
starl saving for another warrior, but ive
seem o be encugh for now, so I decaded
o spend it on upgrading my weapons,
Buthus was turning into a real monster
(with his ordinary Toughness of 4 and 3
wounds!), so [ mied to get his demilune
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Mektown, the Mutics | . el ] gmin
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teef, which came up as a f——Trr e T el=al = | B
total  of 3 teel KL B e e L e
Unfortunacely, I then

proceeded to roll 4 | on

the Lpgrade table, which
meant the job had been
bungled and the
demilune was uscless for e
the next battle while it TS BB E :

was being repaired. Ho

bum! 1 spent another 3 teel on a new question of who would Bottle first. T
demilune for Buthus, and that was it really thought it would be me that ran
(when his own demilune comes back, away — alfler all, that's usually what
Il have a spare one in my stash to give happens 1o me in battle reports.

o any new member [ recruit). :
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Paul did well, I thought, especially since
Lewsking at the hattle, it could have gone this was onlv bis second game of
either way. After such appaling luck in Gorkamorka, What really came across
my fiest round of firing, T thought 1 was that he cared very much about his
would just pet blown away! Luckily, fighters being injured. This wasn't

Paul’s return fire wasn't as devastating hecause he was parficularly scared of
as it should have been, only taking down losing or anything, il was just that if a
my Seeker with his first [l velley, model went down, he would have to lay
After that, it came down to a lot of down his lavishly, painstakingly painted
combats and hoping for good dige rolls. miniatures amnd risk scraping them
Paul's Diggas were well placed to across the rough, sand-covered table. ..

accept my charge (the benefits of having
a defended obstacle olfselting my
charge bonus), and it was only a litle
bad leck on his parl that stopfed him
wounding at least one of my Unks
ithank Magod for Toughness 41 Once

Anyway, enough wallle, time 1
compose the saga of my first epic
victory; to chant around the campfire
while we taunt our lwo captive Diggas
before sacrificing  them to the great

improved.  Rather than  going  to the comibats wers, started. & was just Magod. ..
trukks had Teen immobilised, As T'd round of hand-to-hand combat. Da
planned to get my Boys and scrap back Mashers, unsurprisingly, decided
e the trukks and drive for i, this enough was cnough and ran for it
presented problems. At this point the having taken their Amst serious beating —
game seemed to go inte Gav's favour. ouch! With two valuable Boys captured,
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DA BETTER PART OF UALOUR
Mot exactly the result T was afier. Stll, i
was pood fun (Da Mashers themselves
might disagree!} Al the start, things
were very promising. The Muties' long
range weapons had more or less all
malfunctioned or jammed and my
DHgganoh had managed to floor the
Keeper. On the downside, one of my

Da Mashers are in serious trouble.
As the Muties charged, the Mashers i

gripped their weapons and prepared for Will they attempt a rescue? Yes! Well,
the worst. But in the combat (hat mayhe after we get a few more Boyz
Followed the Diggas actually performed tgether. ..

guite well. Da Masher himsell went

down (as usoal), but : ’

this was halanced by [B et b S ——
Burt  Weedyum's ' g
magnificent display
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Bottle test next .
Unfortunately  for

g
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me CGav passcd his
Bottle test, then
went on to pummel
my men in another
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Mirdalures designed by Ay Morizan ar Dave Andrews.

Each Chaos Knight
Regimant box containg
five plastic Chaos
Knight miniatures with
Barded - Horses - and
mefal parte fo make a
leader, msician  andg
standard bearer. Each
box also contains a full
colour banner.

IMintakures designad by Aly Mornsan and Dave Andiegs

Each Chaos Warrior
Regiment box  contains

twoalve plastic Chaos Knight 8 L ﬁ

iniak ith | ;
5 mats a ndut: roisi HAOS WARRIOR ;-
and standard bearer, | i

These complate boxed regiments contain finely detailed Citadel miniatires,  movement fray and i the

CITADED § gase of the Chaos Knights, 8 colour banner. These models comprisa metal and plastic componants, and are
L YONIATUIRES supplied usassembled and unpainted. Before assembly, we recommaend tha! aach part ie cleaned and
: ] trimmied with clippers, & Cifadel fife or a modelling knide, We advise undarcoating the modeis befare
! B painling, and racommend Citads! Cotour paints. Glug and paints not included. Scenery not included,
SWDRISHOP ] i i
tds Citadal, Ihe Citndal eastle, Grmas Workshop, the Cames Workshop iogs and Wararmmer

ara registarad trademarks: of Games Workshap Lid, €3 Games YWorkshop Ltd, 1396 Al rights mzarved,




Mortals beware, for the most terrible Champions of Chaos bave ventured forth
intent on the destruction of those daring to stand against their dark masters...

Last month we released Champions of Chaos, which chronicled the most powerful
Chaos Champions. This month we introduce two of these disciples of doom: Archaon
Lord of Chaos Undivided, and Kbazrak the One-Eye and bis buge Chaos Hound,
Redmaw. Redmaw is not alone however, as the bideous Chaos Hound packs bave
also emerged from the Chaos Wastes, bungry for blood.

ARCHAON, LORD OF CHAOS UNDIVIDED

Archaon is leader of the Swords of Chaos, the most powerful Chaos
Warrior warband to scour the Northern Wastes. Te carrics the Mark of
the Chosen One, setiing him apart as the chosen champion of Chaos
Uindivided

Tirelessly challenging those unfortunate warbands he crosses, Archaon
wields the most potent ol imagic items: the Eye of Sheerian, the Armour
of Morkar and the Slayer of Kings. Pray to whatever gods you hold dear
that vou don't cross his path,

KHAZRAK THE ONE-EYE
6 REDMAW

Khazrak is the Beastlord of Drakwald Forest
and is one of the most fearsome in history.

He is an expert at raising Chaos Hounds,
and the gigantic Bedmaw fights at his
side. Khazrak wiclds the dreadful
harbed lash, Scourge,
which is capable of
MNaying great
chunks of flesh
from the bones
of even the hardiest
OPInents,

CHAOS HOUNDS

TTounds of Chaos are wolklike creamres who are marked with hideous
mutations such as two or even three heads, horns, long tsks, scorpion tails
and ather such dreadiul aberrations. Both Beastmen and Chaos Marauders
raise these savage canines for war,




l've always enjoyed using the Imperial
Guard on the battlefield. It has
something to do with the diet of Battle
comics and old war movies that | grew up
with. Besides, when the new Imperial Guard
models came out | knew | just had to get them.

The Imperial Guard are always mare of a challenge to
play compared to other Imperial troops such as the mighty
Space Marines. The peoor old guardsman is truly the
unsung hero of the Imperium. To be fair, you cannot
expact a great deal from a guardsman: he doesn’t have
the unshakeable faith of a Space Marine, he carries a
flashlight for a weapon and virtually everything he faces
has better weapons or is tougher. However if that
guardsman brings along a few of his mates, adds some
tanks for support, bolsters his morale with grim faced
Commissars and courageous Imperial Officers, he
becomes very deadly indeed.

Mick Davis

Playing on your Weaknesses

The biggest problem for the Guard is their lowly strategy
rating of 2. | think only Tyranids set up bafore them. This
means all the rest of the 40K races set up last and usually
go first, leaving you helpless for a turn except to react to
enemy fire. To minimise casualties you can set up your
troops behind cover and they can begin the game in
hiding if you wish. You should also keep your troops within
12" of their respective command sections. Pve found that
if you set up in the centre of your table edge and don't try
to cover every inch of the table, your opponent will mirror
your set up the majority of the time. If you keep your
vehicles off the table edge for a tumn, not anly do you
protect them from fire, but you can make full use of the

TA(‘TI(‘var RIALIS

This month is a bit of a cracker if you're an Imperial Guard Colonel, what with the
release of all those lovely heavy weapons, the Sentinel and the Command Tower. Well
we’re not the sort of blokes to let up on a good thing, so here is veteran Imperial Guard
commander Nick Davies, with his view on how to get the best from your Guardsmen.

Preliminary Barrage rule. The Preliminary Barrage is the
strongest weapon you have against other armies’ speed.
Target the largest concentration of troops within your
command section’s line of sight and place all your
barrages in the same place. This will maximise your
chances of hitting and if you're lucky you ean ruin your
opponent's plans before he even stars.

“What about thase lasguns?” | hear you ask — well I'm the
first to say that they are not the greatest weapon in the
40K universe. There are times when you will feel that your
troops would be more effective with popguns and you will
envy the easy stopping power of the bolter, but the lasgun
iz not the worst weapon you could have. | always choose
a platoon of men (that's about thirty to thirty-five men) for
the core of my army. This core always concentrates its fire
on one threatening squad or character. They will all firs on
that target until it is dead and only then do | pick another
target. Howewver much the humble lasgun is scoffed at by
yvour opponent, point twenty or thirty lasguns at his prize
squad or character, and he soon changes his mind.

As for close assaults, the Imperal Guard are not all that
bad. Thoy can certainly give Orks Boyz and Eldar
Guardians a run for their mongy, although against heavily
armoured targets such as Space Marines and Aspect
Warriors it's best to give ground and fire your guns at
therm. If all else fails, place your troops an Qverwateh and
your opponent may think twice before assaulting you. You
can also fight fire with fire by bringing along your own
combat specialists. Hough Riders excel at assaults and
with their hunting lances they are the equivalent to a
Space Marine Captain when they charge, but for shear,
unreasonable destruction and staying power, the best
choice has to be Ogryns.




Choosing an Imperial Guard army

When picking an Imperial Guard army | always choose a
minirmurn of a platoon of infantry squads to give me a good
solid core. | then choose the Gommand section to go with
this core. | also make sure that the command section has
a comm-link, so it is able to call down a barrage or two
during the game. I've found that this little item often stops
the enemy in its tracks.

The platoon of men and its Command section form the
bare bones of my army — now it's time o give it some
flesh. The first thing is the HQ unit to lead them. I'm a
great believer in the spirt of the game (a belief that has
lost me maore than a few batfles) and unless | have a
company of troops on the table | normally just choose a
Captain for my HQ unit. As far as I'm concerned, anything
samaller than a company is beneath the notice of a
Colonel. The HQ unit has a comme-link and | always give
the Captain a refractor field for extra protection. For his
second allocation of wargear | usually give him an
auxiliary grenade flauncher, which is wvery useful,
aspecially when loaded with krak grenades.
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Veterans

Veteran abilities add a little spice to your army, but they
alone will not win you the battle. One of my favourites is
the Grizzled ability which | normally give to my HQ units or
command sections. With any Guard unit within 12" taking
tests from them, it is important that they don't Break.

Ancther favourite of mine is Freedom Fighters for Ratling
Snipars. With the terrain piece they've set up in booby
trapped it becomes mare dangerous for your opponent to
flush them out. If possible give Hardened Fighters to your
close assault units as this can make them absolutely
lethal in combat.

Of course you can load up your squads with Dead-Eye
Shat, Slick Crew and even Stealthy, But | feel that this
destroys the main strength of the Guard which is
numbers. A few well placed skills are all you need to
bolster your fighting strength.

Brutal & Sneaky

The Imperial Guard has access to Ogryns and Ratling
Snipers, both of which serve a specialised role within the
army. Lets start with my favourite —
Caryns.

These are awesome shock assault troops
that can go stomping through virtually any
battleline. When closing with the enemy,
keep firing the deadly ripper gun; at close
range it hits automatically with 2
Susgtained Fire dice. This can tear straight
through lightly ammoured troops such as
Orks. If you spend a turn hosing down the
enermy with these deadly guns it should
be easy to smash them when you charge.

Ratlings have to be a lot more sneaky.
They can infiltrate right up to the enemy
deployment zone. Place them so they can
see an enamy elite unit and try to keep
them in cover. Then keep fiting at this unit
until they are all dead or until all your

If | have the points to spare | try to squeeze in a second
platoon of men. This time they are mostly heavy weapon
squads, one with all heavy bolters and one with missile
launchers or lascannons. The third squad though would
still be an infantry unit in case the enemy got too close.
The command section that leads this platoon would
normally have only mowve and fire weapons such as
grenade launchers and a heavy weapon. This platoon
forms my firebase, around which the rest of my army
deploy.

To finish off my army | choose the more fancy stuff, such
as Ogryns, tanks and Ratling Snipers. It's adding these
additional units that can dictate your style of play. | almost
always take at least one Leman Russ (two if possible) as
this is a more flexible vehicle compared to the more
specialised Hellhound, Any additional choices are added
depending on my oppenent, for example against Orks |
would take Ogryns and against Space Marines | would
take more tanks.

Adrian despairs as his Ok harde is blown away by Niok's arr

¥ Ratlings are dead {| once wiped out an

entire unit of Warp Spiders). This can
farce your opponent to spend a huge amount of time
hunting down your snipers or he can ignore them and
watch his prize unit fall to their guns.

Tanks

There is nothing | can say about tanks that has not been
covered by lan Pickstock in the Armoured Brutality article
in the Imperial Guard Codex. Just try to avoid getting your
vehicles assaulted and wse your infantry sgquads to
advance with them, Try not to zoom off to the other side of
the battlefield unsupported unless all the threats to your
tanks have been knocked out.

One thing | have found out is that if you use your tanks like
pill boxes, staying in ocne place and concentrating your
fire, it doubles their effectiveness in battle and can keep
thern safe fram harm for the entire game.

Hammer & Anvil
This is a tactic that | use time and time again against a

number of opponents. | split my army into two parts. |
mount & couple of aquads in Chimeras and support them




Nick Davis’ 95th Cadian Rifles Imperial
Guard Regiment (The Revenants)

Nick shared his thoughts on using the Imperial Guard in battle earlier
this issue and here’s the army he’s lovingly collected over the years...

he first 95th joined the rebellion on Gideon W and was
believed destroyed during the final moment before the
planet was sucked into the warp. Since the rebellion the
number ninety-five was considered cursed. However the 95th
was raised again for a campaign on Galthomer |l which was
infested with Orks. As the world supported a mix of climates,
several regiments joined the 95th. The
initial planetfall was a disaster and
the Orks were able to
destroy several

transporters. With h
ariginal command almost
destroyed Colonel Fiess

jained with the remmnants of the other surviving regiments. He
renamed them the ‘Revenants’ and finding themselves cut off
from the Imperium he led them in a successful resistance
against the Orks for over a year. When additional
reinforcements finally arrived in the shape of Space Marinos
from the Star Eagles Chapter, they reclaimed the word for
the mperium.
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with at least a Leman Russ and if possible a Hellhound.
These units are then placed in reserve — these are my
hammers. The remaining troops are placed in a defensive
position near the centre of the table edge, hopefully
behind somathing hard and heavy. This will create a
strong firebase for me to operate from — these are my
Anvils. Your opponent will normally get the first turn and
will advance towards your firebase, throwing a lot of
firepower at it. Just grit your teeth and dig in {you didn't
buy that Grizzfed skill for nothing). When your second turn
begins, bring on your hammers on your opponents
weakest flank. Get your troops from the Chimeras into a
strong defensive position and use the Tanks to support
them. Your opponent will then find himself fighting on two
fronts and in the middle of a crossfire. All you have fo do
is sit tight and keep pouring firepower at him. After a
couple of turns and a bit of luck, your opponent’s forces
should be quite weak and you can then start a steady
advance towards them,

Creeping Advance

This is quickly becoming a favourite tactic of mine and |
have found it can complete those missions like Take &
Hold and Dawn Raid, both of which the Guard are not very
good at,

HEAVY WEAPON
THUNDER!

This month, each Imperial Guard regiment has
its numbers bolstered by the arrival of new
heavy weapons teams, that will leave the
enemies of mankind running for cover!

These reinforcements mean that each regiment
has access to all the heavy weapons in Codex
Imperial Guard. Ready... FIRE!

Jungla Fighters of Catachan aufocannon and morfar teams

I've found that Ogryns are very useful for this tactic. When
setting your troops up, place the Ogryns near the front
{still try to keep them in cover) — don't warry to much about
them, their high Toughness and multiple Waounds make
them ideal for absorbing enemy firepower, Buddy up your
infantry squads, so when one advances the other can give
covering fire and visa versa. Then start a steady advance
towards the enemy, try to keep ewventhing in a line
(including your Tanks) and when the enemy gets close
use your Ogryns for the close assault and back them up
with an infantry squad. With the enemy kept busy, use
your remaining guardsmen to capture the objective or
break into the enemy’s deployment zone,

Sign off

Well | hope some of my advice helps. Remember the
Imperial Guard’s main strength is its numbers. Now grit
your teeth, dig in, place your faith in your guardsmen and
thay will not fet yvou down..., Have fun.

MNick Davis




Cadian Shock Troops lascannon team

© Mordian fron Guard missite launcher team Mardian Iron Guard awtacannon team
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bafter, martar and lascannon feams

Taliarn Desert Raiders

Vaithalian fee Warrars missile launcher team Vathaitan fce Warriors autocannon team



othing looks as great as two well-painted armies of Citadel
N Miniatures about to clash in battle across a dramatically
modelled wargames table. This useful new sourcebook is full of
ideas and inspiration to complement its companion volume “How
to Make Wargames Terrain”. Taken together they form an exciting
introduction to the fantasy wargaming bobby as well as providing
inspiration for veleran gamers.

developed with the assisian P
gamers, painters and army collectors, fir too numerous
1 mention. Suffice it to hat our thanks po to all of
vou for your sound advice and insightful hints, tips and
s on how best to go about collecting and painting
cs army. The book has evolved out of many

couple of vears,

The armies featured in the first part af the book are
merely a selection of the dozens we o al, but each
one illuminales one or more points ut how (o go
about colleciing

Warhammer 0. ! AT Army
out on the tahl simplest of




Berween these two poles there are the rest of us -
gamers who love to fight battles with model soldiers
and for whom painting an army is a challenging,
rewarding  and inspiring parct of the hobby. For us, as
wi paint new regiments for Warhammer or squads for
Warhammer 40,000, it's as if »¢ get o know the
minigtures and models in front of us, and by the
process of painting them they become our ownl The
final part of the book can be thought of as a technical
appendix.

All painters use techniques — drybrushing, colour
washing, highlighting, etc. All of these are hest learnt by
eloing. What we wanted to provide in this ook was an
insight into the range of painting techniques, and how
they are used by miniature painters to create the effects | |5 your army different from the norm in some
al light, shade and texture on their models. way? Or do you have any painting
tipsftechniques that would help painters or
gamers worldwide? Why not send us a photo of
. and develon vour skills S S your ammy? We all love to see a well turned out
r.*rat"ﬂrét‘ mﬂ; : AR } .” : force and you never know we may sven want to
Eel B R R : ik see more of yours here at the GW Studiol
handsomely rewarded. ¥
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he wonderful Lizardman army

that Jeremy has collected and
painted feaiures a number of truly
stunning conversions, How did
he  put  together such  an
impressive looking force and why
did he choose Lizardmen? Jeremy
cxplained (with a perfectly
straight face) that the reason was
that they were the only
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THE JUNG

Jeremy Jenkins explains his passion for coliecting armies,
ds well as his strange obsession with plastic bonsal trees...

Warhammer race he  hadn't
already collected an army for!

Once we'd all gotten over our
respective houts of envy, Jeremy
explained further: “At first |
thought about collecting an army
made up entirely of Skinks, but in
the end there were 50 many other
cool models I decided what the
hell - I want them all'™

The composition of Jeremy's
armics is decided as much by
what he feels like painting as what

he thinks would work well
tactically in the army. Because he
has collected so many  models
the vears, Jeremy has
developed his own particular sevle
and approach 10 painting. “To
begin with 1 just stick 10 layvers of
flar colour that get progressively
lighter. All it takes is two layers of
paint to create 3 shaded look™

CVET

Tt has to be said thar if you apply
enough different layers of flay
colour, the results can be very
impressive. As a final touch,




sh, but with a rwist of
ingenuity, “T add some ink to the
varnish, so that when [ paint it on,
re acts as an ink wash as

ploss v
a5 i coat of gloss.™

Using this unique way of painting,
Jeremy manages to crank out

armies at a fair old pace, For
cxample, he painted his preat
looking Saurus Temple Guards in
a single day!

Jeremy also Jikes 1o convery his

His with a

models,

“Irimmings from piastic bonsai trees make
really good spiky jungle bushes!”

seratch-huilt howdah and
his own version of Skink
Hero  Inxi-Huinzi  both
add plenty MOre
characier to the army. e
also likes to make his own
scenic bases. “Dve used
stones, sand etc., but my
favourite are irimmings
from plastic honsai trees.
They make really good
spiky jungle bushes!™

Jeremy has used curttings from plastic
bonsai trees (o make the bus o

his bas

hal there are many more

things you can use, such as lichen,
pebbles, toigs, cut up bits of cork,

2R7S ARNY

Mext on Jererny's list of things to
do for his army is a conversion of
the special  character  Lord
Mazdamund w2 Stegadon, a
Slann Mage-Pri and an awful
lot of modelling putty! We can't
wait to see how it turns out!




.. ﬁﬂ A;q ME

l:l.in has always liked Chaos, and
even chose a Chaos flect for the
Man (¥ War game. When the new
range of models for Warhammer
40, (00 Codex
Chaos began wo be
released, he
started 1o replace
all his old figures,
“l prefer the spiky

barogue image of

We caught up with lain Miller after the
Warhammer 40,000 Tournament and chatted
dabout the recent face-lift he'd given to his
Ghaos Nurgle army.

Chaos Space Marines to that of an
ITmperial Space Marine, 1 find
Chaos models more fun o paint
too.”

The plastic Nurgle Chaos Marines
were the first models Tain began
o paini from the new range, and
he thought they were the best
Citadel plastic models he'd seen
at the time. “1 didn't have a plan

to begin with, but as tme went by,
the army just seemed to get more
‘Nurgly®.”

Tain is continually expanding the
army and thinks it will cventually
rcach about 2,50 points. This
will be more than enough troops
o mive him lots of tactical
flexibility. The models you see
below were the ones used in the




1997 Warhammer 40,000
tournament and they represent
just a few of his many years of
collecting Chaos miniatures,

5:13.-'5. he suffers from the
hobbyist’s  discase of buying
something new before the last
thing is finished, “Il' T didn™ buy
anything for the next rwo years I'd
still be paintdng what I've got

now!”

As for the colour scheme, lain
usually paints onc model from
each unit before he starts on the

rest. This way, he's sure the
colours are going to be OK
belore he commits himself to
painting too many model

S what will Tain paint next? *1
think this army is premy well
lanced, so I won't change it
drastically. 1 just want 1o
it a little with a few
uads. Then there's
my Imperial Guard to carry on
with, then  onto some
Bretonnian Knights. TTmmm,
so much o do, so lidle
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SENTINEL!

by Rick Priestley

Not content with the release of all those lovely heavy weapons teams, the Imperial
Guard are being reinforced further this month by the release of the Sentinel scout
walker. Striding across the battlefields of the 41st Millennium its assault cannon
blazes a deadly trail into the heart of the enemy force...

Although the role of reconnaissance is usually fulfilled
by the swift Rough Riders, some regiments profar to
put their trust in mechanised walkers known as Sentinels,
When used in sufficient -numbers, these scouting
machines can alsc be used to make lightning strikes
against weak enemy positions, These hit and run attacks
have been used to great effect in many campaigns over
the millennia.

The Sentinel is a lightly armoured one-man scout and
insurgency vehicle. It is employed in a reconnaissance

role and also as a close support vehicle in small actions.
For its size and weight it is well armed with a deadly
assault cannon, but its lack of substantial armour makes it
unsuitable for massed vehicle combat,

The Sentinel is a walker type vehicle. Its cleverly
articulated legs enable it to stalk quietly through dense
undergrowth whilst permiting an impressive burst of
speed over open territory. It walks with a strutting mation
and its small, finely balanced cockpit is stabilised with
complex gyroscopic sensors.
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"Eavy Metal painter Martin Footitt explains
how he painted this plastic Lizardman Saurus.

HOW TO PAINT A

LIZARDMAN SAURUS

Martin used the following equipment:
1. Polystyrene cement, PVA glve and modelling flock.
2. White undercoaf and matt varmish sprays.

3. Citadel Paints: Enchanted Blue, Chaos Black,
Burnished Gold, Skull White, Lighining Bluwe, Blood Red,
Codex Grey, Goblin Green, Biue Ink and Brown Ink,

My [first job
was 1o stick the
Sauruz logether
and clean off - :
any mould lincs RS
with a file. The gaps in . : iy
the base were filled
with  Blu-Tac, i
plasticine or any other
rdelling putty would
do just as well. I
unidercoated the model
with  white  spray,
including the shield,
which I left on the

spree o give me
something to hold on
to and because it would be easier to paint the front of the
Saurus. You could use while paint for the undercoat, but
sprays arc quicker, and give a nice, even coat, The fleshy
areas (except for the belly) were painted with Enchanted
Blue, thinned down with a1 littde water so that it would
cover more easily. As 1 would be painting over the ather
areas, thers was no need o wirry abour being neat and so
this stage was very quick.

I shaded the

{lesh by

painting  Blue

Ink owver the

areas I had
coversd in Enchanted
Blue. This ink wash
was also applied to the
white beily, making it
a paler shade of blue
than the rest o the
skin, If wvou  paint
several models al oa
time (1 wsually paine
belween five and ten),
you'll find that il you
do one stage on all the
mirlels, by the time vou are ready to do wihe next stape,
the first moded is already dry. The scales aned alf the rest of
the delail were painted Chaos Black, and the shicld, the
bracelel and the axe head were painted with Burmnished
Cioled,

To highlight the
skin, Lightning
Blue was painted
onto the raised
arcas. The best
way to do this is 1o make
sure you anly have a
Little paint on your brush.
and just flick the (ip over
the area you wanl to
highlight. You will find
that the paint catches the
raised arcas, and brings
oul the detail really well.

Den't worry il the elfect
is a litle uneven; vou
won't notice (his once
the model s on the wabletop. 1 also painted a linle Skull
White ente the raised parts of the belly, leaving blue in the
recesses. At this point I glued on the shield, repainting the
arcas where it was removed from the sprue, with a Litle
more Burnished Gold, Then the base was painted with
Guoblin Green.

[ would be quite happy to field a regiment painted 10 this
standard, as I could always add the Anal details later,

The final

detailing

consisted  of

painting  the

homs,  teeth
and  claws  Skull
White, leaving a little
black al the edges 1o
make thern stand out, |
paintes] the evea and
tongue Blood Red (if
you want Lhem to be
really  bright, try
painting them white
tirst). Then the gold
areas were shaded by
painting over with
Brown Ink, to give a bealen, aged effect, Finally [ painted
a little Codex Grey onto the edges of the black scales, (o
help them stand out from the skin. | painted a linle walered
down YA glue onto the top of the base and dipped it into
modelling flock. Finally, I sprayed on a light cost of Mail
Varnish to protect the model from the rgours of battle. It
was now teady to cany oul the wishes of its Slann Mage-
Pricst masters,




he new  Warhammer  and

I Warharmmer 40,000 paint sets are in

the shops now. Both sets include a

brush, a selection of nine paints, five

plastic Citadel Miniatures to paint, plus a

handy guide about painting Citadel
Miniatures,

Although put together specially for the
beginner in mind, each set represents a
great selection of core colours for all
painters,

They also herald the release of a
complete new 75 colour range of Citadel
paints. For the last year, Mike McVey and
members of the Games Workshop
painting team have been testing and
developing them, concentrating on their
colour, covering properties, drying time
and durability. Mow what we consider to
be the best acrylic miniature paints in the
world are ready for you to use, Over the
page is a full breakdown of all the new
colours, arranged for ease of highlighting
and shading.

* Two Palnt Brushes

WARHAMMER PAINT SET

+ Blood Red * Skull White * Chaos Black
» Bestial Brown * Sunburst Yallow « Gohlin Grean
» Enchanted Bilus + Elf Flesh * Chalnmall

= Five plastic Lizardman Saurus warriors
* An Intreductory guide fo painting Citadel Miniatures

* Liiramarinas Bive
=Two Paint Brushes

WARHAMBMER 40,000 PAINT SET
* Blood Red = Skull White » Chaos Black
* Snakebite Leather + Bad Moon Yellow + Dark Angsls Green

+ Bronzed Flesh
* Five plastic Space Marines
= An introductory guide te painting Cltadel Miniatures

= Boltgun Metai
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COLOUR

BLODD RED

BLAZING
ORANGE

FIERY
ORANGE

GOLDER
YELLOW

SUNBURST
YELLOW

BAD MOCH
YELLOW

BESTIAL
BROWN

SHAKEBITE
LEATHER

uomiT
BROWH

BLEACHED
BONE

DARH FLESH

SHADE

BLOOD RED

BLAZING
ORANGE

FIERY
ORANGE

GOLDEN
YELLOW

SUNBURST
YELLOW

BESTIAL
BROWN

SHAKEBITE
LEATHER

vomiT
BROWH

HIGHLIGHT COLOUR

UERMIN
RED GORE e
LEPROUS
wonowa [
Bazive [
Siaa | DUARF FLESH
FIERY BRONZED
ORANGE FLESH
BOLDEN
YELL O ELF FLESH
SUNBURST
VELLOW PALLID FLESH
BAD MOOA NAUSEATING
VELLOW BLUE
IMPERIAL
SKULL WHITE i
BESTIAL
Y- . LICHE PURPLE
SHAREBITE WARLOCK
LEATHER PURPLE
BUBONIC TENTAGLE
BROwn | | e
MIDHIGHT
BLUE
BLEACHED
BOME . STORM BLUE
SHULL WHITE . REOAL BLUE
UERMIN ULTRAMARIAES
BROWN BLUE

NEW PAINT & INIS RANGE

This month sees the release of the whole range of new formula Citadel Paints. We think
they are the best acrylic miniatures paints in the world. To help you paint your army we’ve
drawn up the chart below, which will help you shade and highlight the new colours.

SHADE

DARK
FLESH

SHAHEBITE
LEATHER

DWARF FLESH

BRONZED
FLESH

ELF FLESH

-uuni an

NAUSEATING
BLUE

IMPERIAL
PURPLE

LIGHE PURPLE

WARLDCK
PURPLE

MIDNIGHT
BLUE

MIDNIGHT
BLUE

REGAL BLUE

HIGHLIGHT

LEPROUS
BROWH

BRONZED
FLESH

ELF FLESH

PALLID FLESH

SKULL WHITE

LICHE PURPLE

WARLOGK
PURPLE

TEMTAGLE
PINK

SHULL WHITE

REGAL BLUE

ULTRAMARINE
BLUE

ULTRAMARINE
BLUE

LIGHTHING
BLUE

SHABE & HIGHLIGHT. Hecommended colours i he used when shading and highlighting the relevant colour Where no colour is indicated, we
reconmmendd you add some Blick 0 the celevant colouwr 1o coeate a shade, or some white o create 3 highlight ool




CITADEL INI{S (13 COLOURS, INGLUDING BLACK)

VELLOW | SHY BLUE

DRANGE . CHESTHUT I MAGENTA . BLUE lllﬂlil'[ EHEEH. BROWN

COLOUR SHADE HIGHLIGHT COLOUR SHADE HIGHLIGHT

oY | neaaupwe | MORTC B copey caev | chaos sLack| FOMTACSS
. e | EMCHANTED | g prue  : FORTHESS | GODEN GREV | SHULL WHITE
. icepe | UEATIAG SWOLLWHITE || ShuLL ki e | N
.. B v (o] g
e sworomeen || TG | Twe | GREy
. snor oaeen | PARK ONELS | SGORPISN GHOSTLY | SPALESYOLF | SKULL WHITE
SCORN" | snor aReEn ";#E“E‘:f . e | NONE
“ékﬁ','f iy | CHAINMAIL |  NOME T
. SCALY GREEN JADE GREEN j Y  none NOKE
. JADE GREEN | SCALY GREEN | WILE GREER . TIN BITZ HONE HOME
. UILE GREEN | JADE GREEN SHINING GOLD|  HOME HONE
. ey | SNOT OREEN g OURRSIED | wone  none
. CAMO GREEN ok HONE HONE
:] ol SHULL WHITE . Esr NONE NORE

GHAOS BLACK GODEK GREY e . HOKE NONE




ALL THE GAMES WORKSHOP
ACTION IN EVERY STORE!

If you've always really wanted to
lead an army of heroic knights
across the battlefield or command
an elite strike force of Space
Marines against the enemies of
mankind, then get down to your
nearest Games Workshop store,

All

Games Workshop stores

provide:

The complete range of
Games Workshop games,
miniatures and accessories.

The chance to learn to play
our games — our enthusiastic
staff are ready to show you
how.

Exciting battles for you to
take part in every week.

Help with your miniature
modelling and painting in
the store.

A Mail Order service for
components and old
miniatures.

The latest releases
every Saturday.




GAMES WORKSHOP OPENING TIMES MON-TUES & FRI-SA
10AM TO 6PM. WEDS-THURS: 12PM T0 8PM. SUN: 10AM TO 4PM

Stoves whose addresses are green are not open on Sundeays,
Ihe stores in shopping centres may not adbere to these opening times so ring the store for details.

Wl fo know where your neares! store s and what's going on there? fust drop in or give them a call,
Shops with marked @ also bave a Games Workshop Garming Club, Contact the local store for detatls!

BRISTOL
OPENI

UK STORES

Check out this list of Garmes Workshop
stores to find the nearest one to you.

ABERADEEM: Lnil 1, 33440 #rkgat. Tal: 01224 821261
ALTRIMNCHAM: Uril 1, 17 Graftan Sirges.

Tei: D161 B2E2H5G

BYR: 10 Arn Mall, Oebalr Arcade (behird Hourssons
dept. slore). Tel: D222 610675

BASNGETOKE: & Potiers Wald Wole Sireet.

Ial: 11256 165050

BATH; 30 Lpper Borough Wals, Tel: 01225 312414
BEDFORD: 1 Growingrs, lal; 01234 273887
BELFAST: 704 Cassle Cour (iowarcs beca of the
centray. Tl 01252 233664

BIRMINGHAM:
116 Cargorazon Sraet. Tei 0121 2367800
BLACKPOOL: A Birlay Straet, Tel: 04253 732056
BOLTOM: Unit 23, Firsl Floos Galkery,
Tha Snipgate Capie, Tet 01202 362124
BOURNEMOUTH: 24 Poat Otiles Aoad
Ted: (1202 316292
BRADFORD: § Groadway Tal; 01574 733553
BRENT CROS3: Uil F9, _ower mall {near Fenwacks].
Brar: Cross Shoppng Centoe. Tel: 3787 200455
BRIGHTOM:
7 Mike Pavlions, Nilg Straet. Tel: 01273 203333
BRISTOL: 13 Broad Wair. Tal 0117 3257533
BROMLEY: Lnil &, The Mal, Broenley, Kars
Tal: 9181 4560678
CAMBRIDGE: & Orcoa Straat, Tel: 01283 315350
CAMNTERBURY: 5 la0n Bar Lare,
Tel: 227 452880
CARDIFF: 3 High Sirsed. Tel; 01222 644917
CARLISLE: 2 E=ls Lane, Lowther Sraet
Tes: 01225 598216
CHELMSFORD: Jrit 42, Phase |, Thi Moadows
Shappng Cenira, Chelmatorg, Tal: 01245 490046
CHELTENHAR: 1F Pibilla Street Tal: 0242 226418
CHESTER: 112 Forepate Strpal. Tal: (1284 311957
COLCHESTER: E Shart Wyre Stneat,
liat DU G
COWENTRY: Unit 39, Upper Leved, Cathadral Lanes
Shepping Cantre. Tal: 1208 227311
CRAWLEY: 11 Broaoway. Tal: 01283 RE2L72
CRIBES CAUSEMWAY: Unit 129 (nexd ba MAS), Lpper
launl, The Mall at Cribbs Causaway, Bristo.
Tal: 0117 2562520
CROYDON: Jrit 35, Drurmmond Contr (meside at the
pack of the contral, Kealey Avas, Tal: 0161 GB04G20
DERBY: 42 Sadier Give, “el: 07332 571657
DOMCASTER: Unit 10, The Colonnades,
Tek: 01302 320535
DUDLEY; Unil 36, Merny Fil Carine, Briedy Hill,
Mudlsy Tol. 01384 481R15
DUMDEE: 113 Commercial Sirest Tel: 1382 an232
EALIMG: 520 &t Savicurs Mak {awards sack of tha
cenlray, Eairg Breedveny Cardve, Tel 5187 BLI0171
EASTBOURME: 13 Tarrinus Hoad, Te' 01523 EAH..]

EAST KILBRIDE: 4 Rghead Ga's
ial e aack ol MES). Tal: 07356 204680

EDINBURGH: 13E High Sovgal. Tal D131 2205540
EMWFIELD: 3% 3arolin Read, Tal: 01071 3&3238
EXETER: 3¢ Pritcnss Fiay. Tl $1382 430005

@ GLASGOW: 56 Queen Strect. Tel: 3947 pos37e2

GLOUCESTER: IE Charenes Sereat

Tel: 07452 505033

GUILDFORD: 12 Tunsgate. Tal: O°£00 451733
HAMMERSMITH; 161 King Siract. Tel: 0787 8430744
HARAOGATE: 23 3nuah Sraed, Te 01423 564370
HARRQW: 88 Slaton RAoad. Tl 2187 861 2350
HEMEL HEMPSTEAD: 16 Bridps 5.

Trl: G144 BLGTSR

HIGH WYCOMBE: Unk 29, Tha Balcony,

The Detagen Carira, Tak 01484 531484

HULL: 37 Paragar Sbreal. Tal: 01482 RRALY
IPEWICH:End Floor, Dabanhams, Walsdoo Housa,
Tel: 01473 210031

& KINGETON ON THAMES:

33 File Hioad. Tes. 013° 5455224

LEAMINGTON: 22 Park Swaet. Tel: 51936 438771
LEEDE: 1276 Gorral Roas. Tal: 0115 2420854
LEEDS (WHITE AOSE CENTRE]: Lirit #8L [neer
Uebermems). Walle Fose Cartne, Leeds,

Tol: 0113 2723475

LEICESTER: */) Slver Street. Ted 0116 2530510
@ LINCOLN- Unit 5Ua, Saltergate for culside f
‘Watarsida Cenlre), Tel 01522 548027

LIVERPQOL: 47 Lord Street. Te: D157 2507404
LONDON [CENTRAL): Lait =13,

Tre Faza Shoppicg Genlrs, 15t foes 116128 Oxtord
Srreat. 3l 01714 IBIEIS

LOGHBQROUGH: 22 Bigon Stesal

Tel: 015058 23007

LUTOM: 12 Park Stroot. Tok 375
MAIDENHEAD: Z Slardy House,
A% King Streat. Tal: 01626 521654

MAIDSTOME:

Unit g, 1-9 Padkding Laswe. Tel: J7622 677435

& MANCHESTER: 8970 Marsaen Cour hovear leval
noar Aros), Amdale Centre. Tel: 3061 B3LEAT
MEADCWHALL CENTRE SHEFFIELD:

ME High Slreel, Upper Mall {rest b entancs near
Eaces). Tal: 0114 Z56E336

METROCENTRE NEWCASTLE:

Uil 314, Fimt Floor {raar t1e MedieTanasn Wilaps.
Tel: 3791 £610950

MIDDLESBROUGH: 38 Dungas Slreet.

Tal: 0162E 28200

MILTOM KEYMES: Lirit £ Wesl Eng Extenalzn, 504
Slbury Bodlevasd. Miton Keynes Saopping Gevira (o
outsize of cenlra negs MES]. Tel: 07908 HINLTT
NEWCGASTLE: 63 Gaylon Street. Tal: 00912 322416
NEWFDRT: 24 Skinrar Streal. lal: 01635 255895
NORTHAMPTON: &7 The Friary, Uppar Level {rear
Sainsburys), Groevenor Cantre. Tel: 07604 EMERT
HORWICH; 12-14 Exchange Street. Ta. 01800 TETAEG
@ NOTTINGHAM (CENTRAL): 34a Fiar _ana,

Tl 0713 BLROES

@ HOTTINGHAM [H@): Garmes Wickskap KO, Wilow
Foad, Larsan, Nattrghan [near Cantal TV gludioa).
fal: 0118 3=&R410

OXFORD: 14 Mew 'or. Hall Sueel Tal: 01585 242788
PETERBOROLIGH:

3 Wanbwortt Stuel Tal 01735 gaiuss

PLYBIOUTH: B2 Gorrwgal Slees, Tol: 07752 o413
POOLE; Unil 12 Tavegahe Carge,

Hign Sireat Tal: 07202 BALEIM

@ PORTSMOUTH: 34 Anndal Streat.

Te'. 01705 GTEQES

GF 410474

: PRESTON: 135 Willar Arcage.

Tz D772 B21RGR
READING: Ll 3, Craspads. Teal: 0718 9593£91
RICHMOMD: Linit 3, Westminstar Housa,

Eiza' Fanitd. Tal: 0181 048692

ROMFORD: 12 Quadrant Arcada, Tl 01708 742140
5T ALBANS: * 38 Herllage Closs,

High Sareet. Ted 01727 857193

BALISBURY: 15 Winchashe: Strae. Ta': 01722 350855
SHEFFIELD: 18 Filrwifiam Galg, Tee D114 #Fa0 L
SHREWSBURY: 2 Bicge Slrees, Tie- 01723 362007
SLOUGH: 101 High Swveat Tel 0753 675873
SQLIHLILL: &350 YWearwizs Hoed. Tal: 0121 7057237
SOUTHAMPTON: 23 East Stroed.

Tab: 01703 131962

SOUTHEMD: 12 Boathaqusch Fagd.

Tel G102 LE1ES)

SOUTHPORT: Unit K2, Mertle Place Shopping Cenire.
Tel; 1704 501258

STAINES: 520 Elmalelgh Cerdra {ai back of M&S)
Tal: 01784 480875

ETIRLING: 14 Barrzor Streed Tal: 01736 446255
STOCKPORT: 32 Mersey Scuars. Tel: $18° 4747457
STOKE ON TRENT: 27 Stalfard Sireet, Hanlsy

Tel: 37782 205267

SUNDERLAMD: 255 Yok Sirset, (uet o the aigh
smront near MAS] Tal: 0191 S5v3Ess

SUTTON: Unit 28, Lpoe: Mal,

Times Squate Snepeing Cerce, Te- D1B1 7703454
SWANSEA: 45 “rincass Way. Tal: 01732 483538
SWINDON: 1/ Fleat Strae, Tal: 01793 435036

@ THURROCK LAKESIDE: Lnit 415, Leve! 50
Zoun, Tnurrack Lakesde. Tal: 01708 BG7T135.
TORCLIAY: 12 Market Street. Te: 01805 201036
TUMBRIDGE WELLS: 44 Camdar Foad

Ted: IBO2 525783,

WALSALL: D4 Squase Bhapping Derte.

Tal: (922 F26207

WARRINGTOMN: nt 20, Tme Scuare (near Currd's).
Tal: 01625 E51984

& WATFORD: Urit 014 Har

Cueeas Anad. Tei: H1985 2LE3HE

WINCHESTER: & 5 Gearnges Straet.

Tel: C*962 B5 0195

WOKING: Lt 3 Gleasy Courl, Tet: 01435 771675
WOLVERHAMPTON:

dnt B8, Maader CortreTal: Q1002 3104806,
WORCESTER: 4 Chanes Stresl. Tal: 07934 B1EFLF
YORK: 132 Lardal, 1e 01304 828074

IRELAND

BLANCHARDETOWH: Lne 228 The Blanchardsiown

Cenlre jnees the ywlow enranze), Co. Dusling

Tei. 01 822 5868

DUBLIN: Linnl 3, Lover L*ey Stragl, Dualia 1 eaand.
I: 47 gvaarel

DENMARK

COPENHAGEN: FREDERIKSBOHGEADE 5,
Tal: ++ 53 12 22 17

NETHERLANDS

ROTTERDAM: VAN OLDERIARKZVELT PLAATS 452
Tarl: #0102 800 286




Chester
112 Foregate Street

From the Cathedral go down 5t. Werburgh Street,
turning left into Eastgale Streel. Carry along Eastgate
Street until it turns into Foregate Sireet. Continue
along Foregate Street and Games Workshop is on the
right a few yards befere Bath Strect.

For more information, call the store an:

01244 311967
r— i

i

§ VR . -
4th & 5th July 1998
Cribbs Causeway
Unit 129 (next to M&S),

Upper Level,
the Mall at Cribbs Causeway

Leave the M5 at Junction 17 and fallow the signs for
Cribbs Causeway. The Games Workshop store is situated
a few yarde inside the Mall from the entrance to the right

of M&S.

For more information, call the store on:

0117 9592520

e

4th & 5th July 1998

Hemel Hempstead
16 Bridge Street

Fram the Bus Station head through the market and turn
right into the Marlowes. Continue along the Marloswes,
turn right Inta Bridge Street and Games Workshep Is
clearly visible a few yards down on the right.

For more information, call the store on:

01442 249752
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Buy three boxed
sets and get the one
with the lowest price

Buy three blister
packs and get
1 the one with the

' lowest price

FREE!

if".'l.!:ml-

WARHAMMER or

WARHAMMER 40,000 or §
5 GORKAMORKA GAMES i ¢
Redeemab’e at Games- |

Workshops Chester,
Cribbs Causeway and
Hemel Hempstead on 4th
& Brh July 1998,
GREY TME WILCHED 257 FADIIGT. 3T il ¢

l-'—---‘--l-“'--—l‘--l—--_

ARMY BOOK OR
CODEX OQVER E10 |

Radasmzable at Games
Vorkshops Chester,
Critrhs Causeway and
Heme! Hempstead on dth
& Sth July 1908,

£l -F

£5

W R N e . S . e e e W D BN R W B W
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ELOOD BOWL OR
NECROMUNDA
HARDBACK
Reosemahble ar Games
Workshops Chaster,
Cribbs Causeway znd
Heme! Hempsiead an 4th
& Sth July 1998:
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NEWCASTLE

GARY WARRINER’S DARK ANGELS

Check out
Gary’s army
at the
Newcastle
store and
look out for
more great
armies from
HE £ st oh \ e Dur Stﬂr ES
iginal home worlds o 1 el { ".n c Oming
issues!

it
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- Cary’ special  character
Supreme  Grond  Master  fearus
Brokenwing features an  ovnate
powerfist and o Rorskan head swap,

& Another of Garys characlers,
fntermgator-Chaplain Oziel, carries
ihe Blades of Reason, converted from
Jain Zar’y Silent Dearh,

B Gory says that not only are the plastic
mulli-par! Terminators great looking models,
But they are really easy fo convert teo, Thiv
Terminator is iy Compeny Moster, who he
named Belial. Gary made Belial before the
‘Storm of Vengeance' Campoisn pack camie
out, which features a Dark Angels Company
Magter also called Belinl. Gary added the
points cost of Terminator aimour to this new
character and wses the model onlv with his
fpaneil s agrecaent!

Cary  converted  the  Veteran  Sergeant
mimigture info o Chaplain fust becouse he
liked the madel 30 much. To make the sear on
the face reallv stand owr Geoy painted  the
Chaplain’s eve white g0 @ looked ke he'd

been Mlinded.

F 3 Glary prefers a fostmeving fighting sevle andd his Ravenwing Bike Squcdron (s inle Fis batile plans. Fach bike hos auio-
favenchery and Gary has made a couple of head and weapon swaps ay well, The Apothecary was made by adding an Apathecary
back pack to the Space Marine Biker with the plasma gun and painting kim in cheracteristic white armour:

ARMY OF THE MONTH « STORE ARMY OF THE MONTH « STORE ARMY
: : ; 5 i . b .




AMBUSH

i Newcastle {13 4t June} .
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23rd to 31st May
All UK Games Workshop
stores are holding a colossal

FACTORY &
OVERSTOCK
CLEARANCE

Selected lines at ridiculous prices!
Incredible bargains to be had!




GAMES WORKSHOP
TRAINEE MANAGERS

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

If YOU have:

+ High motivation, drive and energy
* A passion for the Games Workshop 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 advancemant
* 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 Retail (North), Games Workshop Ltd,
WIiiuw Ftoad Lenton, Nottingham NG7 2WS.

" § AN successful applicants will be acknowledged within 14 days




Oirks ara the scourge of every race in the galaxy of the 41st millennium. Their conzstant raids and attacks
have plagued the Imperium since its founding, and aver the millennia the Eldar have lost innumerable
warfors to the green-skinned hordes, Acrass the whole galaxy the Orks can be found, slowly growing in
power on some isolaled planat or sweeping through entire slar systems in a massive war-franey.

Orks are trutal, direct fighters who have no concept of marcy. Those who do not fall to their crude cannons
and mobs of savage fighters ars enslaved and put to work in the most dire fashizn, building mere armour
and weapans for thair crual masters. Orks must fight 1o live and they live to fight.

ORKS IN EPIC 40,000

In Epic 40,000 the Orks have a wide mix of different
vehicles and warriors and one Qrk army is unlikaly to be
exactly the same as another. The flexibility of the Crk
detachment liste means that you can very ecasily
characterise your ammy and emphasize the aspects of Ork
wariare thal you find the most sesthetically appealing and
suitable to your tactios. You can choosa massive armies of
foot troops pouring across the battlefield, or you might like
o put your feith in the huge Gargants and Battle
fortresses, backed ug by swarms of Buggies, Bikes and
Batlewagons. You can have batterias of Big Gunz with
mobs of Mabe and Shaoty Bayz, ar you may prefer 1o get
sluck in with the wvicious Goff Skarboyz, Snakebite
Boarboyz and olher close combat specialists. Whataver
yaur favourite style of fighting, the Orks can suit the role.
In this article | hope to show just a few of the ideas that
make the Orks so characterful and exciting 1o command.

DA CLANZ

Qs sociaty iz divided up into differant clans.
Although each Crik clan has its own outlook on
lite &l war, they arc ranaly found in total isclation
of each other. An Crk's adherance to a particular
clan's philogophy is genetically imprinted an tha
ingividugl, and like-minded Orks will band
togethar aut of natural association. This means it
ig wvery straighttorward o create a colourful,
characterful Ork army by simply choosing
appropriate troops for your detachmeants.

Whan assembling your army, by bearing the
difterent clars in mind you can maks it much
mara vizualy sppsaling. Use tha suggested
colour schemas from the Epic 40000 Battles
Book and your army will start 1 take an a more
unified look, without losing its essertial Orkingss,
You can get really extrene if you want to, with
your entire army coming from just ong ar two
clans {2 whaole Goff ammy would lock dead
mean!]. Of course, many Ork Warbands confain
membars of diferent clans banding togethar and
there's nothing stopping you from pairting your
rriniatures in whatever colours you like! As long
az you like the way your army lacks, there's
nothing to hald you back...

BY GAV THORPE

Gav lets us in on how to pick Epic 40,000 Ork armies based on the Ork clans.
Theming your Ork detachments to be part of an Ork clan gives them their
own character and really makes them stand out on the battlefield.

W lavnch an atack,

Deathskuls ready
themsalves fo

A Bad Moon detachmant  #EFes
crashes through a forest.




BAD MOODNS
Orks of the Bad
Moon clan
grow their teeth
faster than
other Orks, As
Orks usec “teef' as their
cumangy this means Bad
Moons can affard the most
cxpensive wargear anc
higgest guns. The Bad
Moons like to dress as
ostentatiously as possible,

just to make surg all the
other Orks know who are
the richest Boyz around,

In Epic 40,000 tarms, a detachment of
. Bad Moons would roflect this philosophy
4" by taking some of the most oxpensive
trocps and vehicles in the detachment list.
With this in  rmind, Bad Maons
datachments should usually be chosen
from the Ork Warband list. No Bad Moon
Warbosz is going to be seen going fo batle without at least a small
army of his Nobz, resplendent in their mega-amour, s0 a couple of
MNobz mobg making six to eight units is probably a good start. Aftor that,
your next port of call will be the weapons Mek to get some of the
biggest, shoctiest gunz areund, which means fots {LOTS!) of Shaaty
Boyz. Four Shooty Boyz unitz give you 8 Firepower (one automatic
Blast marker) while & unils of Shooty Boyz kick out an impressive

Bad Moon Warboss

16 Fircpower (and two Blast markers)!

After your Shooty Boyz have been assembled it's time to lock at the Support options. A few Trakfor
Cannons, Shokk Allack guns and other Big Gunz are definitely a good idea, aleng with a fairly sizeable
battery of Pulsa Rokkits. Faur fo six Big Gunz and three or four Pulsa Aokkits will be icdaal, though you
can go for more il you want to pay the points! To protect these expensiva troops you'll most likehy want &
couple of Flakwagons — nobody likes to hava their hand-picked force smashed to bits by an unexpected
aeral attack! And dom't forget the all-important Weirdbay, normally carried in his cwn towering
Battlewagon.
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ir For a more mebile detachment, the Bad Moons take lots of
Batflewagons; enough for all the Nobz and Shooty Boyz to hitch a lift,
and possibly a couple of spares| This allows tham to zoom into an ideal
finng pesition before settling down and taking long-ranged shots at the
enamy. As ane of the mast expensive and shootiest vehicles around,
the Stompa makes an ideal centrepiece for a Bad Moon detachment,
and guite often the Warboss will save up his teef for such a big display
of his waalth and power.

GOFFS
Goffs see themselves as the 'ardest Orks in the galaxy
and there are few who would argue this to their faces!
Gioffs respect big guns as much as any Ork, but it is in
close guarter fighting, when you can smell the enemy’s
fear and see their pain, that they really cxcel.




The bulk of a Gofl detachment
will be ordinary Boyz. A
__vgritable horde of them, in
© factl Since Goffs are suited to
assaulte, you want them 1o be
able to move under haavy fire, so
you  really want well over
fiftoen units in the detachment.
This will give you a bonus to your
Leadarship tests and increase the
Gofts' chances of getting into a good
serap! Amongst these troops you should
have a fair number of the wveteran
Skarboyz (parhaps cven half of tham)
to really fighten the enamy in close

/ combat. As Boyz, and especially
A Skarbeoyz, arc fairly shorl rangad
shooters, it's not unusual for a Goft Warboss to provide them with plenty of
Battlewagons to carry therm into the thick of the fighting.

Goff Batlewagon

Goff Meks also favour Stompas as a very offoctive way of showing others just who the real bosses are.
Good at shooting and fearsome in an assaull, Stompas are the Goffs' ideal machine — they're just plain
‘ard] Depanding upon the number of Suppart choices you have laft, you could fake three or four of these
highly destructive machines of war. To aid them in close combat, the Goffs often drag a Weirdboy with
them, and if tha detachment as & whola has access to Batlewagons, the Weirdboy will prabably be locked
up in one too,

DEATHSKULLS

The Deathskulls are infamous scavengers, their Boyz and hordes of Gretchin are well-
versed in the art of scouring a battlefield tor useful weapons, armour and differant bits
of technolagy. Their Mcks are perhaps the most inventive of their kind, building large
eksperimental guns and constantly kustomisin' the weapaons and armour of their fellow
Deathskulls.

Thera are two main features to a Deathskull detachment — Looterz and Gretchin, and both should be
featured in abundance. Looterz are represented by Shooty Boyz units and Grots are, well, Grots... Grols
miake a really good screen to absorh casualtios and are handy for lending supporting fire in an assault
{and are pretty handy in a firefight for that matter) 5o around 6 to 10
units give you a lot of strength in numbers. As for your Shooty Boyz,

the sky's the limit and it wouldn't be over-the-top to bave as many as
ten or twelve units of them in a detachment. As well as these, the
Deathskulls alsa have lots of ordinary Boyz to pick aver the fisld of
war after the batle has finished, eight to len units being a pretty
reasonable number, Othar than this, Deathzkull detachments could
have any mix of troops, with a few
Battlewagons for  the Nobz and
Warboss, and probably a Weirdboy too.

Deathshul! Baltiowagon




EVIL SUNZ
-All Crks love geing really fast on Bikes, Battlewagons and any other vehicles they can grab
hold of. However, amongst the different clans, it is the Evil Sunz who enjoy going really, raally
fast. Their Meks constantly tinker with their vehicles to gat the best parformance possible and
have long debatos about which Squig fual mix is the best, arguments
about diffaren! frack and tyre combinations and so on.

You can represant Evil Sunz with either g Warband
detachment or a Kult of Speed. Either way thers
sheuld be a definile emphasis on Buggies, Bikes and
Battlewagons, with a few Nobz and Boyz
Ranging on &5 best they can. | can go on
about them here, but for a good idea for
somea Evil Sunz Kults of Speed have a fook
at thoe Waa-Grodsnik's Whealz of Deth
boxed set. For a Warband-based Evil Sunz
detachmant you still want a fair number of
Batllewagons, probably more than you have
Boyz, just so that nobody will et left behind,
plus & mob or two of Bikes andior Speed
Fraeks. Oh, and make sure everything has
sume red on, because as cvery Ork knows,
Ewvil Sunz Smashz Gun  "Red Wunz Go Fastal®
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SNAKEBITES
Snakebites are  the hoary
traditionalists of Ok society. Any
gun more complicated than a
barrel and a trigger is frowned
upon, and they much prefer to move
about  using  their Boarz and
Squiggolths,

To get & wuseful Snakebites
detachment you will have to decide
whather you want fo have Squiggoths
or Boarboyz. If you want to figld
Boarboyz as the main froops of your
detachmant, it's proferable to includa
battlewagons to carry any ordinary
Boyz, Grofs or Nobz, This will mean
the detachment will be prety fast-
moving &nd can charge into an
assauft from what seemad like g
safe distanca to the enemy!

If you're more inclined to take
Sguiggeths in the datachment,
speed isn't as important. Four or Fiva
Squiggeths, with plenty of Gretchin fo
protect tham from enemy fire (at least
six to eight units), will give your
Cpponents some nasty moments. Add
on ning or fen Boyz units, & fow

: : = Boarhoyz, four or five units of Mobz, and
’ - i the detachment is locking deadiy...
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BLOCD AXES
Blood Axes are probably
the least traditional of the
Crk clans. They favour &
vary different style of
fighting, employing some distinctly un-
Qry tactios like sneaking about, formal
training and using camouflaga. This
has led them to develop some very
individual vehicles and Ircops,

Bload Axe detachmants fealure a lot of
Boyz, with strong contingents of their
spacial Kommandos and  lots  of
Siormiboyz. A good guasstimate would
he to have eight to ten Boyz units with
your maximum amaount of Kommandos

or Stormboyz {or both). A few Nobz units will give the detachment a bit more of a reliable punch, and any

detachment benefits from having a fow Grots around to act as a scraen to enemy lire.

In addition, as Blood Axes often cmploy kustomised Imperial
technology, this gives you a great epportunity to convert ditferant
tanks. In game terms. the effect of all this tinkering tums anything
infa a Battlewagan, but this doesn't stop you sticking extra spikes
on an Imperial Chimera, or adding a big gun to a Bhing and &0
on, Tor puraly visual effect, Of
course, not every single
Battlewagon should bo
converted, but a couple of
strange vehicles adds to the
character of the detachment a
great deal.

DA END
Waaagh! (O course thiz is only a brief look of the different Ork
clans and their individual outlooks on combat and war.
Warhammer 40,000 Codex Orks is a uselul source of reference
for mora details of the Ork clans, colour schemes and so on.
That's it for me this month, but watch this space for mare Orky
articles in the fulura,

Biogd Axe Kovmrnandos
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FOUR GAMERS

The Final Purchases by Robin Dews.

be credits roll... waves crash against a barren shore... and our four ~ PAUL SAWYER
beroes dust off their boots and ride into the sunset. .. BEASTMEN

Well almuost! For five months now, we bave been following the exploits of
Fauwl, Roy and the lwo Richards as they bervically demonstrate just bow
you go about collecting and painting a new army for Warbammer, while
spending no wmore than L1025 a week (that's about USSIO for you
transatlantic types!).

I know that for their part, the guys bave all really enjoyed the challenge
and are now the proud owners of new armies. For me, and bopefully other |
rectdders, i's been great to see bow each army bas developed and bas been
shaped to match the personality and playing style of each of the four. More .
tharn anytbing, I've enjoyed the reports of their encounters on the field of ROY BARBER
battle and bow both their triumphs and defeats bave influenced iheir SKAVEN
choice of future models,

! know from my own bitter
experience that defeat is a
much better teacher than
victory. When vou win,
you merely revel in your
oun glory and brag of
your prowess. Defeat
brings with it
recrimindtion
and anger.
These are stern
teachers who
will ensure that
next time...
things will be
different.

Next issue the four
chaps clash in
morial

combat...

RICHARD HOBSON
WOOD ELVES

RICHARD GUNSON &
BRETONNIANS §



SWING LOW
SWELT CHARIOTS

A Chaos Beastman :u‘ﬂ'n-r h}' Pa'eil Sawyer

I:.kl £25 then, ch? Well, I've had my
on the Beastman Chariots for a
while now and with a Grand Opening

EHITER
Chariots with
e a ni af bis

on the doorstep (€ I
holding its Grand Opening) I'd h
toy be mad not to take advantage of all
the lovely three for oo deals
wouldn't 7
Grand Openings are excellent
wiys of building vour armic ]
th re some brilliant deals that
allow you 1o get even more for
your hard earned cash, You have
2 get there early though as
everyome has the same idea — buy!
buy! buy! I'd be purchasing three
chariots and gening the third free,
s0 off T went with Cathering (g
daughter and part-time Noise
Familiary to queve up at GWTIQ...
Now the proud owner of three
chariots | could resume my plan to
convert them, adding scythes and
different crew;, using the extra bits
1 picked up last month.
I intended o build one
of the chariots as it is in
the box with only the
addition of the scythes

taken from the Dark EIf

Cauldron of Blood. The
other teo would involve
not only adding the
scythes 1 bought last
manth but dlso
swiapping the two riders
for Beastman Champion
models and changing
one of the drivers for a

conversion, Check out the

% for o closer look!

Gor
I_]"IL[
I applied the same black paing
scheme that T have used through my
corire army to the Tuskgor steeds and
added a scenic base in the same way
that | have donc for all the other
models.  Following a  theme
throughout your army really does
give it the look of a coherent force
rather than a rag-tag coaliton of
units.
I"'ve added a few more bits and picoes
1 my herdstone since las 1 and L
think they really cap it off nicely L
thought the stone itsell was a bit
d and although 1 s intended
etch in a few
s, T thought it
deserved a linle s
S0, T added a in around the
the main stone, from which would
hang skeletons, skulls and other
trophics raken from vanguished foes.
That would do it nicely. ..
As my old adversary Tan Strickland

eager to atone for the dreadfu! Insscs
J Beastman chariots %36

TOTAL COST &3
Total paid at 2 grand opening  £24
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KINDRED OF
EQUOS

A Wood Elf army by Richard Hobson

Su here §am with my final £25 wo
spend  and  wvery  closc to
finishing my army. With moncy in
hand [ joined the queuing massces
at our Lenton HO store and made
my purchases, The main unit left
for me o buy was my Glade
Riders. T decided that with the few
extra models T could buy (because
of the Grand Opening} T would get
a unit of six including standard,
musician and hero. This leli me
with £7 which was fust enough 10
get a Standard Bearer (o use as my
Army Barttle Standard for my main
unit of archers.

varics only slightly from my initial
army list in WID218. Now, with a
o] dozen battles under my belt,
ancl as yer undefeated, it scems a
good time to look back at the army
as a whole. My whole approach from
the start was (o rely on massed
bowfire 10 win battles and whittle
down powerful units. This then
meant that my smaller hand-to-hand
units could map up the survivors, [n
general this tactic has worked
admirably although T probably need
to beef up my Wardancers with a
champion or hero. My Dryads have
performed well in every baitle T have
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FLYING HIGH

A Bretopnian army by Richard Gunson

his being the final month T

decided 1o round off my army at
2000 points, finishing off the
mopnted  squires and adding a
second sorceress, But  the most
ambitious piece of the army [ saved
until last as a bit of a treat - a hero
on a Pegasus.
The hero was to lead my (wo squire
units in bluc and yellow, and |
decided he was o be young and

impetuous  in contrast . the
general of the army
While 1 like the standard

Bretonnian Pegasus model, 1 really
wanted something totlly original
andd was determined o make use of
the Green Knight's horse as it is
superhly animated and detailed. [
pinned the Pegasus wings to the
body, making sure that the knight's
legs fitted in front of them, 1 then

removed the head from the Grail
Knight with a pair of clippers and
replaced it with Pelix [acger's. Finally
T used a linle modelling putty o Gl
the gaps around the wings and hero’s
head, and hey presto - job's a good
un.

1 worked over a hlack undercoat, as 1
do for almost all of my miniatures, To
get the vellow w cover Timixed up a
lirele skull white with the paint to
improve its  consistency. This s
shaded with Flesh Wash for a muted
finish — shading with orange ink
looked too bright. The blue uses
Enchanted Blue as a hase colour with
a couple of levels of highlighting,
In gaming terms | see him fulfiling a
fairly spedialised role, depending on
how he's equipped. His mobility
lends isell 10 pouncing on cncmy
war machines or wizards who have
strayed away from  the
cover of units. One thing

Green Kpight horse (complete)
Bretonnian Prgasus wings

Creen Knigl‘lt lll:gs

Grail Kaight body

Grail Knight lance arm

Felix Jaeger

(To replace the knight's head)
TOTAL FOR CONVERSION

The parts used for the conversion were:

he isn't capahle of taking
on is a large unil, as the
£575 ranks and standard will
¥ probably  defear  him,
£200 however he should worry
£150 most opponents with his
21.00 24" movement and provide
my force with a bit more

2050 | fexibiliey.
The mounted sorceress
£300 gives me  some  magical
firepower. Ul probably use
£1375 her as Level 3 in 2,000
point games with the Level

\

T4




1 sorceress on foot.

I'm embarking on a P:gaaus fonyersion £1325
e “periﬁ:“, for | | Mounted Sorceress 2500
me — campaigning. : :
Using thI; Efugfg 1 Mounted Squire £3.00
from l‘fh;hﬂm'?f Bretonnian translers E350
I've rolled up my

verritories dmd with TOTAL COST £2475
three mates, started
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o fight a few

border skirmishes.

So far the army is performing fairly
well with two wins and one loss -
again at the hands of the dreaded
Skaven. But I'm finding my 2,000
points just a little short of basic
roops when all the campaign
restrictions regarding magic items
and levels of heroes and wizards are
in place. The army size being used is
1,500 points 50T can just about cope
but I think I need to add another
unit = Halberdiers maybe?

In putting together a Warhammer
army I've kept w a prety loose
formula, 4 method Tve used many
times before. There was no master
plan, just ‘a hit of what you fancy
does you good' philosophy, picking
units I liked the look of and chat
fitted with the image T had in my
head of what the completed army
should Jook like. Next tme T may
put together an army st and collect
towards it as Richard Hobson did
but T think I'd lose some of the
spontaneity that was involved in the
cregtion of this army Tactically it
really was a casc of finding my feet.
Haying no war machines or assorted
fiddly bits, a Bretonnian foree ceally
is all about powerful characters and
units of knights, whercas my army
revilves more around squires and

peasants so it's not the most
effective in the world, but hey,
who cares? T just about scraped
the minimum 25% points you
must spend on knights for the
army.

So to the fuwre. AL the moment
I'm toying with twa directions for
my army. One involves expanding
the army in unconventional
directions by raiding the old mail
order catalogues for a unit of 'foot
knights” (Knights of the Realm
stats but without the horscs) and
maybe even a couple of the old
Brelonnian  artillery  picees!
Obwicushy this is going o involve
ficddling with the army list and be
wally unofficial, but the hobby is
what vou make ir, and if your
opponents agree them you can
come up with some interesting
bhackpground on exactly why the
army is the way it is and you've
added vour own layer of history
to the Warhammer world, The
second option is to expand the
army by adding an  allied
contingent — Wood Elves seems in
character as Loren lies within
Bretonnia, Either way, mayvbe Fau
Bloke will unearth it in six
months time and vou can see
exactly what did happen.
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=" = =| TO DO A RATS JOB
== == A Skaven army by Roy Barber

:imrﬁﬁsms&nﬁmﬁnﬂf-g_g;fah&‘inliﬁishmm St Sn here we are, five months  a rest”, and in my case the furry
T since us humble gamers first  rammen are as different to my chosen

squattcd on the dark, bone-strewn 40K army of Eldar as Shuriken
Noor of Paul Sawyer's cave, There  Catapults are to cheese... Squeak.

| UNIT: RAAEMNE POINTS: we were subjected 1o hours of Thus, with my army chosen, T have
smeoveLaass Aihara fand weagon 97 Al erecar w ||-;_1,T'1.?| terror by the evil, tyrannicil Lord spent the last five IT-I.DﬂthE EGJ.ICC'L‘i.I'I.g
R P st - - * Hnal-A of White Dwarf as he commanded furicusly and painting to my heart’s
e TR T Wy oag ¥ .| w | A i _;..w our fl.l!]. Uh{:dicncc El.ﬂ(]. dl.'-"-"UﬁUln COmbEnt, T[':I I:“: hunust. 1 have
Flags Mk - g : N to the mission ahead. As you may  pliecred my troaps in semi-planned
i Lo 228t 8 Lk 38 B | or may not remember, our sole stages (typical for Skaven generals, 1
| =5 f"l'-']'ﬂ'-"“f in ;]"-f‘-‘ over “Lh"" suppuose) preferring 1o do barde and
- : L intervening months was o collect P roarm
| et i i o st P Mok e by e ks BTy a Warhammer army A .
- to be proud of
- Hi":J“ f‘h* !H“Tj 9 Gutter Rupners £15
o = total of 2150 (split B -
UNIT: T ShEE POINTS: & g
:”T':Tf-&%g‘m - . %ﬁﬁ] into £25 a monthy. | 2 Clan Eshin Assassins £5
i, — % w No E;‘fmu‘f*‘ki ' 2 Rat Swarms £6
] :.m:rm: E ™ s i E T w 1 & LD ®av¥E pI:‘Iu - . 9
Bobmacer fkch 6 4 6 4 4 3 B & & - I decided to plump TOTAL COST 126
for the chittering | QOne pound left over {rom two month ago.
= : Skaven — hordes of
i . filthy, Chacos-
Fehorarty friont gy it on 0 oo bark'ed 22 boe o 4 wnonllid e warpeed ratmen
I who had only one
| amenda; Total Global
: - - Domination and the
kil Sl I P P'ml:T&EEET eradication of all
oo i I OAR, A A MY AT i AR AT nan-verminous  life
LI w‘hﬂﬂjlm LI from thie very earth
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Ut inziake ensscian, sindard . 7 e, 7 i Wil Mol ) Wl Themwr Skaven? As the old
sayving  goes, Ma = .
o Koy prowders sobich wdl wonld be the most destructive —

change is as good as
Gianbter Runners or Wove fezzoail feams.




weaknesses before choosing my
next hatch of warriors. 1| enjoy
keeping my ‘tactical options’ open.
This method scems o have worked,
but not as well as 1 had hoped - it
has taken me several battles o
finally realisc how best to use my
roops and what pitfalls to look out
for. The one thing, however, that 1
can truly be thanldul for is that by
playing games against expericnced
opponents, 1 have picked up some
clever tactics  quickly  (nexa  time,
though, I will find ones who don't
chear so much...). Mo, seriously —
it's kill or be killed out there, so try
o learn fast!

One of the first lessons | learned was
o balance my army carcfully, with a
good selection of rank and file
troops dlong with powerlul leaders
and wizards who would not fall
guickly in batle (thus dragging
down the masses). Magical items can
also make or break the game but, as
any Warhammer general knows,
relying on these w win you the
hattle is as beardy as hell and just
not cricker! As a resuly, T oded
o choase items that the

Skaven are infamous for, like the
evil Weeping Blades, Warpstone
armour  and  the bubbling
concoction . of  the  foul
Skavenbrew... This gives the
army a bit more of a ‘realistic’
feel, vet adds that touch of high
fantasy to make the game all the
more fun and unpredictable. It
also belps prevent your mates
dragging vou o the toilets and
inteoducing you to "Mr Blue
Goldfish’ for being a beardy

git...

MY PURCIHIASES
T was generally happy with all of
my purchases, althoupgh the

Vermin Lord, at a colossal a0
points, was probably bought oo
early {at least to play halanced
gamies with anyway). The plastc
boxed scts were an ahbsolute
hargain o boost up the bulk of
the army with and 1 would
wholehcartedly recommend
them to any general. Metal
characters and ‘special weapons’
figures form extra purchases to
round the army off with, but
make sure you check your Army
List before vou buy It is really
annoving to pay for and paint
woops that you cannot use in a
battle, The resultant grinding of
teeth can also mean a trip to the
dentist, ..

S0, where should vou buy vour
troops from? There aren’t only
the usual avenues of Games
Workshop stores and Mail Order
{although often their special
ofters on Grand Opening  days
and the like are hard o beart).
Games Workshop also supply
approved independent retailers
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st enough

around the world. These are retailers
like model shops, toy shops, post
offices, gaming shops and a whole
host of other outlets who officially
stock a range of ouwr products. Tf
there's not 4 Games Workshop store
near e you, then chances are thai
there will be o local independent
retailer who stocks our products.
Check your local press or Yellow
Pages - you never know!

Anyway, encugh of my ‘I'm a five-
month-old-army-collecting-veteran'
lecture and on with the fortunes of
My OWI Army. ..

Alter the appointment of a new
general to lead my batered Skaven
into battle (sec lssue 221) and the
resulling victory at Hawk Pass over
Chris Harbor's High Elves (sce
below), General Skarras returned 1o
Skavenblight with his whiskers held
high and was duly rewarded with a
final barch of troops by the Council,
The decision was ticky T had £26
lefi, with the extra £1 being carried
over from issue 220 - it could make
all the difference! This time I chose 10
buy my troops from my nearest
Games Workshop stockist, which
happens to be the excellent Morton's
Madels in Mansficld Being an
approved  independent  retailer,
Morton's Models keeps a range of
Games Workshop stock in-store, and
luckily for me, this includes blisters.
Alan, the store owner, also has some
older stock no longer found in our
0w Stores!

50, T scampered down to the shop
one  Saturday 'morning and Alan
pointed me in the right direction for
my final purchases. [ chose nine
Gutter Runners  to accompany
Snikch, two more Assassins and two
more of the deadly Rat Swarms. Hey —
bang on £26! Handing over my cash
to Alan, T was sure | had made the
best choice possible to round off my
army.

morne) left Roy findshes
off bis army with two Rat swarms,

Bunning back to my

burrow at  top
speed, [ hastily
assembled the
warriors  and  the

rats, painted them in
double-quick speed
(only  black  and
brown needed!) and
saluted my  now
complcte army,
Victory would be
mine for cvermore!

THE BATTLE AT
HAWK PASS

After finishing my
fourth installment of
troops, I challenged
the mighty Company Chaplain Chris
Harbor, with his vetcran High EIf
army, to a batle,

Chris has had hundreds of batles
with his various armics and is
certainly a force 1o be reckoned with,
so I had to put all of my (feeble by
comparison) experienos to use. I did,
however, have one consoling factor —
Richard "Hob MNob' Hobson had
vanguished the High Elves recently
with his skinny tree-huggers so there
might be hope yel! We staged a
simple pitched battle of around 3,000
paints in a fight o the death. The
baule started with a honus for the
Skaven. Not only did T get w go first
{thus closing quicker against missile
troops) but 1 rolled a 6 for the effects
of my Skaven Brew!! Double
movernent and attacks for my main
Clanrat unit for the entire banle,
Happy-happy, joy-joy!

Thus, marching 20" in their first turn,
my Skaven were virtually all over the
Elves like a Plague Monk’s rash! The
rest of my forces moved in {a lule
slower) ready for the kill. But then
things went wrong (whart did 1
expect?y. Chris's Bolt Thrower and
archer fire rained down upen my
Clanrats and they fell like flies. Tn the
blink of a rat’s eye, they tuened 1ail
and fled, failing to stand firm even
under the power of the Generals
Crown of Commeand! The Elves
began to surround my forces. My
Plague Monks charged his spearmen,
accompanied by the deadly Plague
Censer Bearers, and a huge melee
ensucd. Close by, my Vermin Loed
bellowed in daemonic rage and
hurled himself at a unit of Silver

‘Helms, helped by the chittering Rai

Swarm. As swords clashed and 1eeth
ripped through armour, the barle
raged on watched by Chris's sieadily
circling forces.

Then things started 1o go really badly!
My Flague Monks were routed in the
melee and they ran, only to be
mashed into the dirt by the White
Lioms. Squeak! In one fell swoop I
lost my Monks, Censer Bearers and
my Warplire Thrower! Doom! ‘Io
make things worse, Snikch was
routcd as he mounted a crazed
assault  against a  unit  of
Swordmasters, but he was not caught
(thank the Horned One). The only
consoling factor was that my Clanrats
rallied to the threais of General
Skarras and mounted an assault
apgainst a unit of Elven archers. Things
were looking bleak!

Chris continued to pound my roops
with arrows but luckily the great
Horned Rat shone upon the dice that
day, for injuries were minimal. Then
the tables turned again... the Vermin
Lord stomped all over Chris's
peneral, wizard and Silver Helm
bodvguard. Unfortunately, however
(for me), his Ilroops were not as
cowardly as the Skaven and they
stood shoulder 1o shoulder and
fought on. And on. And on... Soon
Snikch was gone — routed off the
baard to lick his wounds. The Vermin
Lord was cut down under g hail of
fire from the Bolt Thrower, My Jezzail
lay on the floor looking like a
hedgehog — that many arrows were
sticking out the crew Clancats lay
dead all around. With only one third
of my main unit of Clanrats left with
the general, the Warlock and a
Poisoned Wind Glohadier, things
looked tough, but the general didn't
let up. Magic flashed from the
Warlock's claws and Ebves fell. e had
silenced the Bolt Thrower earlier by
skitterleafing an assassin to the war
machine 10 do his duty, and now all
lay dead save for the rescrve Elven
archers. The furious assaults inspired
by the Skavenbrew won the day. The
last aof the IMigh Elves was cut down as
he tried w run away, broken by the
sight of his dead kinsmen.

Skarras returned back to the Council
with a new pointy-car necklace. ..
Only the warlock and plobadier
accompatied him to confirm his
¥ictory...

NEXT MONTH:
Roy and Paul take
on the two
Richards in next
issue’s Battle
Report!




Like to work in one of the most exciting departments in the world?

A SALES CAREER AT
GAMES WORKSHOP HQ

Giames Workshop is a thriving company, employing more than

1,500 people, with 180 of its own stores around the world. Our
products are also available glabally, through independent toy :
and hobby retailers, thanks to our multi-lingual sales team,
based at our Headguarters in Nottingham.

We are looking for Sales Personnel to secure and develop
new accounts, build on our existing customer base and to
strengthen our already hugely successful international
sales team.

Are you looking for:
A challenge within a young, dynamic
sales team?
The opportunity to prove you can achieve results in
a highly charged, competitive atmosphere?

Unlimited career prospects all over the world?

If s0, we are looking for:
People motivated and driven by results.
The commitment and desire to win.
Good sales and communication skills,

Foreign language speakers. especially Finnish and
Danish, however any language would be beneficial,

Knowledge of the Games Workshop hobby.

interested? You'd be mad not to be.

* Send your current details and C.V. to:

Sue Barden, Persorngl Departrmant,
Games Workshop Lid, Willow Road, Lenton,
Nottingham, NG7 2WS, UK
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igganob is the mayhem-packed supplement for the Gorkamorka

game. Adorn your battlefield with fantastic card models of a
crashed spaceship and four mutie tents. Check out the 96-page
book crammed full of new rules and background for three new

mmnb. There’s the savage Diggas, hideous Muties and the
re } mobs of the Gretchin Revolutionary Committee,

Lay cunnin’ ambushes or attack your foes in their camp with the
three new scenarios, Da Trap, Convoy and Gotcha! Enlist special
characters for your mob including such Gorkamorka legends as
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% A |
- % e
| : F ‘ -

e 3
DRKAMBLEY = ‘
PRUEMENT, :
N

i

)



LAST STAND AT

GLAZER’S CREEK

A battle report by Jervis Johnson, Paul Sawyer, Adrian Wood and Graham Davey

This month's battle report is inspired by the classic war film Zulu!, which recounts the tale of a
group of British soldiers attacked by wave after wave of Zulus in 1879, In this battle the Practorian
XX1V Imperial Guard regiment would try to survive a series of relentless Ork assaults. The
engagement is a continuation of the *Massacre at Big Tool River’, the mega-display featuring the
Imperial Guard battling with the Orks at last years Games Day event. Over Lo Jervis...

THE BATTLE OF GLAZER’'S CREEK

Glazer™s Creek is a narrow tributary of the Big Toof River, that
stretches away to the nerth-west of its parent, Located close by
the ¢reck and some fve miles from Big Toof River itself is the
rerraing ol an old farm, once owned many years ago by one
Conrad Glazer, the man who gave his name o the creek.
However, Glazer disappeared many vears ago and his farm
wis lille more than a min when the men of the 3rd Platoon, A
Company, 24th Praetorian Imperial Guard Regiment ser up
camp there,

3rd Platoon had been leit
behind to guard Glazer's Farm
after their Chimera transport
vihicles were lent to the rast of
A Campany in order to make it
fully mobile for the atlack on
Big Tool River. Without their
Chimeras the 3rd Platoon could
not hope to keep up with the
main celumn, and in any case
somebody needed to be loft
behind to  protect the 24th
Regiment's  supplies.  The
platoon was joined by several
civilians that WETE
accompanying  the 24th
Prastorians on the campaign,
but deemed wo be 4 liabilily for
the main attack.

As the civilians and men of Srd
Platoon made themselves as
comforlable a5 possible
amongst  the ruined  farm
buildings, they could have had
no inkling of what was |0

the balile has appeared elsewhere, so suffice to say that the
24th Regiment ran into an Otk ambush and was all but
anmhilated, The survivers were forced o flee away to the
noth-east — away from the victorious Orks, but away from
Clazer's Creck as well, The men of 3rd Platoon were therefore
cul-oll from the main bulk of the Imperial army, and unaware
ol what had happened at Big Toof River. Then a cloud of dust
was spotted on the horzon, The Practorians expected it to be
the rest of (he regimenl returning from an easy victory. In fact
it was the first wave of an Ork tide that would batter the
defenders of Glarer's Creek with a series of assaults. .

happen 1o their comrades at Big
Toof River. A Tull description of

Paul sees the size of the Jirst wove af Ovks, and thinks Advian 5 having a faugh...
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LAST ST_A-HD AT GLAZER’S CREEK

HOW THE SCENARIO WORKS

Jervis: Last Stand at Glazer's Creek is
really a series ol battles that pits the
horribly  cumumbersd Imperial Cuard
defenders against successive waves of
Ork attacks. It is inspired by the |9h
century Battle of Rourke’s Drift, but
more specifically by the stone-cold
classic war film Zufe! which covers that
battle. IF you can beg, borrow or steal a
Jervis Johnson  copy of the film on video and watch it
before playing the game, you'll find that the game is simply
much more fun to play (you’ll also find yourself saying things
like “First rank FIRE!, second rank FIRE!” and “Don’t point
that bloody chainsword at me!™ which adds to the fun too). But
I digress...

In this scenario the Imperial Guard defenders are horribly out-
numbered and must atiempt to fight off wave after wave of Ork
attackers. However, the defenders include several tough
characters, the Guardsmen have an excellent defensive
positicn, and thev also benefit from the uncoordinared nature
of the Ork attacks. The Orks on the other hand have lots and
lots of Boyz, and know that given encugh time they will wear
the defenders down — the only problem is that they only have
enough lime to make a limited number of attacks before they
must pull back w their main camp.

The rules below explain how to pick the forces, set up Lhe
lable, and play the game, Please note that while the Ork army
should be quite casy to field (though vou will need to have
dccess oo at least sisty Ork or Gretchin models), the Imperial
Guard army list is very specific and tells you cxactly wha
models 1o use. If you don't have the right models, feel free o
modify the list to suil your own collection, and/or use ‘stand-
ins’ for the models you don't have {i.e. use a mortar (o
represent the autocannon, etc),

The objectives for each side are very simple; the Prastorians
must survive and the Orks must wipe them oul (none of those
namby-pamby  Victory poinis in this scenarin!) More
specifically, il at the end of any assault there are no defenders
left standing, then the Orks have won. If there are siill
defenders alive at the end of the [inal assault, the Practorians
win the day.

SETTING UP THE TERRAIN

Last Stand at Glazer’s Creck is played on a 4'x4' gaming area,
and the Practorian player sets up the terrain for the game. He
must set up Glazer's Farm, and may sel up any other tergain he
likes. Glazer's Farmn must include at least onc building, but
aparl from this restriction the terrain may include any number
of buildings, walls or other iterms that scem approprisie. Note
that as the Praetorian player sets up all the terrain he can create
a perfect defensive position with loads of cover for himself and
almost none for the Orks. This is deliberate!

IMPORTANT: In this scenario, terrain never slows down Ork
maovemenl, though the Imperial defenders do get the benefit of
a delended obstacle if the Orks attack over it In addition Orks
can clarmber over walls by simply measuring the height of the

wall and knocking this off their normal move, The reason for
this rule is simply to stop the Imperial player from surrgunding
the farm with impassable or difficult terrain which would make
for a very horing game all about shooting rather than close
cofnbat — which is not what we want at all!

ORK ASSAULTS

[nstead of playing a single game, this scenario is played as a
series of games. Bach game represents one of the Ork assaults
on Glazer’s Creek. The Orks get a randomly determined army
for ¢ach game, while the Practorians get to use only the models
that survived the previous baitle.,

Belore the first game
the (irk player must
secretly write down
how many assanlts he
will make. He may
choose any number
from three to five.
Choosing a high number will give the Ork player longer to
wear down the defender, but will mean that he has less exira
traops for the fnal assault.

ORK ARMY

The Ork army is determined randomly by relling twice for
leaders and six times for troops on the table below. I've
deliberately set up the table so that the Orks get little in the
way of long-range firepower. This is o encourage them to
attack the farm, rather than sit around and snipe ar the
defenders. If you roll up some troops that you don’t have, they
can he replaced by an Ork or Gretchin mob, while unavailable
leaders are simply ignored. This means that Ork Players will
need to have at Teast 60 Ork or Gretchin models in erder to
play this scenario, but as this just happens to be what comes in
the Warhammer 40,000 boxed game [ can’t imugine chis will
present much of & problem.

Assaults Extra Troop Rolls

By

Note: When we originally fought the scenario, Adrian
rolled THREE times (not twice as above) for the Leaders
and managed to roll up a Warboss in three of the assaults.
It seemed reasonable that a Warboss would be at all the
assaults and so in addition to the troops rolled up randomiy
each assault is led by an Ork Warboss, The Warboss is
armed with the equipment actually shown on the model
itself.

Bike or Buggy: A single War Buggy, Wartrak, Scorcher, or
Warbike. The vehicle is ammed with whatover weapoms are
actually on the model. If you roll up more than one buggy
resultin a wave, then all of the vehicles must be combined into
a single squadron. No more than one vehicle of the same type
may be taken per assauit.




WARHAMMER

Boyz: A single meb of 10 Orks armed with bolters or boll
pistols and axes, or g mob ol 10 Grewchin armed with autoguns.

Mob: A Mob armed with any eguipment actually shown on the
moddel itsell, or a Mob on a Mobz bike. A Nob on foot must lead
a meb of Bovz or Gretchin.

MNobz or Boarboyz: A single mob of Nobz, Stormbove or
Boarbove, The mob has 5 models and the models ane armed
with whatever weapons the model is actually carrying.

Shooty Stuff: A single Dreadnought (armed with any
equipment actuzlly shown on the model itself), or a Mckaniak
with a Shokk Attack Gun, or 8 Weindboy with three Minders,
or a single piece of Ok field artillery (ie. Splatta Kannon,
PPulza Fokkit, Smasha Gun, Squiz Katapult). No more than one
medlel of the same Lype may be laken per assault.

FERAL ORK RULE: All Ork Boye in this scenario have +1
WS and -1 BS. Now, although [ could justify this by saving
that the Orks who made up the attackers were a rather
primitive lot who weren’t much pood ot shooting, the actual
reason [or the rule is because it pretty much forces the Orks to
try to capture the farm by assaulting the defenders rather than
shooting them (see comments above abowl boring shooting
marches). Mote that the modifier does not apply to Gretchin
medels, only w Ork Bove,

The Praetorians set up anywhere on the table at least 12" [tem
a table edge, cxcept that any wounded models mest sel up in
the hospital building in the farm (see the rules for wounded
models below). Practorians may sct up in overwatch, but can't
set up hidden (the Orks are watching them from the hills!).

Adfter the Practorians have set up, number the edges of the table
1 1o 4. The Ork plaver then picks any two adjzcent edges and
numbers them 5 and § He then rolls a D6 for cach unil, and
they move an within 127 of the centre of the table sdge with
that number. Note that because the Ork plaver zets to pick an
cxtra couple of numbers for two table edges, he can choose the
aren where the bulk of his troops will (probably) set up. The
Ok player can change the table edges he picks to be numbered
5 or 6 at the start of cach assaull, Remember that a separate moll
is made for each unit.

FIGHTING AN ASSAULT

Once both sides have set up, you are ready to fight the assaulr
The Ok player gets the first turn. The battle continues until
cither there are no Practorians lefl in play, in which case the
Orks win, or thers are less than thirty Ork models in play. Bike
or bugzy models. and any Shooty Stuff plus their crews, counl
as five models if they have taken no damage, one model if
damaged at all or a crew member is killed, and zero models if
destroved. The Warboss, Boarboyz and Nobz count as one
model each,

TMPORTANT: This is a ght o the death for both sides, and
a0 all units are immune to psychology and will net break,

If the Orks are reduced to less than thirty models the assaull
ends immediately in an Ork defeat. If this was the final assault
then the Praetorians win. If not, the Practorizns must lend to
their wounded, and then you can play oul the next assanlt.

' THE FINAL ASSAULT

Al the start of the thirgd Crk turn of the final assault, the Ok
player rolls again on the troops table. The number of rolls is
determined by the number of assaults the Orks have made {see
the rules or Ork assaulis above).

DESTROYED VEHICLES

Yehicles destroyed during an assault must be left in play as
wrecks, Damazed vehicles that can’t move ofT are lell in play
too, but count as heing destroved in foture assaults (it's
assumed their crew has run off!), This rule has several effects;
it creates cover and makes the table-top look more interesting
for a start, and it also limits the Orks ahility wo keep on nsing
the same vehicle in more than one assault,
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PRAETORIAN WOUNDED

Pragtarian models that are “killed” during an assault need o be
kept to one side until the end of the battle. If the Orks arc
fought off, roll a D6 for each model on the 1able below;

Dead moddels can™ be used in any fulure assaulis, while models
that sutfer a flesh wound will be fighting fir and able to take
purl in the next assaull, Models that have been seriously
wiunded have o go to the hospital, but vou can roll or them
azain on the table below at the end of the next assault.

Result

Diead: Add another white cross

1’5 hospital for yoo mlad.

t back in the ranks va malingerer!

Serious Woun
Flesh Wound:

Omne of the buildings thar makes up Glazer's Farm must be
designated as the hospital, Serovsly wounded models are sent
here, and they may recover as described above,

In acditicn, it is pssumed seriously wounded models have their
weapons by their beds, and if an Ork moves within 4" of the
building, the serously wounded models inside may get up and
fight! Roll a D6 for sach seriously wounded model it an Ok
mowves to close, On a roll of 4+ the mode] gets out of bed and
fights, Add +1 o the dice roll during the linal assaulf.
Sericusly wounded models have 1 wound, and all of their other
charactenistics (including movement and leadership) are
reduced by 1 point. Set them up anvwhere vou like within or
touching the doorwsay of the building.

Onece “activated', seriously wounded models will fight for the
rest of the hattle, but then have o make a roll on the injury
tzble at the end of the battle to see if their exertions have
caused a relapse,




LAST STAND AT GLAZER’S CREEK

SQUAD JENKINS

SERGEANT

FLAMER

TROOPER X &

AUTOCANNON
GUNMER

AUTOCANMON
LOADER

0000

4

‘PRIVATE SIMPSON'

SQUAD JONES

SERGEANT

MELTA-GLUIN
TROOPER

TROOPER X 6

HEAYY BOLTER
GUNNER

HEAVY BOLTER
LOADER

g

@000

COMMAND SQUAD DAVIES

CAPTAIN
CAINE

. TROOPER X 3

GRENADE
LAUNCHER
TROOPER

raetorian

HEAVY WEAPONS SQUAD

MORTAR
GUNKER

MORTAR
LOADER

LASCANNOMN
GUNNER

LASCANNON
LOADER

LASCANMON
GUNMER

LASCANNON
LOADER

FARM TRUCK WITH HEAVY BOLTER




Paul: So, I'm taking
command of the Practorian
XXIV. I've walched Zuluf
more times than | care 1o
remember and it brings a
lump to my throat and a tear
o my eye every time. The
thought of a handful of
soldiers, miles [rom home,
with only a few local scouls

and hastily erected

* fortifications for help, is the

Somebody ¥ nicked Fai stuff of legends. If [ can see
Rloke bacon butty! the  wvaliant  puardsmen

through the coming erdeal I'1
be a happy man.

Well, [ can’l rely on locking the Iocal priest in the outhouse (o
secure vicwwy — I'll need o much stronger battle strategy than
that...

My master plan revolves enlirely around not having 4 master
plan. As the scenario stands there are only two cerlainties: 'l
be facing a large number of randomlv generated Orks who
will hit me in wave afler wave of green death and T'1l be
burning off a lot of calories throwgh nervous 1ension. Neither
is a welcome prospect and so the best option open to me is 1o
make it up as [ go along and pul my trust in Overwatch!

As the only objective [ have for this game is to have at least
one defender alive at the end of the final assault, T will
gradually redeploy the troops T have left as each assaultl takes
its toll. Apart from thal, T've just gob (o fight off a veteran Ork
player with an army ["ve never used belore. .,

THE CIVILIANS

Anyone who has seen Zule! will know that it's not just soldiers that took part in the defence of Rourke’s Driil, there were
civilians there too. | wanted this aspect of the film o be reflecied in our relight at Glazer's Farm, and to this end we included
a number of civilians in the defence furce, We used a motley collection of miniatures to represent the civilians, drawing on

CIVILIANS

FARMER
‘GLAZER"

VETERAMN
SCOUT
'BLIKK'

RATLING SMIPER
HOOKY'

SCRIBE
‘PARCHETT'

MENIAL CHAMPIOM
ARMED WITH
PLASMA PISTOL

MENIAL CHAMPION
ARMED WITH
AUTOPISTOL AND
SWORD

MENIALSSCOUTS
X8

moadels from the Studio’s Necromunds and Adepms Ministorom anmies, All were armmed with
the weapons actually depicted on the madels themselves,

Farmer Glazer: The owner of Glazer's Farm who has been living as a hermit in the hills,
bul has returned to help defend his old homesizad against the Orks. He is an independent
character andd has Imperial Guard Hero characteristics.

Yeteran Scont Blikk: Some-time hired scout and some-lime bounty hunter, Blikk carries a
huge array of weapons, including a single srasis grenade. He s an independent character and
has Imperial Cuard Hero characleristics.

Ratling Sniper Hooky: A rogue who has feigned illness to avoid taking part in the Battle OF
Big Toof River. He is an independent character and has Ratling Hero characteristics (see the
Codex Imperialis for Ratling Hero stats).

Seribe Parchetl: An Administratum scribe sent 1o record the outcome of the campaign for
Adminisiratum records. He i3 an independent character and has Imperial Guard trooper
characteristics,

Menials: Two units, one of 5ix models and one of four, sach led by 4 champion. With the
exception of the champions, the models have Imperial Guard trooper characreristics.

Farm Truck: This vehicle can be driven by any of the models in the defanding farce. It has
the same speed and armour as an Ork buggy, and is armed with a heavy bolter,
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WAAAGH! GRISHNAR

For this  battle
report we decided
o use Adrian's
Ok ATIIY,
aagh?! Grishnak
. You may
Adn
original Ork army
which we featured
in WD 201,
= Waaagh! Gri:
f;rﬂnld'r iy Hiahids:
Adrian W
out Adrian was s0 ex
models that he decided 1o make a
completely  new  Ork  army  using
Gorkamorka Orks and all the crazy vehicle
conversions he loves to This arrmy,
ledd by s new farh Girishnak
Grimjaw, is alrea

ul combat is p
evervone who can boast two huge Ork
AITIies to Eowith, one on desert lermin
aned one on jungle terrain!

LAST STAND AT GLAZER’S CREEK

Adrian: W is made up of
mohs that are t v-strong =0 ['1l have to
split them down into ten-strong mobs for
this scenurio, ['ve gol no worries abouot
what 1 randomly roll up in the way of an
T'll have medels to accommodate!
only real decision 1 have ;
many assaults to fight. 'l opt for four
assanlts as this should give me enough time
to smash the ecoemy and  encugh
rceiments in the last assanlt to swing
the game in my favo his is the first time
I've played
I'm laoki
himm!
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DREADNOUGHT DREADMOUGHT SCORCHER
WITH TWO WITH MISSILE

HEAWY LAUNCHER

BOLTERS AND HEAVY
BOLTER SCORCHER SAUIG
KATAPULT
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Panl: This really is going to be interesting as [ have no idea
what I'll be shooting at. [ won't know whal Addan's force
copsisls of until il appears over the crest of the hills thal ring
Cilazer’s Farm. With this in mind, and knowing that mose Qrk
armies rely on welght of numbers, | deploy both the lascannon
teams and the heavy boller team on the roof of what will
undoubtably become the hospital, This is [or two reasons:
lirstly it will afford them the best vantape point for targeling
purposes and secondly il will e harder for the Orks to get up
close and personal as they’ll have to fight their way through
the: ether Guardsmen first. Ome of the Administratum Menials
mans the heavy bolter in the Truck. Apart [rom this, each squad
scts up in the defences with the best fire arcs they can find.

Finally, Hooky the Ratling Sniper takes up a superb sniper's
perch high on the Windmill, so that he can effectively pick ol
anyone he wants and il I'm really lucky Adrian may just foraet
he's there and thus forget to kill him {ensuring viclory for the
stoul defenders of Glazer™s Farm!).

nher than that I've only two pricrities in this battle — shocd as
many greensking as possible and then fall back to a safer and
more defensible position where the Orks can’t make use of
their enhanced WS,

Adrian: I rolled for my Leaders and the firse result is Shooty
Stuff, so without hesitation [ take one of my specially
converted Dreadnoughts. These huge, mechanical beasts,
lumbering across the battlefield, clobbering the enemy with

their power claws, chanting WAAAGH! and blasting
everything in sight. are the weapon of choice for any Warboss,
any time! Even il this onc gets woalled by one of the
lasceannons, I've still got another waiting in the wings., Mext I
roll up two Nob (o lead my Bovz. Fach has a power claw, the
only weapon for an elite mob leader. MNext [ start rolling up
troops for my Nobz to lead. Alter a couple of Boyz mobs (I'T
take Boyz mohs over Gretchin until T run out of models) 1 roll
a 6 and get a either a Nobe mob or Boarboyz. As my Boarbayz
are al the moment sat in a box waiting 1o be painted, 1 have no
choice but to opt for a Nobz mob. Mot that this is a bad option;
five Nobz with power axes are always great to have along in a
punch up! Afier rolling up two more Boye mobs T ger a bugpy.
I decide that the best ol for this job will be a Scorcher, with
its heavy flamer that ignores cover and doesn't roll to hit!
Paul’s face was a picture. All [ have to do now is roll to see
which table edges my Boyve come on from.

After rolling for all my squads there is only one thing [ can say;
that's Orks lor ya. They couldn’t coordinate an attack if they
tried! The way the Jice rolls have worked owt, the Practorians
ure pretty muoch surrounded, bul given a choice | always prefer
tor attack in strength at one point Sill, I can’t complain, even
though the Scorcher is quite vulnerable on its own. Howewver,
hope is at hand. The -1 1o hit that the Practorians will sulfer for
shooting on Cverwatch at targets emerging from cover should
see it through, at least for one turn of firing. Thal should be
encugh o fry a squad of puny "eomics. Apart from that, 1 can
see this tumm becoming a foot race, with the first Ork to make
the barricades the winner!

That's his Dreadnought!
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From the hills all around, dorens of Ork wardors swarm down
towards the tiny farm, showting war-cries and firing their
bolters into the air.

In the farm Captain Caine has prepared the lmperial defence
carefully, with men all along the perimeter fence and heavy
weapon teams on the roof of the single farm building. “Steacdy,
men!™ his voice rings out clearly, “Don't shoot till you see the
reds of their eyes!™

“Don’t shoot till you see the
reds of their eyes!”

The Imperial Guand overwatch opens up as the greensking
come into range, culling down seven of them. However dozens
atill remain. Lascannon and heavy bolter fice flash past the Ork
scorcher, unable 1o hil the ramshackle vehicle. Suddenly [rom
hehind the farm building the mortar crew lob a shell right over
the top of the roof. It hits (he Scorcher bang on, penetrates its
armour and blows it up! Relumning fire, the Ork Dreadnough,
guns down two of the civilians who have bravely taken up
arms to join the defence of the farm.
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The Orks charge
forward inLo
another fusillade
of lasgun shots.
With the help of
the Ratling
Sniper  picking
off  greenskins
from his perch at
the top of the
windmill, ten
more Orks are
slain, Meanwhile
the  lumbering
Otk Dreadnought
keeps coming as
lascannon  shots
bounce  off s
thick Armour
plates.

However, the Ork
advance beging o
slow down,
demoralised by
the casualties
they are taking.
The mobs of
Bovz blast the
farm with bolter

fire and ten of the ks T, e

defenders  fall, w L
i :

mostly Practorian Burn, fafv Bum! Adriar  threatens

5 : R i
Guardsmen. ot Paul with a Scorcher template!
suddenly a single

lascannon shot destroys the Dreadnought in a spectacular
explosion (that kills an Ork who 1s standing too close). At the
sight of this, the (ks cut their losscs and retreat back into the
hills to regroup ready for the nexl attack.

Paunl: Well, that wenl as well as could be expected! [ certainly -

wasn’t expecting a1 Scorcher AND a Dreadnought. As 1 was
tightly packed and making the most of the cover available I
had to make the Scorcher my number one target (it doesn’t
have to roll to hit when liring and so it igrores cover) and
although most of my heavy weapons shots deflected ofT its
armour the Mortar crew saved the day, enabling me to
concentrate on the Boyz and the hulking Dreadnought.

I wasn't surprised when the Orks faltered in the [ace of

./ 080g0 000ge” .

auch a twrrent of fire. T was surprised however, that they
then went on 1o blast away at the defenders with all they
had {very un-Orky!). This suited me though as it meant
they wouldn’t be able to get into close combat and this is
their main strength (padicularly the Orks on this world!),

Adrian: Ouch! That was a bit like driving Mull (1 into a
brick wall! All that firing on the [iest wrn really ook its

being destroved, Paul cxpressed surprise that 1 shot the
Praetorians with my Bovz rather than charging in. Even
though my Boyvz have increased WS and decreased RS, |
think | made the right choice, Hand-to-hand combat is
always risky; it’s the only lime when vou can suffer
casualties in your own wen, as well as inflicting them on
the enemy. Considering how close the Boye were to
getling below thirty moedels, shooting for a turn was far
less risky and indeed probably causcd far more damage.
All-in-all, a reasonable assault, and next time there will
be less Guardsman so the poing will be casier,

toll, although the Dreadnought did some damage before’
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Adrian: Aha! I roll up another yet Ock Dreadnought?! And
Warlord Grishnak Grimjaw has made it onto the field, along
with another Mob! I don’t get anything else for my tcoops other
than sixty Bove! Unforlunately they decide to attack the farm
from all four sides again. I'd better get used to this, it will
probably happen on every assaull. OK Boye, let’s et "ermn!

FPaul; Hmmim, another Dreadnought,
eh? 1 already have a bad feeling
about thiz baitle report. Adnan
seems o he able to get just
what he needs from the Ork
army lable! At least 1 won’t
have to worry
about a Scorcher
speeding - across
the table and
gouting  flame
across my battle lines. There ends the good
news however, as nol only will

Ork Warlord Grishnak be
coming out to play, bul
he’ll be accompanied by
sixty Boyz! This means
that I'll have to kill at least
thirly of the litle green
hlighters to  stop  the
advance, hopefully belore they
gel o close combat. [t really is a
tall order...

I things get desperate, I'll pull everyone
back to the hospital building so that
when the Orks come within 4", my
wounded can craw] from their beds
and defend the farm with bedpans and
surgical scalpels!

The farm building has been commandeered as a make-shift
hospital, and a number of the wounded have already heen
patched up and ordered back to their posts, Adter a tense hour
of waiting the (ks attack again, and every man braces
himself, ready to defend his position with his life if necessary.

Overwatch fire 13 less cffective than in the first assault and

anly Tour Orks are killed, while the Dreadnought (this one

approaching from the other side of the farm) is damaged in the

legs and reduced o a hmp, But this does not stop it firing at the
farm’s truck and killing the Menial manning its heavy holler,
Seceing this, Parchett the Scribe bravely mushes forward to
take the gunner’s place,

The Guardsmen and their allies open fire again,
this time with devastating elfect. On every side
greensking fall to the massed lasgun and heavy
weapons fire. In all, mineleen Orks are killed,
seriously weakening the charge and as before, the
remainder slow to let loose with their bolters, Eight
of the defenders fall, mosily civilians, The most
serious loss is the grizzled veteran scout Blikk,
and Parchett slumps forward over the
heavy bolier that he hadn’t quite worked
out how to fire,

Hmmm, another
Dreadnought, eh?

As the (ks close in, seven more of them are
shot down, while the Dreadnought is wrecked by
the lascannons, Farmer Glazer himself steps
forward 1o man the gun in the bullet-riddled
farm truck. Then the {Orks charge, breaking
threugh the perimeter fence in 2 number of
places, Ork Warlord Grishoak charges
straight at Caprain Caine, who ses a

-y

brave cxample for the men vnder his
commarnd and stands his ground, while
Souad Jenkins stalwartly keeps the Orks
at bay. The greenskins have been
educed o less than ball their numbers
and the tide of the attack wrns in the
favour of the defenders. The COrks break
and run, leaving the defenders o count
the cost.

Paul: That was tense. Aller a very good
round of shooting [ thought [ had it in
the bag, only to be confounded by the
lyw cunning of the Ork Warlord and his
decision to once apain halt the attack
and brng hi= guns to bear. I lost more
defenders than I'd care to mention bul
looking at the number of Orks 1 was
facing I think I did rather well, old bean,

Adrian: Well, at least we made it into
close combat, although as expected 1
suffered enough casualtics of my own to
force the Orks back. MNext tum will be
really important, T must hit hard and
[ast!
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e on Pawl, it can't be all that

bad, Can it? o T b : i
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Right: Paul porders his next move wh y . . g
Adrign attempts to outstare the Wi ; i 1 i




ASSAULT 3

twofold: firstly T'll
have less guns (o
reduce the (k
numbers to breaking
point and  secondly
this will mean that
they'11 almost
certainly over-run the farm defences. To
counter this | pull the defences into a tighter
ring so that the Orks have Turber (o run (o get
inbo close combal

As Adrian rolls for the (rk army my heart
sinks — another Scorcher! To make matters
worse he rolls up a War Trukk so he'll be
speeding his Boye even faster into the fray. (Oh
dear.

Adrian: This tme Grishnak must have had
divine inspiration from Gork and Mork

Paul: With Iy i,

numbers reduced ‘M‘ St O
even more this Gme, e
the effect will be

themselves, Mot only are the Orks sel up in ot

e //'/

" Assault 3

T N it G .

strength, but I've got Grishnak himself, four
Boy:z mobs with a couple of Nobz 1o lead them, a Nobz mob
inter the bargain and a Trukk too. Mice going Grish!

The weary defenders prepare to rcpulse another wave of
greenskins, The makeshill hospital is now {wll o bursting with
the injured and dying, including most of the civilians, while
Squads Jones and Jenkins are both down to near half srength.

LAST STAND AT GLAZER’S CREEK

Another huge horde of Orks charges down from the hills,
Roughly a dozen fall to enemy [ire as they close in, and more
irnporiantly, the Scorcher is destroved by an antocannon shell
before it can get close enough to bring its deadly heavy Mamer

; et . Private Simpson hraaks ranfs to om the
H ¥
(82 )

o o — "

i

Orks! impetuous boy!

to bear. Private Simpson, sceing the Ork threat looming in fromt
of him, scales the fence and advances inlo firing range. His
sergeant leaps forward to stop the foolhardy young guardsman,
shouting “Hold your position, laddic!™ But it's too late — the
feolhardy voung Guardsman rushes forward and fire spews
from the nosrle of his flamer. The results are less (han
impressive and the Ork charge quickly reaches the outer fence.
Privale Simpson is smashed to the ground by Grishnak
Grimjaw himsell. The farm truck is swamped by the
greenskins, its crew ulchered. On the other side of the farm a
trukklul of Ork Boyz leap from their vehicle and blast away at
short range. Command Squad Davies is mown down, leaving
Captain Caine standing alone, grimly waiting o fight the
enemy al close quarters.

Command Squad Davies is mown down, leaving Captain Caine
standing alone, grimly waiting to fight the enemy at close quarters.

On every side Orks break into the farm
compound, Sguads Jones and Jenking are
both completely overrun, Farmer Glazer kills
one Ork before he succumbs 1o sheer weight
of numbers. At that moment a handful of the
wounded emerge from the hospital to join in
the battle, barely able 1o walk, let alene [ght!
This desperate act of bravery gives the
defenders new-found determination, and the
Guardsmen on the roofl of the hospital shoot
into the massed greensking below them,
Captain Caine fights on in the midst of the
Orks, atill shouting encouragement to his
men, a5 he cols down an Ork Nob with bis
chainswerd. Orks are clambering onto the
roof of the hospital when their trukk crashes
and explodes. The Orks lose heart and run
back to the cover of the surrounding hills,
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r up the

ivors and burying their dead
comrades.

Paul: I'm in deep trouble now.

My two more

secret at the start «
I'm sorely lacking in
With only my hea
teams, a  handful
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ASSAULT 4 . Assault 4
N\

Faul: This is it then — the final assault. 1f 1 had been Adrian
I'd have kept that quiet until wm 3 and watched o
apponents face with smog satisfaction. Then again A
isn't as :
The pred
Seorgher!

ki,
defending with,
Praetorian spirit I will fi

nial Charmpion on the windooill t
manage to shoot them in hard co
to fighl them with Queensbery mies

e for as long as [ can and
s the right time to use it. Everyone else will blaze
v Trom the hospital rooftop.

Best get on with il then. .
Adrian: [ 1 Grishnak on
ut only

reinfo
with Warlord Grishnak leading the force I fecl confident.

STASIS

/ GRENADE
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in-a last ditch atfempt to pull viclory
from the jows of defeat, Paul tries to
bling Adrian with the glare from s forehead!

Things look desperate [or the beleaguered inhabitants of
Glazer™s Farm, Only seventeen men remain fit to fight, they
are low on ammunicion, and the Ork atcacks show no sign of
abating. All around the farm are the smoking wrecks of
vehicles destroyed in the previous assaults. The only bit of
heartening news is the recovery of Blikk, the hardy old scout,
who cmerges from the hospital saying he isn’t linished with
the Orks and $1311 has & lidle surpeise for them. Also detcrmined
tr fight on iz Farmer Glazer, insisting that he will join the
defence of his home, despite his injuries, Private Simpson too
is back on his feel, under strict orders not to stray out of the
Farm compound again. His scrgeant infortunately wasn’t so
lucky...

The sound of another Ork
attack fills the valley. Captain
Caine calls out a last order,
“Ready Praetorians. Make
every shot count!”

The sound of another Ok attack fills the valley. Captain Caine
calls out & last order, “Ready Praetorians. Make every shot
count!™ The Imperdal weapons grow ol as the guardsmen tey
desperately w0 whitle down the huge nomber of Orks. The
Scorcher s blown to bits and the primitive Ork catapult is also
destroyed while the crew are still pushing it inlo position
ahove the larm. Blikk hefts an arcane device and, flicking the
safely catch off, presses a large. red button, “T ve been saving
this for a special vccasion!” he shouts and hurls it into the mob

e




AZER’S CREEK

them i the grownd!

As each Ork scales the tower, the Menial Champion knocks

Assault 4

Assault 4
Turn 4
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of Orks bearing down on him and Private Simpson. There is a
flash and a switling voriex engulfs the Orks. These in the
centre are frosen in place while those nearer the edge move in
slow motion. Blikk has al least bought them some time.

O the other side of the farm the savage Orks have reached the
fence and this time there are no Guardsmen (o stop them

clambering over. Benecalh the
windmill 4 small group of Boye
led by the vk Warlord,
Cirishnak, break theough inlo the
compound, As if things aren’t
bad enough, wvel more Orks
appear out of the hills and swarm
down, eager to join in the atack
and finish off (hese weak but
stubborm ‘oomies.

Greensking rampage through the
farm, as the defenders fire al
them from the hospital roof.
They start climbing up the
windmill towards the Ralling
who is s1ll reliably plugging an
Ok with every shot. Captain
Caine had wisely anticipated this
and positioned & couple of men -
on the lIevel below, From their
elevated position, these two send
each Ork thal reaches them
tumbling to his death. AL the foot
of the windmill, Farmer Glazer
is savagely cul down by the Ok
Warlord and dies defending the
home he built all those years ago.
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Blikk and Private Simpson are finally attacked at close
quarters. The veteran scout fights with years of eaperience and
swillly dispatches his attackers, bul Simpson is not so
formnate and falls beneath the Orks” axes. Ar the same lime,
(ks are scrambling up onto the hospital ool o attack the
heavy weapon teams, and more are artiving all the time. Each
loader defends his gunner so they can carry on linng [or as
long as possible. Their desperate defence costs three more
livess, and even with the aid of the walking wounded, they can
not fight the greenskins off, On the ground Captain Caine is
hacked inte a corner, hattling against three Orks at once,
including the ferocious Warlord, (wice the size of Caine. The
Captain fights for his life. Valiantly he slays the first two Orks,
bt the Warlord waits for his moment and rains down blows
with a brutal power sword. Caplain Caine’s last words are

[EL]

shouted to his men, “Practorians! We tight to the lasl man!

With the death of their commanding officer, things look bleak
lor the defenders. And yet the Orks” numbers are thinming — if
they can just hold out a bit longer. ..

The Ork Boys give up climbing the windmill, choosing to
shoot instead. This is much more devastating, killing the two
defenders to leave the sniper unguarded. All the soldiers on
the hospital roof are now battling with greenskins, and still

i
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they proudly wave their regimental banncr. Meanwhile Blikk
is the last man left standing on the ground, Surmounded by five
Orks, he fights with the assurance of a man who has faced
these odds before and survived with plenty of scars 1o prove
it. Felling two of his attackers, be swillly gains the upper
hand, and it is this combat that twrns the tide, The ragged
handful of Imperial defenders have reduced the Orks 1o a
fraction of their original pumbers, and BLEE is sill cutting
down more, laughing maniacally with every blow. The
Warlord has reached the rool now and surveys the state of the
camage. He gives the red-uniformed body lying at his feet one
last kick and grudgingly decides he can’t altord o lose any
mare Boyz. It's an insignificant farm anyway. ..

As the Orks run, the defenders give thanks to the Emperor [or
their lives, Four Guardsmen remain fit, along with Hooky and
Blikk, and ten others also recover Tom their injuries.

Privale Llewelvn relays the final list of casualties 1o Sergeant
Shard, who, as the highest ranking guardsman still standing,
has sssumed command of the survivors, The new NCO pulls
himself up tall and yells, “Private, your unilorm is a disgrace!
Ciet yourself straightened up al once, you "orrible little man™
It i all over, bar the screeching of the carrion crows circling
capectantly overhead.

Captain Caine’s last words were shouted to his

men, “Praetorians! We fight to the last man

22,

STRETCHER BEARERS!

Paul: Phew! That was oo close bor
comfort. I was convinced that the Orks
had it in the bag at the start of the final
assault and that T was simply lighting
out the last moments of a brave
delence. I just goes to show that you
shewld keep on going until you've [ost
and never throw the towel in.

This is by far the best batle 1 have ever
had the fortune to play in and am looking forward to playing it
again soon, this ime trying the Orks out,

This was actually the third time we’d lought the “Last Stand at
CHazer's Creck’. The first time the lable was & 1 4 and Orks
entering from the 4 edges had too much ground cover to gel in
close. There was also the problem ol the Orks standing and
shooting, This just didn’t fit with the ‘Fulu!” theme, so Jerv
intreduced the feral Ork ruling which meant ic was in the Orks
best interests o et in close and attack rather than shool The
Orks were winning hands down by the second assault so we
decided o start again.

In the second game we were playing on a 4'% 4" table and Jervis
sugpested the Practorians (oot the civilians though) should
have (he Dead Eye Shot veteran ability (allowing them to re-
roll missed shows). This swung the balance wo far the other
way and by the end o the first Overwatch phase the Orks were
vanguished and the Guardsmen hadn’t taken a scrawch. The
seenario vou see here is the resalt of these games. It just goes
to show the benefit of thoroughly playlesting vour ideas!

I'LL KILL YA NEXT TIME!

Adrian: This has to be the biggest,
maost groelling game [Uve ever
played, After all those assaults I'm
completely draincd. Well done Paul,
that was a greal light.

Everything scemed pretty well sewn
up by the Tast tuen, 5o what tumned the
game in Paul’s favour? Funnily
enough, I forgol o do what 1 did in
the first assault; I should have shoe Blikk rather than trving o
take him down in hand-to-hand combac, Twas so close combat-
minded by the last turn that the idea of shooting didn't enter
my mind, 1 just wanted to Gght! In this last assault it didn’t
help that I rolled up so few Ock Boyz mobs, Although 1 hiad
more Bovz turn up as reinforcements, things were slipping
away much faster than I realiszed and before 1 knew it, viclory
had eluded me.

This scenaro is great and can be refought again and again. In
order 1 make the pame a little dilferent Jervis came op with
the feral Ork rule, where the Orks had incrcased WS oand
decreased BS. This is a nice idea, but you could try refighting
the batle with the Orks having the psvchology of Hatred or
Frenzy. Reintroducing Break tests would put a different slant
on the battle, particularly if vou fought each assault to the
death rather than until thirty Orks were dead. As these are
meant o be feral Orks, vou could make the foree really
barbaric by laking Boarboyz instead of the wvehicles amd
Dreadnoughts. These are just my thoughts, why not have a go
using your own ideas?

1HOd3Y 31L1VSE




ORDER T3+ 0115-91-40000 MAIL ORDER 73 0115-91-40000

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

Lines are open | 29T t0 31st May
...:%“;Et:‘k FACTORY &
Alternatively, you can fax 0VERSTO0K

your order on 0115 916

8002 or post it to this
e o | CLEARANCE

Games Workshop
Mail Order, : .
Willow Road, Available through Mail Order!

Lenton,

Nottingham, Give us a call'
NG7 2WS

)RDER 73¢ 0115-91-40000 MAIL ORDER 73 0115-91-40000



WHAT'S THIS THEN?

Thiz Is your Mail Order form. Now that you've seen all the models and new releases in this issue, we know
that you can't wait to get your hands on them. All you have to do is fill out this form, stick it in an snvelops
with your payment and post it to the address shown at the beginning of the Mall Order section.

DESCRIPTICN PUBLICATION/PAGE

Dark EIf Eurcerewgﬂq Dwarf 220
Necron Destroy R white Dwarf 218

Please start my White Dwarf subscription with 5508 NUMBDER e SUBTOTAL

1 would lika to subscribe to White Dwarf for 1 year ]
| would like either the 1998 Citadel Annual _]
hoxed set {choose one).

| would like to subscribe to White Dwarf for 2 years []

POSTAGE & PACKING

GRAND TOTAL {TOTAL + P&P)

[ Ploase start my Citadel Journal subscription with iSsug nUmMBEr: . een

[l Please start my Warhammer Monthly subscription with issue number: ...

NAME: o s s ADBRESS: . niianibeamindainnsminie

GO R i s Postcode: ... Tl i e R

Method of Payment: Cheque ]  Postal Order _]  Access/Mastercard _]  VisalJ Switch[J

cara no: (110 000 100 QU030 OUU card Expiry pates ...

Switch Issue MNo:............. AR RO e r M BITET oo ricirarsinmrnnarianeis ivansrininisians

Cardholder —
o L e I NN A S T m - l_& J
. SWITCH

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




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

i

o T 3 Imperial Command Tower

This month’s releases...

Imperial
Guard
Sentinel

| Miniure desipred
Iy Worimore Fwoley

CHECK
OUT THE
SPECIAL
VEHICLE

DEALS
BELOW!

Imperial Guard
Heavy Weapon Teams

There ara several Imperial Guard heavy
weapans leams released thiz month, See
‘Tactica Imperialz I far more details.

Hoavy Weapons
Team £6.00 complete
Valhallan loe Warriors Tallan Dheser] Ruiders Mirdian Iron Cuard B ) )
Aulocannon feam Heavy Bolwer tcam Missile Launcher team Mimiutures desigred by Alan & Michael Perry
i
Catachan Jungle Fighters Cadian Shock Troops Cadian Shock Troops Mordian Tron CGuard
Aulocannon Leam Lascannom Leam Mortar leam Autocannon teamm

Tullarn Dresert Baiders Valhallan lce Warriors Catachun JTungle Fighters Tallarn Desent Raiders
Morlar team Missile Launcher team Martar team Lascannon leam

HEAVY WEAPONS THUNDER  WHEELZ OF STEEL
_&:_m;a;é]a;t;ﬁn pri_tl-j ! w?pm ﬂzemns Wtﬁgﬂmﬂﬁi y_g%E These deals are great for butlding up your vehicle squadrons.
wianbmg to get your hends on hem won' 2 Wil & = Buy any three Warkiarmmer 40,000 vettcles and get fhe one
help from your old pals at Mail Order you ean do just thet AND n&?lﬁ&é {awﬂ cost for half prive! So, iF you buy mgrgrasm.fs :

“save money irto the bargain! - you gat the fhird for kalf price,

= Buy any two Heavy Wedpo teams and get a third af » 1F you raaily want fo panic your opponent, buy four vehicles
haif price (a saving of £3, AN ; arwd get a fitth completely frae! This offer ends 31st June 1998,
* Buy any three Heavy Weapon teams and we'lf let you have the This affer agiplies 0 alf vehicles, buggies annd deesdnougits.

new imperial Cammand Towar for just £70 (3 saving of E5H

T 0115-91-40000 ©



We’'ve got lot’s more special deals, you know - give us a cal

Archaon,
Lord of
| Chaos

| See elsewhers in this
issue for fhe lowdown
on this, the mightiast
of Chaos Champicns.

Archaon

£8.00 complete

Mupistarey designed By
Dhrve Anclrews

Khazrak the
One-Eye and
Redmaw

| See alsewhara in this
| issue for more details of
this mighty Beastlord and
his ssvage companion.

Khazrak & Redmaw
£8.00 complete

Minigturer dexipned iy
Miciuzel Perry and Trivk

Mearrivan

Chaos Hounds

Thiz regiment cansists of 5 models,
See earlier this Issue for more detalls.

Chaos Hounds

BUY 6 CHAOS HOUNDS AND
KHAZRAK THE ONE-EYE FOR
£20 AND GETTWO

£2.00 each

Mintafares desigred by Trivh Moreivon

ADDITIONAL CHAOS
HOUNDS FREE!

BUY THIS MOB (2 UNKS, 2 SNAGGAS, A KEEPER AND A SEEKER)
FOR £22 - SAWHG £2!

Thiera have bean 6 Muties released this month: two Snagas. two
Unks, a Keaper and a Seaker. Ses Mutie Ambush’in this issus
for maore details.

| Mutie Unk  £4.00each  Mutie Keeper £4.00 each
Mutie Snaga £4.00 each  Mutie Seeker £4.00 each

Miriatires desigred By Poul Muller and Trisk Morrizon

Nﬁraarﬁydeaﬁ ﬁﬂsmwm
ﬁa.r d&ﬁ mﬁrﬂammm;f
aﬂamﬁﬁﬁﬁ valuable ma:gm

2 0115-91-40000 T



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

IMPERIAL BATTLE GEAR

Vehicle cards are a great way to both individualise and convert vehicles. Now here’s the chance
to really customise vour own, with a great selection of hits available from Mail Order. The bits and
pieces here are only the tip of the iceberg and there are hundreds of components ideal for those
nifty conversions you've been thinking of! We've put together a handfuf of ideas along with foads
of extra bits which can be attached to your vehicles as stowage, ablative armour, etc. We've got
foads more ideas for vehicle conversions so give us a cafl!

REINFORCED ARMOUR

ORLOCK HEAWY

A A

STUBBER BACKPACK GLUN SHIELD
059820210 010105204
H0p mc £1.5% sach

IMMOLATOR IMMOLATOR

FRONT HATCH 2 FACNT HATCH 1 REAR TOP PLATE
S1DR00E0S [ BT 0: 30T
75 @azh TEp aach 200 aach
]
SMALL TURRET LARGE TURAET =
ARMOUR PLATE ARMOUR PLATE ESCHER HEAVY
. 5 00505508
£10508507 e s STUBEER BACKPACK IMPERIAL GUARD TANK
a0p each =lp each CalBanag COMMANDER
50z each 10505307
£1.75 eash DOOMWHEEL WARPSTONE
GEMERATOR CHAMBER
G (HHMACR
£2.00 each

FUEL TANK BOTTOM
G1050E505
50p sach

CHADS MISSILE IMMOLATOR SIDE HATCH
M OBLORGT
Lau MI:HE{! BA:IKP‘ACK 750 Bac DOOMWHEEL
DuER40 LIGHTNING PROJECTOR
75z each D20800210
£1.95 gach

FUEL TANK TOP
DOGSEE0G
50p each o
VAN SAAR HEAVY | iy g Sl
STUBBER PACK EREIOR
(59500500 SCANNER CAWDOR HEAVY COMM-LINK LASCANNON PACK
010305503 STUBBER BACKPACK 010505601 Lottt
A pach C5E900103 Gl cach SCp eech
in gach

COCWHEEL FORWARD
LIGHTHING PROJECTOR

DELAGUE FLAMER PACK . LEFT HATCH RIGHT HATCH LEDGLENg
3105 101 DR
b4 TARGETING CUPOLA 01 ns207 '33_: fz s 2,00 each
50p each D1NEORS04 30p ench Op ead
503 each

ORDER T 0115-91-40000 MAIL ORDER T 0115-91-40000



can also provide game and miniature parts « Mail Order can also p
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IMPERIAL TANK ACCESSORY SPRUE (shown a1 50% aciual size)
Contairs &1 you'll nead 1o Bad Hunderkiller masias, o Dozer bade, saanciligl,
Finte-mourted Stomboitsr, Heavy Fame: snd an Auolaurcher to your vahiclae!

HUNTER KILLER MISSILE

GOLIATH HEAWY

DEATHSTRIKE
EQLT.:E:eeE;g:C;MK MISSILE LAUNCHER RAME
o i % Q0501124
Lilp oo 25p gach

DEATHSTRIKE
MISSILE LAUNCHER MISSILE
QRGG0TI0G
1 20 eech

STORAM TROOPER
POWER PACK
010504201
77 mach

ESCHER HEAYY PLASMA

WAN SAAR HEAWY
GUN BACKPACK

PLASMA GUN BACK PACK

ORI AT 058301415
5Cp each Lip pach
GOLIATH HEAVY
STUBEER BACKFACK
OES90CAN
E0p 8BCh

£5.00 8aon
SUPER CHARGED ENGINE Aonceacn. | BAGKPACK
BACKPACK BACK PACK
e gt ni0eK2e0a

; - fpErnaig £1.00 6ach WHIRLWIND TURRET

A, \ TEp 2azh 070105301

- 1 50 Ao

e I &
L ’ S 3 HEAWY BOLTER
05411
CALOCK FLAMER : “ SPONSON FRONT ik
BACKPACK 10505308 SFGHE’U@ FICAR ol
HeaEnEE 1A SPACE MARINE DREADNOUGHT 50 each rosnsatd
s POWER PLANT Sphed)
010100204
£2.00 mach

HEAWY PLASMA GUN

LASfA:MEH MULTI MELTA 010525311

010105415 010505312 Al Bact

Blp asach S0p eac

HATCH 1 HATcl-_r_ 2
(AGANEM 010505305
20p each A0p each

BACK PACK
HATCH BASE CUPOLA 210505408
210805303 01 D5haAna 202 sach
alg sach 50p amch

L ORDER T 0115-91-40000

CITADEL ANNUAL 1998

The Citadel Minfaturas
Annual is the ultimate guide
for gamers and modeliers.
inside you'll find photographs
of the thousands of metal and
plastic Citadel Modals and
components available for
the 1998 range of Games
Workshop gamaes.

MAIL ORDER @ 0115-91-40000



These are only two of the many army deals we have so give us a cal
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LAST STAND AZER’S CREEK
BATTLE REPORT

This month’s battle report is a Warhammer 40,000 adaptation of the classic war film ‘Zulu!’ The battle
report includes details of the scenario so you can replay the struggle as the savage Orks attempt to
sweep away the beleaguered Imperial defenders. We've also put together a number of special deals
based on the armies in the battle report so that you can build your own army or add to your existing

force and refight this Iimmense struggle.

PRAETORIAN XXIV DEFENDERS

The deals below allow you to buy either individual squads, characters or the full army.

LIMITED EDITION
PRAETORIAN XXIV BOXED SET

The Praetorian XXIV Imperial Guard is a limited

edition starting force for Warhammer 40,000,
Included within this set is an introductory
booklet about the Praetorian XXIV that details
the troops in the box, their tactics, and explains
how to expand your army for future battles. The
Praetorian Imperial Guard were invented for the
Massacre at Big Toof River Games Day display.
The set contains 1 Captain, 1 Commissar, 1
Standard Bearer, 1 Bugler, 3 Special Weapon
Guardsmen, 2 Sergeants, 5 Heavy Weapon
teams, 13 Guardsmen and 2 wounded
Guardsmen.

Collect this boxed set for £65
while stocks last!

GLAZER’'S FARM DEFENDERS
HOOKY, RATLING SNIPER

i 1 Rathing SRper ..o By this model for £1.25
FARMER GLAZER
1 Beastmaster Witd .oooeivicnin buy this mode! for £3
IMPERIAL SCRIBE
1 impenal Preacher ... buy this meds! for £3
VETERAN SCOUT BLIKK
1 Bounty Huntar .. i ... Buy this model for £4

ADMINISTRATUM MENIALS TEAM
4 Frateris Mifitia 2nd 2 Necromunda
Bobrty HUHBIS i iciisessineimasea buy these models for £12

NATIVE SCOUTS AND HUNTERS
4 Ratskin Scout models..................... buy this team for £6.75

Buy the defenders for £28 and we’ll give
you Hooky absolutely free!

Collect this whole Imperial Guard army for £86 and we’ll give you the
Native Scouts absaolutely free!

Adlnlstratum Menlals

Native Scouts

Scribe, |
Bilick and [ !

AIL ORDER T@ 0115-91-40000 MAIL ORDER T3 0115-91-4000C




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

GRISHNAK’S ORK HORDE

The deals below allow you to buy either individual squads, characters or the full army.

I Ork Dreadnought

ORK LEADERS:
1 (SHOOTY) — ORK DREADNOUGHT

ORK BOYZ: 1 Ork Dreadnought boxed set........ buy this mode! for £20
1 (BIKE/BUGGY) - ORK SCORCHER 2 (NOB) - ORK IN MEGA ARMOUR
1 Ork Scorcher boxed set ............ buy this modef for £12 1 Ork Nob in Mega ATmour .............. buy this model for £4
2 (BOYZ) - ORK BOYZ MOB 3 (NOB) - GOFF NOB _
10 plastic Otk BOYZ ............ccoccceen. buy this mab for £10 1 GO OFNOD v buy this model for £5
3 (BOYZ) - ORK BOYZ MOB 4 (NOB) — SNAKEBITE NOE ON WARBOAR
10 metal Ork Boyz ........ buy this mob far £18 (saving £21) 1 Ork Nob ridfing Boar ..oeivveeene. buy this model for £5
4 (BOYZ) — GRETCHIN MOB 5 (NOB) - EVIL SUNZ NOB
10 PIGSHC GIEICHIN .vvvovvrsovsesserssrees DUY ThiS mob fOr £10 1O NOD oo orvirece - buy this mode! for £5
5 (BOYZ) — GRETCHIN MOB {\yﬁHBGSS} = DHK WﬁHBGEE
10 metal Gretchin........ buy this mob for £12 {saving 50p!) f”heﬂ ﬁ? mﬂﬁ;}i Iﬂ’?e Ghazgkuil Thraka mtﬁﬁi :ﬁrﬁf&ﬁ% -
6 (NCBZ/BOARBOYZ) - NOBZ MOB

i ; : BUY ALL OF THESE "ORK LEADERS® FOR FOR £46 AND
10 Ork Nobz ..buy this mob for £45 (that's a saving of £51) WE'LL THROW IN AN ORK WARBIKE TOTALLY FREE!
BUY ALL OF THESE "ORK BOYZ FOR FOR £107 AND

WE'LL GIVE YOU AN ORK WARBUGGY TOTALLY FREE!

Plastic Ork Boyz Mo [Plastic Gretchin Mob|

Metal Gratchin Mob

Collect this whole Ork army for £153 and we’ll give you a
Shokk Attack Gun AND Squig Catapult absolutely free!
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Phone 0115-91-40000 to add any of these models to your collectior

..

TRAAY r,"i‘“*' L=

SHE&CH&PTIQNB .
“'Imnpl_mu to White ﬂmﬂ u.rn: uﬁer 6 Spain 11.500pts
: Europe 2y
ROW

:How can yvou not only
Qget 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 monthly
advanced order deals!

Don’'t forget that if vou place
an Advance Order with us we
only charge £2.00 P&P -
that's half price!

UK £40
USA 120
ALIS F1440
Germany DM 140
France FF450

1&41 ubqn:ipﬂi.m}l g::t £ "'r oolf any € ndex or Armlcs hunk.

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



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

Arbaal’s Chaos Horde

Chaos Army
Standard Bearer
conversion

% o s

1 Chaos Knights Warhammer Regiment
Containz enough components to make 5 Chaos Knights

. R =i e

Arbaal the Undefeated boxed set

1 Chaos Warrior Halberdiers

Warhammer Regiment

Contains encugh componenis 1o make 12 Chaos Warriors
armed with halberds including Champion, Standard Bearer
and Hornblower,

1 Chaos Warriors Warhammer Regiment
Contains enough components to make 12 Chaos Warriors
including Champion, Standard Bearer and Hornblower.

including Champion, Standard Bearer and Hornblower,

L]
AND HERE’S THE REST: IMPERIAL GUARD
NEW! IMPERIAL CUARD SENTINEL o200
WARHAMMER HEW! IMPZRIAL GUARD COMMAND TOWER 16,00
WARHAMMER DOXED GAME £50.00 R e
SR EDSED Gl HEW! = ¥ s )
WARHAMVER MAGS ea5. 00 Wl G EA) M 00
TEARS OF 1544 17 OF & CAMPAISK FADHE) 12,00 EPIC 40,000
CHAMPIONS OF CHACS TR CPIC 40,000 BOXED GAME ERG.AO0
WARHAMMER AAMIZS ROCKS £1E 00 BLOOD BOWL
WHITE D HRF PRESEMTS — CHADE LWARFS £12.00 BLOID BOWL BOXED GAME £30.00
AFEALM OF CHACS BOX 7.0 ZCATH ZOME BOXED SUPP.EMENT c18.00

NEW! COL_ZCTING AMND PARTING WARGAVESR ASMIES £10.00

----- MAIL ORDER
CHAOS WATTHAMMER MONSTERS CATALOGUE £1.00
MEW? AHCHATN i L6050 NECRGMAINDA, THE GATALCGUE £2.00
NEW! KHAZRAK THE GHE-EVE .00 FiDAR | FGENDS GATAL JGUE £1,00
__HEW! CHAGS POUNDS 2 SPAGE MARINE LESENDS CATALOGUE £1.00
GORKAMORKA FIGLIRE CARMYING CASE S T RO
GORKAMUITIA BONED GANE 24000 BLACK LIBRARY
LIGSANCE DOXED SUPFFMENT E1E.00 MEW! WaREHAMMER MONTHLY, Carmlz 4 £2.00
HEW! WLTIF SMAGA £4.00 INFEANG, Teee o Fanlasy and Adverice 06 £5o0
NEW! MUTIE KEEPFR .00 _JOURNAL , Proessionl Tanine 826 £4.00
HEW] MUTIE SEEKEH £4.00
HEW! MUTE UNK B _ R
WARHAMMER 40,000 POSTAGE & PACKING
WARHAMMER 40004 SOXED GAME EEO00 U & e TR
DARE MILLEMNIIM £ 00 2nd Class And £3.00, 37 day (Inciuding Eire:
COCEX ANMY BOOKS Ty £15.00 el 2l o R neh vl K
" CODEK SISTEAS OF DATTLE ey c1zm e R e Y P e
CODEXASSASSING £5.00 700 Gyt g
WINTT DWASF AESENTS: WARMAMMER 40000 34ITER. €12.00 efor 1 and Irg quaramiecd on
Ltk s el T el il sdiaits T SRR e resd day.

AIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-400
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! Empire So diers
Warhammer Regiment!

S P e

NEW! Epic 40K Chaos Army!

NEW! Blood Bowl
Norse and Human teams!




