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More Regiments of Renown for hire,

You've seen the Chaos Warriors and the

. Soldiers of the Empire, now you can really raise
-an army, with the new Skeleton Warriors
- Warhammer Regiment! :

"COLLECTING AN UNDEAD ARMY St
f

We talk you through collecting an Undead army j
¥
i

é from the ground up!

A step-by-step guide fo painting Skeletons.

| You’ll be amazed how many different things
. you can use Skeletons for...

'f.

- This month Tuomas has not just one but three
Mordheim scenarios for you to fight, the !
Sksrrmsh Street Fight and Treasure Hunt. i

! After last month’s article about his Lizardman g
. fortress, Nick Davis talks about what you can
achieve with the new Warhammer Fortress.

Are you strapped for space In which to play I'
your games of Warhammer? Mike Walker

| shows how you can get a great game out of a
| small batefield. .

WARHAMMER 40,000

By John Blanche,
GCAMES WORKSHOP NEWS

What's going on at Games Workshop? Graham
Davey spilis the beans!

COMPETITION
White Dwarf and Warhammer Monthly {aln
forces to bring you this great competition with
amazing prizes.

CHAOS GATE

Mindscape/S5l have just released their rew
Games Workshop computer game, Chaos Gate.
You command a squad of Space Marines as
they seek to destroy the forces of Chaos.

GAMES WORKSHOP STORES
Look out for another superb store army, this
month from Cardiff, as well as new events to
participate in.

MAILBOX
Your very own letters page. Qooh!

FORCEWORLD

Like the idea of large-sized Citadel Miniatures?
Go on, we know you do! Take a lock at what
Forge World have got planned...

MAIL ORDER 13
More Deals! More Deals! More Deals! More
Deals! More Deals! More Deals! And yet more
deals, especially for Warhammer 40,000!




IN THE GRIM DARKNESS OF THE

FAR FUTURE THERE IS ONLY WAR!
IN THE PIPELINE 28

You can't have failed to notice the free, plastic What's coming up for Warhammer 40,0007
Dark Eldar Warrior on the front cover, the first = Andy Chambers tells us about a few of the
meadel for the new race in Warhammer 40,000, amazing new models and Codex books set for
Here’s a step-by-step guide to painting your release over the coming months.

Shemome Lk Elda: WA AINT SPACE MARINES BRILLIANT! &

WARHAMMER 40.000 10 Space Marines are the ultimate warriors
Something new is afoot on the war-torn against which all others are measured. These
battiefields of the 41st Millennium. Huge games super-soldiers are abnormally ferocious and
of Warhammer 40,000 are now easier and more dauntless in the face of overwhelming odds.
exciting to fight. Here's a whole bunch of The new, plastic models are suitably fantastic!

articles looking at every aspect of the new o =

game and we kick off with Andy Chambers CLEANSE AND BURN! 53

spotlighting the new rules. To really appreciate the new game, this Battle
] ; e

ART SHOWCASE 18 Report is a must read! Gav Thorpe and Adrian

Wood battle it out in this, the first of the new
Wayne England shows off some of the hew art. Warhammer 40,000 battle reports.

Y |
Pracicl Code: 60240000922

[
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Warharnmer 40.000 by John Blanche



Adrian Wood:
Oirky Bloka

Mick Davis:
Lizard Man

it could be 'yrdu:
Check out tha
ad, opposite

Paul Sawyer:
Fat Bloke
{Ch, and Editar)

Graham Davey:
Wiordy Bloke

Yoy worrying

Games Wﬁﬂt&h@p ga:ms.

Wirte to: White  Dwarf Leiters. Page,
- Games Wumghop Lid, t-wmw Road,

Andrew Sharman:

T’hIE‘ mnnth ‘5 Warhamrner reieasea
S Wood EIf chmm {Munualurcs cataague)

- Skaleton Warriors (Warhammer Regiment boxed sef)

DOGSOFWAR

Golgfag's Ogres (Metal baxed set)

Golgiag's Ogres (One model per blister)

Leopold's Lecpard Company (Métal baxed sty
Laopold's Lecpard Company (Three models per Blisber)
Mydas the Mean (Mefal boxed sat)

Bragansa's Resiegers (Metal boxed se1)

Braganz's Besicgers (Theeoe medels por blister}
Birdmen of Gatrazza (Metal boxed sei)

Birdmen of Catrazra (Cne model per hlister)

This:month’s Warhammer 40,000 releases:
Warhammer 40,000 [Complete boxed game)
Warharrmer 40,000 Rulebnok

‘Wiarrharnmer 40,000 Templales

‘Warhammer 40,000 Ruined Buildings

Warharnrmer 40,000 Trees

Space Maring Coday
Space Maring Batlie Farce (Plastic boxed sat)
Space Marine Tactical Squad (Flastic boxaed sel)

This month from the Black Librany:
~ Warhammer Monthly 8

Journal 28
Calander 1205

£1.00

L1000

£2B.00
oE00
La0.00
£3.00
£13.00
4008
E5.CO
£20.00
£4.00

ES0.00
£25.00
¥2.00
£5.00
£3.00

£R.00
£40.00
E£10:00




WARRIORS FOR HIRE

in need of some seriously tough troops for your
army? Goigfag’s Ogres are just the job to terrify
your enemies {and your army’s coock).

Hulking and brutish, Gelgfag and his Ogre warband don’t care
wha they are fighting for, as long as they are fighting.

Apart from Asarnil the Dragonlord they are the maost
expensive Dogs of War regiment to hire (although they will
accept the majority of this payment in foad). You only necd o
read last month's battle report, Cry Havee, to find out just how
destructive they can be — they single-
handedly finished off a2 unit of Dragon
Ogres, a regiment of Gors and a

chariot!

Golgfag, Ogre hMarcenany Capiair.

L our monthly magazine.
 The successful applicant will

" White Dwarl This will require
b dedication, perseverance  and
above all an almost unheaithy
S love for. and knowledge of, our
I products (simply Knowing the
i diffarence ‘between an Crk and

. an Ore isn't enough).

> Applicants . must  have  an
L axtensive working knowledge of
[ fboth AppleMacs and Ouark

A o - R

WHITE DWARF IN
NEED OF DWARFERS!

We need enthusiastic gamers with skills relevant to a
professional pubhshlng enwrunment to help produce

have the opportunity to work on

Yprass (Aldus Freshand and
Adobe Photeshop would also be
helpful). If you think you'd fit tho
bill in any or all of these key
areas and: want nothing more
than a career at Games
Workshop, then drop us g line.

Send your details to: Human

Resources Departrment, Games -

Workshop  Lid, Willow Foad,
Lenton, Noftingharn, NG 2WS:

C R N e A e e S pe, e

KILLER RODENT
ATTACK

Tristan Micholls sent us this
photo of his hamster, which,
belisve it or not, is a Russian
White Dwarl hamster, This ball
of psychopathic, furry death
{known to her friends  as
‘Millie™) can be seen here
ferociously. defending . her
horne against an Ork invasion
force. MWote that hamster
wheels count as defended
obstacles.




A WHOLE NEW

Of course the biggest event
this month is the release of
the new Warhammer 40,000
game. And it really is a new
game, not just a slight
modification of the old rules -
as you'll realise as you read

through the magazine. The
details of the game have been
a closely guarded secret
during the months it has taken
to develop and produce the
game, but finally all is
revealed...

Space Marines, Land Speader and ruined gothic buildings - aff oot of the new gama!

Then there are the remarkable, new
Space Marines, designed by Jes
Goodwin. Again there are lpads of
different, interchangeable parts, all

beautifully detailed, featuring the
new boltgun, flamer and  missile
launcher,  along  with extra
equipment like pouches,
pistols - and  holsters,
telescopic sights, knives,

GAME

The plastic miniatures that you getin
the box are simply fantastic. You've
already seen ane of the sinister Dark
Eldar Warriors, armed with a deadly
splinter rifle, on the front of this
issue. This can be assembled in a
variety of poses, so it is worth
experimenting a bit before you glus
the model together. There are four
different Warrior bodies, six heads,
various weapon arms and loads of
extra spiky bits that can be stuck on
wherever you like.

Mick Davis fhefore he moved fo White
Chwarf) makes it vary clear that the new
game is top secrat!

grenades, scanners and even purity
sedls. More about the new Marines
later in the issues.

Supporting the Space Marine
tactical sguad is the new,
plastic Land  Speeder (and
there are also other new

vehicle kits planned -

hurrah!}.

The box also contains some
rather tasty plasiic terrain,

in the form of a rined
Imperial building and the
new jungle trees (as
you will see in the battle
photos - throughout the
magazine, our model-
<Mone=makers are already
putting the terrain to good use).



Painter Dave Thamas Aas painted up an
antire Yalkalan anmy on ice-wand bases.

To make sura all the battle photos looked really
dynamic, a number of new armies were painted up

by the Studio painters. The armies include Orks,
Tyranids and Valhallan lce Warriors.

ARTWORK

As well as John Blanche’s stunning box lid art,
dozens and dozens of new pictures have been
drawn and painied for the rulebook and new

Codex books.

Here Paul Smith
is warking on a
Space Maring
picture. Mote how
he has photos of
the new, plastic
Marines to ensure
all the details are

accurate, and
various reference
pictures of

madieval architecturs to get the right gothic look.

Later this issue we take a look at a selection of the new
art, in a special feature put together by Wayne England.

PLAYING THE GAME

Want to find out how the new rules work? Well, the first
thing to do is to read this month's baitle report, ‘Cleanse
and Burn', which is a clash between Orks and Imperial
Fists Space Marines. The next thing to do is rush to your
nearest Games Workshop store and try out the game for
yourself — the staff will be only too pleased to teach you,

ALIEN PIRATE RAIDERS

Reported incidents of Eldar
pirate raids are increasing at
an alarming rate. Striking with
deadly speed, these aliens are
especially bloodthirsty and
vicious, even by the standards
of their race.

T
Early dasign Jdeas for the Dark Eldar
Heaver jetbike, by Dave Andrews. -

The Dark Eldar are the
sinister, new army that has
been created for the new
edition  of  Warhammer
40,000, Onge it was
decided to do a Dark Eldar
army, the idea was then
taken and developed inta
a finished army list with a
detailed {and- rather
unpleasant}  background,
by the twisted
imaginations of the Games
Design team. The Dark Eldar Godex
is out next month. so well have
mare information then.. Suffice to
say the Dark Eldar are probably the
most evil force in the entire galaxy!

The task of designing the bulk of the

Diark Eldar range fell to Gary Morley
and Chris FitzPatrick. Central to the
design was the use of curved
blades, which you'lll see =
throughout the range.




We are proud to announce that the
very first Games Warkshep
Calendar goes on sale later this
month. Each month in the calendar
shows off one of our best pisces of
artwork, shown as big as we can get
it. Wa've got pieces from all your
favourite artists from the Design
Studio, plus the likes of Kev Walker,
Karl Kopinski and Wayne Reynalds
from the Black Library. Wa've even
dug up an old favourite from the
Games Workshop archives fwe'll
keep exaclly whal a secret for now).

There's more to the calendar than
just great art — we've been digging
through the mist of times to fill the
calendar with all sorts of interasting
dates from the worlds of
Warhammer and Warhammer
40,000, So, now if you want to, you
can celebrate Emperor’s Ascension
Day with a huge party for all your
friends, ar perhaps your beauty is

waning and feel your skin could do
with refreshing, in which case Death
Might is the date vou need to look
out for. Lots more special days and
celebrations like these can be found
throughout the new calendar,

Whether you're a \Warhammer or
Warhammer 40,000 fan, the
calendar will ook great on your wall,
S0 when Mum {or the missusl) says
‘don’t you want anything ather than
those 1oy soldiers from Christmas’
you can reply Yeah, ong of those
1999 GW Calendars will do nicaly!"
Beats slippers and scarfs any day.

Unfortunately wa've been so busy
with all this calondar stuff that we
haver’l had a chance W do a new
comic or a Citadel Journal... Hah,
anly kidding, Warhammer Monthiy 8
and Citade! Journal 28 will b hitting
the streets as usual. In fact, look out
for a great competition later in this
issue of White Dwarf.

GW NOTTINGHAM EXHIBITION CENTRE

MUSEUM & NEW
DUNGEON VAULT

Work to refurbish tho GW Museum
at Mottingham HQ continues apace,
and by the time you read this it will
be finished! The new-look musaum
is twice as large, with room for all
our mega-displays, artwork and
miniatures from the sarly days of
Games Workshop, and an
awesome, new dungeon wvaudlt
containing life-size exhibits including
Space  Marines  and  Orks,
Terminator armour, weapons and
cther artefacts. We'll feature photos
of the museum as scon as they arg
available, in a future issue.

Please phone the Lenton store on
(0115} 916 8410 to check that

éy_e, the museum is open, before
L yOU Visit,
E}

(.

CITADEL
LEGENDS

Remember the first Citadel
Miniatures from the early "80s7? Well,
thay're  back! We've scoured our
ancient moulds in search of the
oldest Citadal Miniatures, many of
which aren't even in our back
catalogue, and are selling limited
stocks in our Mottingham HQ store.
For example, at the moment they
have a whole range of Skeletons, the
‘Robin Hood Dwarf’, Snake Warriars,
Space Undead and classic Thrudd
the Barbarian miniatures, to name
just a few! Coming soon, camels -
perfect for an alternative Tallarn
Rough Rider squad! We'll be
changing the stock on a regular
basis, so telephone the Lenton shop
to-see what they have available.

NOTTINGHAM
HQ STORE

The store at our Nottingham HQ is
open 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 Order service on the
spot. In fact even if a model is not in
stock, they'll find the moulds and
cast some for you there and then!

Opening Timeés are: Mon-Fri 12
midday-6pm, Sat 10am-8pm, Sun
10am-4pm. Mottingham Games Club
meets every Wednesday in aur HO's
exhibition hall, 6-10pm.

Qur address is Willow Road, Lenton,
Nottingham, NG7 2WS (look out for
the huge Space Marine guarding the
entrance).



WIN CHAOS GATE!

COPIES OF THE NEW PC GAME

Annihilate
Chaos Cultists!
Battle against
Chaos Space
Marines! Avoid
having to pay
for your copy
of the game!

if all that
appeals to you,
then read on —
it might just
be vyour lucky
day...

Later.in the issue you will find full details of the awesome
new Warhammer 40,000 computer game Chaos Gate,
from Mindscape. The best news is you could win one of
twanty-fiva copies in our competition! All you have to do
i= tell us the names of the Ultramarines Captain and the
Chaos Lord around whom the Chaos Gate campaign is
set. Answers on a post card to: Chaos Gate Competition,
White Dwarf, Games Workshop Ltd, Willow . Road,
Lenton, Mottingham, NGT 2WS. Closing date for entries:
30th Oetober 1998,

SALES HOTLINE
To be certain of getting your copy of Chaos Gate as soon
as possible, you can order it by ringing Mindscape's
hotline on 01444 246 333 (office hours only).

WOOD ELF
LEGENDS

COMPLETE MODEI. LISTING

Also . available . this
month is the Wood ER
Legends cafalogue.
This is the  definitive
catalogue of all  the
Wood EIf miniatures
available in the shops
and lots more that are
now only available
from Mail Order. ..

i

5l there are classic
3 Wardancer models,
ed  suberb  archers,
bl spearmen,  scouls
? and cavalry,
=) some  distinctive
= musicians {with
_____ =l harps and pan-
""" =4 pipes} and the

essential Wood EIF
Attack Chariot.

TADEL LEGERDS CITADEL LECENDS CITARRL LECENDS Gy

TVAE

CAREERS AT GAMES

WORKSHOP, DEVELOPING
OUR JAPANESE BUSINESS

We are currently expanding our hobby into Japan and are
looking for Japanese speaking sales people and transiators
to help us develop the business further.

F-_:i' Sales, the re_qulre_menté nré:
Japanese speakers

- People motivated and driven by results
| Commitment and desire to win
" Good sales and communication skills
~ Understanding of the Games Workshop hebby
i An understanding of the Games Workshop hobby is desirable but not entirely essential, If you are familiar with
. fantasy and science fiction, whether it be through novels or films, and have the will to learn, please get in touch.

For transiators, we are looking for:

People motivated and driven by results

Good sales and communication skills
Japanese speakers

Desktop Publishing knowledge if possible
Understanding of the Games Workshop hobby

interested? Send your CN o

Human Resources Departme,nt Games 'lﬁfoerkshap Lid, Willow Road, Lentor, Nc:umngham MGT 2WS

] K-'




Here we explain how to assemble and paint a
Dark Eldar Warrior (such as the one you got free
with this issue!) for use on the battlefield. The
techniques used are pretty straightforward, so
even if you have never painted a Citadel
miniature before, there’'s no reason why you
can’t follow the steps detailed here.

We're showing you the steps needed to paint a single
model here, but we suggest you paint in balches of five to
six models. Painting in batchas has a number of benefits.
Firstly, you can get into a steady routine so that you don't
start from scratch for gach model. Secondly, by the time
you've painted a colour on the last model, the first model
should be ready for the next colour, so you're not literally
sitting around watching paint dry! It is also important to
remember that you're painting an army to play games
with — each model doesn't have lo be a masterpiece! On
the tabletop, the overall impression of a unit will count for
more than any amount of individual highlighting and
attention to detail. If you follow the steps below, you
should be able to paint a perfectly acceptable Dark Eldar
squad without foo much difficulty and within a reasonable
amount of time.

If wou have a Games Workshop store nearby, you can ask
the staff to show you any of these steps — they are always
happy to help.

Firat clip al of the panls you nesd from the sprus and clean aff any
mauld ines wilh @ modaling knife ar file.

Cnca the pans have been claaned, you can siart expedmenting with
diffarent combinations and pasaz o ingd the ones you ke best Biu-
tack is veny useful! fo hokd (s together while you decide.

The madels can e e and hined al the walst with the ball-and-
socket woinf, The heads can be fumad to aither side. and the srms
cosilbioned al a varely of angles.

Finally. onca you're happy with e pase, glue W model logathior
using palystyrena cement. This is e bast Bme o add any axira
smikes fo the amms, lags, feimel ar anpahere olse for thal matsr

Aller cleaning we yaur Dame Eldar  Now you're ready lo paint Ihe frst coat

Nowr o can paint e derais of your  Now IS ime lor e las! few Tnishing

M ang assarnbing them, the frar
thing e do i give nem an undercoat,
The heat way of wdercoalng thess
modals 5 e use Back dorosol sprap
Spray undercoshng 15 a3 real fime-
SAVer 35 FOu 0aN SOFRY & whoe baich
of modais inoans g, rather than
having lo paint each ong indhadiglly
with A brush. Cnoce the models are
wnoareodiod, Sol fhem asids for 5
palE fo ol

of pelaor ot our Dack Efdar. Using
red pant and & sfandasd Grush,
carefully paint sl areas of the modal
excs the halmar, splinter nfig ana the
Diadss prodreding from the anmair fvou
gy ieed @ seoond coat of paint do ger
& g, smooth finsh) Painf the bladss,
e falmal and on e e with siver
feave the e sl and the halme!
plume Black far iows Dan 't wory of pou
make misiskas, as you can aheaps
painf over them srer

Dark Eidar, Fainf the ammourad joint 5t
g g svar, Newd, carelully paing the
eyes of each mode red,

At s point, wour can base pour maoe!
wilfr fock. using the meohnique ahorm
aoposits, or with sand s follows: saint
an @ dapor of FUd glue fimned down
Wil Soene waltr, o oip e base into
3 pof of sand Bhake off any excess
then when ma gie i complefely
paint e baze Goplin Gresn,

touiches. Usa some ight grey painl lo
pick out the raised goges of the
halmears glume. Finglly F pon wsed
sand. Yoo can paint another iaver of
Golbilin Grasn on o the top sudface of
sdch modsls base, this ime with 2 bt
of wehile paini s i wilh e gresn,
0 mhat e sandy lexlure s shahily
Nghier than the fest ol the base. Yowr
Diark Eldar are row fshod and roady
for battia — Aurrgh!




BASING WITH FLOCK

You can finish off a base quickly. and
simply with modelling flock. Paint the basc
wilh Goblin Green and allow the paint to
dry. Then paint on a layer of PVA glue
thinned down with some water. While the
glue is still wet, dip tha base into a pot of
fiock and then shake off any excess,

A finished squad of Dark Eldar Warriors, painfed

Afthough we've used red paint in the
using _ﬂ‘re method described.

siage-by-stage example, the
same basic principles
apply whalever
colour you yse. So
for example, if you
wanied dark
purple warriors,
simply substifuie
purple for red in
the example
given. Check out
some of the ofher
possible cofour
schemes below.
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By Andy Chambers
After months of toil and bard word the third incarnation
of Warbammer 40,000 is finally bere! Forgel the rumours.
Do not believe the lies. We ask Andy Chambers the
important guestion... What's it all about then?

WHAT'S IT ALL ABOUT THEN?




“BLESSED 15 THE MIND TGO SMALL FOR DOUBT”
el that's almost what t's ke when | explain the new adifion of

Warlidmmer 40,000 to anyone. As you can probatdy gather, the
new game is not so very different o the old = the biggest

races in fhe form of Codex books. Monetheless, the second
edition was really a reworking of the Rogue Trader version of the
game, crigntated towards skirmish level combat rather than full-
on battles: Not that anyhody was put off trying to fight big battles
of course, but the rules tended fo emphasise the power of
characters and individoal vehicles against & backdrop of

Gorkamorka in the intervening time, both skirmish games which
amply illustrated the strengths of the 40K rules for fighting out
small scale fights between gangs. We alse produced Epic

~ Warhammer 40,000 and
e pargear &?pqﬁg?q _

sammander Dlapte

Hlaad .-"'.:1:_1:5.

NEW RULES
“EXCUSES ARE THE REFUGE OF THE WEAK"

The main key to streamiining the new Warhammer 40000 has

you need to roll dice for them ene &t g time, slowing thirgs down
furthar. 1 A i

Ideally what you want to do is bring in the effects of cover and

souad at once. So that's what we've done! The protection from
cover is represented by the target getting a saving throw and -
range affects the number of shots you can take. Everything stil
has its effects but in terms of actually playing the game they are
accounted far far more smoothly. i e g

Mew 40K also switches back to resolving hand-to-hand combat

then wound and the defender takes armour saves just like
sheoting. The allernative system used inthe last adition of 40K
= rgsalving hand-to-hand combat wittt opposed dice rolls and a
big set of modifiers — is goeod fun for skimish games lke
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Ultramarines Ascault Sguad
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Th Ullr.un'l'lm- Lcmma:."lcr Margeus Calger
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Diark '\rl_||.|~. Predatar

pplies. thrﬂug
the’ new Warhammer 4I:I.U[IG Tr ‘rncmther gamea makes it
practical to handle larger forces, so whereas & game with, say,
twio sguads of Space Marines a side would take an afternoon in
the old system, now you can handle a battle with five squads a
gide in the same time. You can find out maore about the game
: s ' gaing to move on fo
nnad for the future:

NEW ARMY LISTS
"SUCCESS 15 COMMEMORATED,
FAILURE MERELY REMEMBERED
So, an inquisitorial guestion on all your lips, what happem Tax my
; ooks and miriatures? Well, the

uls and repiaces the old set of
ooks later) aliﬁ{uuh the

.'u.lrthn‘mt daT

o
that

well as in a big boxed game 50 you can pick up the book
I.r.lth-::u! the attendant plastic rT‘IIr'II.':'JIIJTt.'.-_\ and terram if ,.nu 'ﬁlanl

J|E|"it markwra aruj fI:u'nPr templdi_h
and some fruly rF-rnarlr..iI}IF- plastic terraim).
On the minfatures front wehve 1aken great pains fo ensure that
armies for the old edition of Warhammer 40,000 shouwld transiate




ACross intr} the n .-.r one with r~nthinq more tt'l.:l]'l ::r.rmp minnr

._.[_ ot 'v.".fmnrlrb are 5t||| Eld‘-tr A

by the best niews for existing

za — five to ten model

ik Orks and Tyranids tend mig
] [ 5 mdﬁ The ane excaption to this
is the Imparial Guard who stick y to their fen-man squads
fit just seemed more. appr o Iua'.fn -’[r‘urn Jliﬂ.—. ihqt]
Imp-ﬂnal Guard

and sa on. Pr
nearly - all sgua
e of thumb, attho

Guard, Chaos Epam F'u'lanm:,, o
and Heroes of the Imperium
Imperials whi hIﬁI"JIJdt‘_.

an ailred h'-*.t for tha
chers, Inquisitors efc).
mewhere woni have a

nf thf mlnlatul‘&S |:n='c~pllﬂ h1 & alra
i of an ax arnph—-,, w:nu CHN flnd a PF.dI"I"‘L-ltIl:In Df
the Spar:p ru'f
at Volsci L.:u;que into dr‘l army h_u IIEW I,.p,ram
in the magazine.

FORCE ORGANISATIONS
s probably wosith describing the way th
at this point, be they are rather differen

| Valhadlie Toe Whrricrs

k1l

produced . previoushl The new IS5 came about from the
reafisation that the older lists tended to restrict a player's choice
of what to have in their army in two ways. Firstly by placi
firit on the percentage of the arm paints which
spent on characters, troops and support (tanks &
Secondly, certain units in the amy list werg
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The force organisation is split between different categories of
units, which ang:

Eldar War “-.1":-\_7 H.La'\r.': buppnrt

HEAVY-

—SUPPORT

HQ units: These are characters which can
lsad an amn Space Marine commanders
or Ork Warbosses, gererally with an
accampanying bodyguand of elile wariors,

Elite units: Rare and valuable wardors,
generally - with ~ supericr eguipment amd
training to the buik of the ammy A good
example of an Elite. unit is Space Marine
Terminators.

Troops units: This iz the main bulk of any
ammy, squads of soldiers flexibly equipped to
undertake a variety of battlefield tasks.

Fast Attack units: This category includes
units which are generally lightly armed and
fast moving. Examples include Space Marine
bikers, Eldar jetbikes and Imperial Guard
Reough Riders.

Heavy Support units: Everybody's favourite,
this category includes units of foot troops
armed with a plethora of beavy weapons,
pieces of artillery and individual baftle tanks.

S Jetbikes &1 Vypers: Fast tiack

¥ .



tetkea i yor armly, assuming you can afford the points cos
Hence for a Standard you could choose up fo 2 HQ
unitz, 3 EIIEE units; & Troop units, 3 Fast Attack units and 3
Haau;r ‘nuppuﬁ un|t-. mu i notice that some of the boxes are

. This is fo ¢ that some
chaices are compulsory. S6 on & standard mission your army
must include an HG unit and two Troop wnits.

STANDARD
MISSIONS

Standard Mission organisation chart — we recommeand ihat
yeu pia_v the Srandard Missions first, as m.;_-.r ara eaalasr to

BATTLE MISSION
Attackers chart

BATTLE MISSION
Defenders chart

FHuLEy

These organisation charls are for fhe Batlle scenarlos. They
diffar from the Standard Misslons as you can choose {0 be the
attacker or defender, with your own organisation chart.

Of course, new Warhammer 40,000 is |’ull'n.F illustrated with loads
of stunning dm.nrh Owver the page the f

of the art from the book. Keep a lo

White Dwiarf for further Warkamemer 20,0
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~ There s no
time for peace.

No respite.

~ No forgiveness.

There is only

Warhammer 40.000 is a tabletop ~ The Warhammer 40.000

wargame for two or more Boxed Starter Game contains:

players where you command the - 10 plastic Space Marines

forces of the Impcrmm or one . [ plastic Land Speeder

. of its deadly enemies. The g . 20 plastic Dark Eldar Warriors

pmwdr.s you with all the rulcs . 288 page Rulchook

~ scenarios ;u:-nd army lists you 5 ¢, 4 Plivabects

® need 1o fight @ battle, and 4 o Goic Ruins

. guides you through how to
~ paint the detailed plastic Citadel
" miniatures in the box and then

how to collect together your

own army.

+ 3 Plastic Weapon Templates '
. 7 Assorted Game Dice

- 2 Range Rulers .

- 4 complete Jungle Trees

- Assorted Barricades .

N THE Gl DARKNESS OFTHE FAR  FUTURE THERE 1S ONLY W

- Games !.'msksho@ Lm@ IEﬁE AII "ghts reserved.



By Andy Chambers
We know what you're all thinking - “I bave to change my entire
army lo fit into the new system!” Well don’t panic! Andy

Chambers explains bow, with a tiny bit of modification, you
can get your existing army to fit the new army lisis. ..

s i

40,000 so You CAan- use your old m Em’rm WARHA“MEH‘"D;WB
army. with very minar. changes. To e e Bl..ﬂbl} ANGELS ARMY
" illustrate this wa. are going to do a e ' Characters

liitte experiment, using a second agréifmadwﬁﬁ &mmbm'ﬁﬂpnr-. Conwarsion Fiald and Hamuregrénaae
Editian EY and Shmmving Frewar it f"h mﬂlﬂ Q‘\’_jhlﬁpelf witha: Fﬁl'tl? Fa:-dand _ﬁﬂﬂ'ﬂﬂ‘iﬂf ‘F1HH =i

into the new army lists using the =L

Standard  Mission chart (see mmﬂmm #ﬁiﬂ'ié alm'n;';'n : S'a.'gieén.‘ arf wﬂi}« 1 pmmr ﬁmrd ¥ Wth aasault cannor, )

Opposite}. - witt ligrtnineg olaws, 2wt frriter harmmer and storm shield. -
For the experiment we will use the Assault squad (10 siteng], al wilh e s Vetecar 5'3"9'3‘1“* with powar swcrd 1 “'"5".

....... =
Space Marine army Jim Butler usad o m e
in the-WD213 battle repart *Ambush
at Volsoi Gorge'. You will note that
Jim spht his marines inlo’ five-man
battle squads (sensible fellow that
neis...h

£ chiosen I_lSin__g the old, second edition Warkamaer 400000 army iists.



The Blood Anpels arony, organised using the Stindard Missio

Translating the army
In new 40K this army translates to the following force:

HQ choice 1. Space Marine Hero, armed
with I;‘ﬂl'nbb-WEﬁpﬂﬂ Flus command sgquad with
ane Sergeant -and five Space Marings, one
Marine is armed with a melta-gun, | hava
upgraded one Marine to a Techmarine with

SEMVOD arm.

"H® choice 2. Space Marine leranan
armed with a force wWeapon,

Elite choice 1. Terminator Assault Squad (5
strong}. Criginal equipment except that we've
decided that Terminator Assault squads should

not have heaw waapons leaviriyg: assauit

Troops cheice 2. Scout squad {5 strong),
bolt pistols and close combat weap-nna plus a

he.aw hﬂ[ter """

strong} "Jeteran Sergeanr armed with puwer

Fast Aitar.k choice 2. Land Speeder
Tornado, Armed with -multi-melta and  heawvy
- flamer.

Fast mtat:k choice 1. Assault squad (5

STANDARD
MISSIONS

The Standard Mission organisation chart

- Fast Attack choice 3. Assaudlt squad (5
strong), "."ateran Sergeant I.-;eith power fist. Three

: combat weapuns one with plasma pistol and
close combat weapon. Al have jump packs.

- Heavy Suppuﬁ choice 1. Prodator
Destructor armed with: turret autocannen and

i heavy bolter sponsons.

Heavy Support ch’uina 2. Dreadnought
| armed with multi-melta and. Dreaﬁnﬂug.‘nt close
Ccombat weapun

As you can se& the onl:,.f real problem 5-50me rejigging

chart it new Wirhammer 000000




o é o you think you're worthy
- enough to command the might
of the Space Marines? So you want to
build 2 Space Marine army but you
- dont know where to start? Or maybe
you re ﬂ]rtad}r the proud owner of the
* Warhammer 40,000 boxed starter set
..+ and want to expand your Imperial
i force? Look no further - the Space
- Marine Battle Force has arrived!

So, what's nside the box?

10 plastic Tactical Space Marines,
3 plastic Terminator Space Marines,
| plastic Land Speeder,

- 3 plastic Space Marinc Bikes

" and a set of ruined gothic buildings.

Fear not...

The Emptrnr knows.
Tht Emptrur 18 watchmg

:SPA&..:.E‘ MARINE

BATTLE FORCE

Thc Age of Battlc Has cgun i
| Avallablt now for S e

Citekd, the Cilide! G J:ﬂl: Bed Wodhay, the G Wiy g gt ani '-’.'aﬁa-'rqﬁars regs'.«. | ||u|:-EI'fl'l|‘n-$ ol GEmes Piakahop L,
; : 3 G Wohop L), 1956, M}Hﬂ&*sw
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New for Warhammer 40,000! We have put together a great range of
exciting products for the new edition launched this October!

::c-mpl-aie mres exciting backgrﬂund great art, hobby an@rmatron and-
full army lists for all the major forces of the 41st Mitlennium!

= Space Marines. A great, new set of detailed, plastic
kits that build up into Space Marine warriors armed with
bolters, including optional parts for a Sergeant, flamer
and missile launcher. Jes Goodwin has really gone to
town with these new miniatures and they

are guite simply the best Space Marine
plastic models we've ever produced.

= Space Marine Land Speeder. A detailed, plastic kit
of the Space Marines” primary war machine. The kit

can be assembled with either heavy bolter or
multi-melta as its main armament.

= Dark Eidar Warriors. The deadly,
< new race for Warhammer 40,000, the Dark

Eldar have been sculpted by Gary Mordey and are a fitting opponent for the forces of
the Imperium. Evil through and through, the Dark Eldar care only for their own selfish.
mcrtives The models are moulded as kits 50 tﬁa’t'théy i:an be 'assembie'd in an alm::-st

= Plastic Tﬂmplﬁtﬁ&r Blast markers and.
flamer template. Moulded in ilmed perspex

haven't we thought ﬂf thesa bef-c:-re?

» Codex Space Marines. 48 pages of power
armoured fury, this is the essential purchase
for any Space Marine player. The definitive
guide to collecting, painting and gaming with
a Space Marine army.




We have put together a number of different ways for you to get your
hands on the new Warhammer 40,000.

Warhammer 40,000 - The 288 page book in ifs own
special slip case is available seperately from the
Warhammer 40,000 starter boxed game. It has ail the
rules, scenarios, army lists and a guide to collecting
your own army of Gitadel minatures.

Space Marine
Tactical Squad —
A ten-man Space
Marine squad,
including parts to | -
make a Sergeant, |[-
heavy and assault

Weapons.
A = i .
WA q?ﬁﬁ‘ﬁu q Dark Eidar Warriors —
" a Siddeen Dark Eldar Warriors,

including parts to make heavy
weapons and a leader model.

Warhammer 40,000
Wargames Terrain -
Jungle Trees and
Gothie Buins.

B I L o

Space Marlne Codex —
The new Codex book for
all Space Maring
commanders, with full
rules, new wargear for
your Space Marine
characters and loads
more besides,

]
B
g

Space Marine Battle Force — This big box ,

allows you to either start a new Space Marine [ESEIEEEY i 3

darmy or expand an existing one. It has a ten- ™ e AT |

N man Space marine squad, a five-man ; 5"'&35,_312,‘?;,;’"5
Terminator sguad, three Space Marine bikes, : -

: a Land Speeder and a set of Gothic Ruins.




Warhammer 40,000 = 10 Space Marines = 288 page Rulebook » 7 Assorted
Starter Boxed Game . 1 Space Marine  + 2 Card Playsheets =~ Game Dice

~ everything you Land Speeder s 1 Gothic Ruin. . * 2 Range Rulers
need 1o get Playing. , 50 park Eidar  « 3 Plastic Weapon 4 complete
Warriors Templates Jungle Trees

e — Dark Eldar Codex — This new Codex
WAD ‘-! ‘l RATATED book contains everything you need for:
i using Dark Eldar armies, including rules,

background, special new wargear for:
your characters and much more..

allows you to either expanﬂ an existing
Dark Eldar army or start a new one. It
contains twenty Dark Eldar Warriors, five
FReaver jetbikes, a Raider and four Jungle

: o R > B Trees. s
| DARK ELDAR % s

T

WADHARMED

Coming soon! Space Marine Land Speeder |

There’s loads — This plastic, multi-part kit -
aliows you to expand the fast -

more stuff due for attack capabilities of your

release over the Space Marine force.
coming mnnths...




IN THE PIPELINE "~ :

Andy Chambers gives us a quick look at some of the cool
stuff coming soon for Warhammer 40,000.

¢ 1 mentioned curlier din "What's Io AL Abhou
Fhen o new ser ol Codes Books s underai o
aroompany the new K boek. The new-sivle

Conern heriaks are shorter and punchier than the old shes,
making it possibie for as o Teing out S omore than-ever
beliore, The new format Codes books are packed 1o ihe
amme]s with boekaroanid information. painting and tcics,
mewe svargear and froop bypes spevial chariciers ond  the
all ingpeatant updated army list:

A selection of the exciting pew range of

Dark Eldar mindatures:

Check out the forthcoming
plastic kit. Liark Eldar
Reaver jetbikes!
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Some of the mostesciting Codex basks we ate working on
aeledivarcd ra aeained Chaprers of Space Murines such
a5 bl }:Hmrd Arzelss B itk ,‘-.nnela and 1\]'&“.:‘ Wialves:
These will be shorler books, arosnd the size oF the currcnt

Amsassing Cemlex, bul even more Foch horsd o ke the

easenbial auide Lo ootlecring and prainkife e ol hese
forees: Tnthe loms tenm we hope tooproduce more shioet
Condexhooks Tor spicial armics, suclias Ok Spead Procks
Fofelas H.ﬁu!-.-.‘qllln-. and -.}<.|_||| ]m;m il Ginard Regimenis,

Wrptve een weorking on il che new books al o fercions
rate sl the plan 4510 pabiish nine (yes nige! ) i the fies
vieur, The first of these, Codex Space Mrines. s available
s b e secoml bosks Codes. Paole Eldar, will be
eeteased sooi! These will be followead by the l‘-erhrln 5

BEUK}\. Anrels <I.J-;J Lhm 1.|1L SUPECE: &Y il af the Chuos
‘\Jhlu: el rines: L

These Space Marines with heavy weapons are from ﬂm
new baxed set of Dtvntamn avatlable soon!




Ak ponr cune i, thene e abaalutely Tomds ol niew
manniatures lincd up e accompiny s deluge ol Codes
besades: Fiest of all there are tie new plaste Space Marines
aned ack: Bldae These mud-poirt naesels vse all the hea
tricks From the plistic Gorlamorka Orks and Warbammer
Fugiment sels i give theme stunning petcntial for pises
aned ot deail Dike blides, packs, s
These twa sets of meops are discussed clsewhere nmere
dutai] =a P curd iy slabbering fos now,

sasbes anil s on

The Space Mavines and Dok Bl Wareiors are bar the tp
of the peoverbial fecherg, s othed plistic troops are being
planmcd Tor all taces m Warhammer 00000, A source of
preirric ol crciement far e since e started coflecting
Edrbin: e the plastic Uk warrines being worked on by the
prand Ork-meister Brign Nelwon.

Acwhole serigs of new plostic vehicle Lits 15 also on- the
weay, o whnch the Space Marine Land Speeder s slready
complete. along with the Dark Eldar Beaver jethike and
Raidvr-iransgon, Mo plastic vehicle kits dre also on the
hoeieen, incheding ©the moch-anticrgatzd - fand suiably
awesome ) Land Haider If cvendhing 2oes dccording v
plan, these will be battling plastic imperiul Guuard Seatinels
and 1he enipmatcally ticled ROV (Bin Ok Viebiclely,

Fast, b by oo means least are the metal minaures, An
ertirely now rangs of Bark Eldar siniatenes is on the way
dosupple those ndsty decadems with their Tull range of
eqqital b masry oo types Toacddizion fo bis, all the major
armiics will be zerting sew models. Seme of these are coal
e versions ol obd fvouriies, fike the fabulous) new
Space Marine Devastinors, Crhers ave hrand now ideas that
cipamc and cibanee the range of choices fof edch of 1he
arimies, Chaos Space Muarine Obliterators drg jiest one of
e exciling new froop Byvpes foe e Chaos arms

S Samz work in pmgr:iis shots of the new Chaes Space
Mlarine Obliteratars bq. Pave Androws, ;

O iy v



) '-:;~W6rk_—i_n_;—pr6gt;s&_ shiot
" of the new Dark Eldar the Wych cult of Steile
Scourge by Gary Morley. by Chris FitzPatick

Dark Eldar Wych from

Wl Ive been hurbling for loae enough nows but don’t

think wow've heard the last front me! Owver the ciiming
miomiths we intcnd o start a column in White Dward entitled
(Fmfare, lights dim, deep booming volce anneunecs.. )
CHAPTER APPROVERD. Chapter Approved will be g
column dedicated. 1o Warhammer AL000 &0 ail 15 glory,

Ccompered by poed sell. Amopgst other things, | hope i

man o reoular Cuestion and Apswer section. incheds new
roles and seonarios, preview experimental meterial siolen
fromn weork in proeiess, backaround info and anything clse I

~vaw think of. One of the most important things P aeed -

makz Chapter Approved really sworh 15 letiers, suggestions,

Bovse s, quacstions aml pensral sioff fiom o lovely

people ok there i the roal world. 5o, 00 anvibing Gand 1
mein dnvthing) pops inlo vour cad, write in o me:

Ay Chambirs (Chapier Approvid), Garses Warkshop,

.‘l.’_n"i.iiuw Bl Eonran: Nattingban, NG ST, England.

A sneak preview of the brilling, new plastic Ork
wareior kit by Brian Nelson. This is 2 photo of the
doup master model The finished plastic models won't
he wvailable for a few months but we thoughs you'd
cnjoy 3 peck at this sew design.




a whole lot finer...

The awesome, new plastic Space Marines are the latest
stage i the ongoing saga of the Space Marina. The
miniatures: come as multi-part modular kits, with loads of
axira accessories. These are amongst the most highly
detailed miriatures Games Werkshop have ever done, and
being plastic, these new Space Marine kits open up loads
of madelling options. To find out about these gplandid new
miniatires we spoke with Jes Goodwin, the driving force
behind the the Space Marines evolution, and got him to el
us all sbout the possibilities this naw plastic kit presants,

. ‘em! = Paul Sawyer] Ihe'!,f were the first ever
‘boxad set release for ‘Hogue Tradet', tha 15t

- gdition of Warhemmer 40,000, (HTECT simply -

- atarids for Eagua Trader br.}x 1fj| The[.r Gamein a

- mltiepat kit
fonm and had
Inads of litle
o extras ke

S8 ammo chips an:
o the sprue. :
o Theysetthe
| standard forafl i

| the Spatcg :
: Marlnb kit ﬂ‘tﬂi

By Jes Goodwin & Nick Davis

It all began with the RTBD1 Space Marine plastic sprue. Ever
since then our Space Marine miniatures have been constantly
improving on the previous generation. Now, with the release of the
excellent, new plastic Space Marines, Nick Davis tracks down Citadel
Designer Jes Goodwin to find out how the Emperor’s finest just got

THE NEW SPACE MARINE SPRUE

Jes: I've worked on evary plastic Marine we have ever
done, - and every fime we have developed a new Space
Marine plastic sprue we have tried to improve them. The
main thing that we had - on the very first 'Womble' Marine
sprie (commaonly known as RTBOT to us nostalgic types)
was the facility to pub them together in lots of different
poses. We didn't actually have that with the last two Spare
Maring sprues. We did the ona pisce Marine sprue in the
tast Warhammer 40,000 box set and a rmuif-part sprue in
the Warriors of the Imperium box. Both kits, however, had
heads moulded on. After talking to a lot of people, the real
reasen they liked our old BTBO1 sprue was not necassarily
because of the models themselvas but because of what
you eould do with them,

Bearing this in mind, when we set out to design the new
sprue, we tied to include as many maodeling options as
possible. For example, | made five different breastplatas o
be included on the sprue, based on all the differant Space
Marine amour dasugns the Imperium has used throughout
s history. So you've got the more recognisable M7
braasiplates and one that comaspeonds to the very early hk3
lton armour. We have even included the latest M8 Errant
design on the Special Accessory sprue. Doing this, we have
spread-the armaour style out a little bit. You might think that
having these different types of breastplate would give a

sguad a non-unified look, bul ds it toms out, when you

agsembla and paint them up, it actually enhances thair look.

Yiou could put your Space Marine fogethier randomby and
just use bits and pieces az you find them on the sprue or
you could mix them up a liltls bit. For example, on the sprue
there are the ofd MRE Corvils style Helmets — the ones that
we call "Womble helmets' {these infamous helmets gave the
Space Marines the nicknams of ‘heakies’). But wa have
inctuded bare heads. and you could also use the extra
Sergeant's head from the Special Accessory sprue, so you
can raplace the Womble marines completely if you want.
You could even swap them with somebody who really jikes
the beskie marines, because thers are always people who
remembar them with & nostalgic tear in the eye {if you don't
want yours therg s always a home for them in my Whita
Sears army — Paul Sawyer).

A5 | mentioned before, the old RTBO1 Space Marine sprue
had load of epportunities for modelling. The RTBO1 sprues
were coverad in loads of litHe extras ke pouches, holsters
and even ammo clips, all of which opened a wealth of



THE NEW SPACE MARINE SPRUE :

upnnrthnitiss! to datail the model. That's annther idea that's fa quick tip — |i you glue a helmet anto the. &a;gaants Gody,

Iuads of options so that if you buy the same sprug or the
same boxed sel two or three fimes, you will always gel a
different Tactical squad cut of it — not just with different’

painting tachnigues, but in the way yvou put them together,

Whethier you put lots of sccessoties on the Marines or none
atall, 4t‘s just & matter«nf prefes;enne The new Space Marine

materiaf}, so it Iuﬂks:

like if's launching.

You! can just chop:
the nose off the:
missile and glue.
that into thie barrel’
of the launcher, so it
looks like it's ready
to fire. Or you can
use one of the open -

hands = from = the

bolter sprue, and:
squeeze the hand

shut around . the
missife. In this way

Spage Marinc fir B



L ACCESSORY SPRUE AR ;
CHAIRSWORD ARM -zeparately and then drop it back in again. This
SELEEANT'S BATK RANMER means you can get at the chest plate detall as well.

THE SPACE MARINE SPECI
BULT 2I5TOL AFM

You will notice that the bolters ‘are & 1ot taller, bt
thinner than the old baltguns. This is a sfeptowards

SERGEANT':
HEAD

FLAMER dasigns on the sprug, and this is where fhe lavel of
SERBEANT'S bolter, while on tho t
ARMEUR

takes ten rounds. Check oul the Information in th
Warhammer 40,000 book for & full specl We have
FETRA put the ejection cote on both sides, the idea being
MISSILES that the boligun senses which hand the: marine
picks it up with. and shifts the ejsction coreto the
cuter side. We wantad 1o go back to the balter and
the rest of the weapons and try to give them g lsvel
of detail that we did not have before. There is also
& magazing caich and stuif ke that, tiny details

that add an extra layer of realism.
The flamer is pretty much the same; it takas a lof of

We have dellberately made the missile launcher ook fike a
one shot weapon rathet than giving it a magazine.

The flamer uses the same fifting as the boltgun; and if and
when we make a melfa-gun or plasma gun in plastic, they
will have the same fitting too. We will work using the samea
arms, so ifie basie three gun-holding poses that you can get

elements from Science Fiction movies. People appreciate
technical stuff because they are used fo sasing high-tech
guns and things fese days, and you can't el them dawn in

terms of the level of detail.

THE ARMS, ARMOUR & BACKPACKS

We've pushed the level of detail on the actiral armaur itself

o new heights, adding things such as pansl lines ~ wa've

avan detailed the inside of the shouider pad. Thers are
actuaily now four different shoulder pads to use,

Here's another quick tip - if you cut the arms off the sprue
and you muddle them up on your modetling table, you tan
now. tell which. pait goes together. If you look: at the arms

will work with any special weapon we care fo give them.
Another good trick 1 have seen is using the bare head with
the respiraior and the flamer gun as a combination. This
looks like the Marine has got a gas mask on.

THE BOLTER SPRUE et e e e e SR
; - S At thay will have the same detail on the forearms. One has
With the bolter sprue | set out for & gripping hand {the ald : : : ; S :
b Jooks ke itk holdiAp B tEatiasl 1 already had ~ ¢ONiS: 0N Just has panel lines and the third one has litle
tots af SOCEEE'_ i e b
feedback The hand thal grips the balter is-a standardized fit and there
from - peopie are other pieces of the sprus that can go in there as well.
saying that The Auspex scanner for instarice has a grip made from tha
you can grip of one of the balt guns, so it fits into that hand parfectly.
actually just This ts one of 4 myriad of modeliing options the spries
fit the balter present if you gel the set. You ¢an rake a Sergeant holding
into  place the bolt pistol, put the Auspex in his other hand and angle
wilthaout - the head down so he is looking at it
gluing it — 50 Thera are 3 differont patterns of backpacks, sne of which fs
you can lift it wery similar to the previous one, ohe is a new design and
[EL“;- : bﬁ‘;‘: one of which is deliberately blank on the back, The Blank

Anthony Bath repositioned this These models show a few of the

Marine’s bolter arm af the shoulder, endless pussibilfties that the

added actials made from guitar strings ; : ;

aitd a bolter strap from plasticard. new plastic Marines provide,
. Paul Sawyer repositioned this

Sergeant’s chainsword arm so he
| was polinting with i, and twisfed his
¢ bolt pistol arm away from the hody.

This Marine was

© bulit by Anthony
Baih. The Heavy

* Bolter is frowm a
Scouf modef ard
the amnto feed was
blagged from the
GW Modelmaking
department.

-

Mark Bedford replaced the
slandard bikar torso with
one of the new Marines:




THE SPACE MARINE BACKPACKS

cine Can
be = used
gither for
putting

on  {mast
peopla usa
this
far the missile launcher, because it's good for putling the
rockets on} or impanal icons. The missiles are deliberately
designed so vou can glue them an the backpack and with
their tails up they just show over the top. You can also glue

the rockets to the thighs or calves or anywhere else you

like. If you wanted yvou could build a sepsrata loader maring
aswell.

THE EXTRA BITS

We Have made fen diffgrent accessories and actually
managed to put two accessories with each Space Maring,
The idea is that you buy ten Marines and get twenly
accesscrios. Now, you may not want two scanners in your
asquad, hit you can always slap one in & hand: or have it
hanging off & belt or just stick it in your bits box. Em gaing o
mun through some of the accessones and the options they
CPEnN Lp.

The first one is the purity s2al. You can stick it on a shoulder
pad or on & brogst plate, and on the forgarm looks really
geod, Plus it does give your Sergeant a special bonus in
your games (check out Codex Space Marines). One of the
things | have seen around the Studio isthat people are not
putting that many accessorigs on marnnes, but when they
get to the sergeant they whack everything thaz.r’-.re got laft

cacl w_a:,r _tu:u mal;e:l your SEFQE_EP_'It s_tar!d_ aut.

You can either glue the knife onie a thigh or use It as a

of the baolter). You'va also gut a pEHI' of grenades on the
sprue and a gun sight that wil gu on tha top. of eithar a
Boltgun or the bolt pistel.

2% course, the bolt pistol holster goss without saying and
youll find thaL there‘s & cunve which alll:}ws YU 10 glue it

Mark Bedford's
Sergeant has
bean haavily
repositicned al
ihe arms, body
and legs. Plastic
is by far the

B casies! malerial

b o convert, as

il's easy fo cut.

aguipment |

ane .

IN THE FUTURE
We have loads of stuff in
the pipaling. We have just
sent off the new plastic
Assault Marines to  be
fooled up, and just like the
Tactical Mariries there will
be a whole host of
accessores for them to
usa - we've done a WMelta
bomb and a hand halding
a Krak grenade. Al the
new plastic Space
harines witl e
interchangeable, 80 in
effect we are building &
range of modular Space
Marlne kits. .

We are also finishing off
the  new  Devasiator
Marines which will ke a
metal and plastic hybrid.
Using - the bhody of the

plastic. Space Marine with:

rmetal heavy wespons and
backpacks - that  hold
power  SQUrCes or
refrigeration wnits,.

These plasfic: Space
Marines are gpsening up a
rumber of avenues for us.
We: can produce metal
shoulder pads: like we did

with the Imperial Fists,:

plus loads of other metal
axtras which you can add
to vour Marines = we: are
just beginning to Expk}re
the possibilitics,.

Far into the future we are

lzoking &t producing: a

brand new Langd Saider:
kit, but right now 1 believe
we have finally got a setof -
Marines that combines the
bast of all the old Marings
and: brings: the level of

detall to an all time high.,

¥’ that bloke Bath again! This time he's
L stuck with a standard assembly but

altached the missife rack {o the

launcher rather than the backpack.

Aly Morrison has -

really gone o
fown on this one!
Y He's repositioned
| the arms, added
| an Auspex and
LTS
| poiches,

grenades,
missifes and
eveyt added
derials made
frovn thin brass
rod. Nuter!

HOW TO ASSEMELE YOUR
SPACE MARINES

ASSEMBLING THE
SPACE MARINES
Orig of powr Space Marings cae Ig

SADDSD kA § famer ngisad of 5 bolley
- 258 Zharsd Mamar Shown Bhovs.

ASSEMBLING THE
SPACE MARINE SERGEANT

Ineresd ar 4 ED.;'Q.JT" bl ‘-'G.yaanr CEMSE &
x"l F sk and a ahEnswand, Ha 580 M&F 5
i D.-'I"f‘ rvw:.\' an |;| a

L e dns feraced
aneq) aff e missie
o B R avae

ASSEMELING THE SPACE MARINE
WITH A MISSILE LAUNCHER

You map oqss oee of o Spans Mariaes
AT g Jaunchiy = oo shaosd issile

BLTEISY 510 ASTASS0RES SHsWT Sh0Ke.

Another one
from Mark
Bedford. He's
added an
Ausgex: and
repositioned
ffe bady 50
the Marina
seems to he
raading the
Scanier,
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be Thm 15 1hr: boc:-k no Space Marine Commander

_+ can afford to be without. It’s absolutely crammed
- full of special rules and background information =
for the legions of the Adeptus Astartes.

This invaluable 48 page book contains:

The mmp]::tc Space Marine army list, with the
full low down on the troops, weapons, vchicles - -
and awesome wargear available.

Full rules and background for some of the most
famous Space Marine heroes in the Imperium
{wait until you see the Emperor’s Champion!).

An excellent section packed full of tips on |
collecting, painting and playing with the most
feared fighting force in the Imperium.

Space Walves Long Fangs

“And t




et B
, é-pacc Marines are
Humanity's

ultimate warriors,
_ dedicated to the
defence of the
- Emperor and the
1 Imperium of Mankind.
Equipped with the
. best weapons the
Imperium has to offer
and arra}rc& in mighty
power armour. Space
8 Marine armies are the
| Emperor’s finest.

—w

g7 - .. ) it Dark: Angels Space Blarine Scouts take on
‘. ] Wight Lords Chaos: Space. Marines

= B L
Llteamarines: Whirkwind Tank

; Let this sacred Itomc. be .your
| shield against the heretic.
- Available now for &8.

10 fear..” - too rig

This 5 a y_:m'gm.;.rf: mri_ﬁ'[;l.\‘nm,zmme;.qu.gm gt You mosk posagss a copy ol the Warhameser SU000 same in ordét 16 Be able o ase B2 contee of thiis ook

ek A s stasd e e of S Wkt 13
i e ) i

Trtmie], e Coaadei Caslind Gorees Wokihop, fal WG g i
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COMPETITION COMPETITION TITII]H COMPETITION COMPETITION

_ COMPETITION!

¥ iy g Well the good news is that we've ~—-. W
Aoy, oo got together with the robed \ ’” I
e acolytes from the Black Library <; HWHITE ?

and put together this splendid

competition, What better way to ; . %%;MB;F
celebrate the release of the new J
Warhammer 40,000 than with a }/://\
compelition where vou can win this : Y

AWEesSOme game?

Read on to find out how you can get your hands on
some of these great prizes.

25 winners will each get a big boxed game of their
choice, signed by the wrilers and designers, AND a
1 year subscription to White Dwarf

The first 500 correct entries will each get
issues 1, 2, 3 and 4 of Warbammer Monthly.

How 10 ENTER

We've created seven mad statements, cach of which has a start, a middle
and an end. We've jumbled them all up so that they make even less sense
than they did 1o start with,

All you have 1o do is ook at the seares, middles and ends, and decide which
goes with which, We've even done No.l for vou. Just to make things wicky,
hall of the jumbled phrases are in Warhammer Monthly issue 8, together
with the entry form, and closing dates.
1% W Tike..,

- White Dwarf and Warhammer Monthly...

...cos they are brilliant!

THAT’S THE FIRST ONE SORTED, NOW HERE ARFE
THREE MORE JUMBLED L'P PHRASES. ..

2} Paul Sawver likes ealing...
...5cabbs...
renowned the world over for being at the core of Warhammer:

3) The strangely determined (demented?) chap who edits our very
own Citadel Journal is...
...the Black Templars,,,
...the one thing he'd never leave lving around.

4) Mordheim looks to be the next mad invention, socey, briffiant
germe inspived by...

B i obacon butties. .
\ 2 : ocos they are brilliane!
_'_,_,.,-o-"" ahﬂi o . = 5
e “ﬁ”ﬁ“ cames! . NOW PICK LP 4 WARHAMMER MONTHLY &, FOR THE

REST OF THE BITS YOU NEED T(O COMPLETE
ALL SEVEN PHRASES. PLUS YOUR ENTRY FORM
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In this month’s
awesome issue...

BLOODQUEST

Seript: Gordon Rennie Art: Colin Macheil

s Atlast the firal showdian, as Caplain
Leonatas confronts Ok Warlord Garsiail
. the Destroyer. Wil Leonzatos defeal the
gty Gk wasmorand recover the lost

| q'."-::nm' of Belarus? Find out in the last
episode ol Bloodguest.

KAL JERICO

Script: Gordon Renrnte At Karl Kopinski

Kal Jerico finds himsellin a sticky
stuation as he is correred By soms
professinnal killers from uphive. Bil as a
] -.'clrar.r;f- afhd e qr‘nanr flql HE COMES G- :
Kal's rescue; gur beroes leil fon.

_ DWARFLonns

script and Art: Paul Davidson

This issue soes the start of 8 great, new
corn: sinp by newsnmes Faol Deavidson:
The first episods seos ouf intrepid Dwart
Meroes Tesriing ther comparian from: ho
ciches of anovil Teeentch sorcerer,
Murder. mayhen 2rid 101s Gl big azes,
Cireat!

SHADOWFAST

Scriph; Michael Browne Arl: Simon Hasrisan
Ftre second-instament fingds Weaod Ef
wardsnoor Shadowtast on the assdul,
rickhirey thies sacied glades of 8hel Loren of
a foul Beasiman warband. Butis somethng
ragre sinester alool. 7

‘RIGHT ¥YOU 'ORRIBLE LITTLE DWARFERS,
IF YO WANT TO STAND A CHANCE OF
WINNING  ANY OF THESE LOVELY PRIZES,
YOU BETTER LISTEN UF.

N POVT MES THIS <
AWESOME I155UE OF
- WERMANIER HONTHLY.

L AMOT ONLY 15 1T FILLED
WITH GREAT ACTION-
ADVENTURE COMIC
STRIPS, BUT IT HAS THE . ;
SECOND HALF OF THIS Available from all good newsagents,

Gl hobby shops, comic shops and Games
Workshop stores across the planet.

" ISSUE 8 OUT OCTOBER 8TH




Last issue we released the new Dogs of War book which allows you to either add
mercendries to your existing army ov bire a complete Dogs of War army. This
month we bring you even more Regimenis of Renown to add to your force,
including rules for the infamous Paymaster, Mydas the Mean...

MYDAS THE MEAN

Sculpied by Michael Peryy and Novnian Sweles

Since then Mydas has turned up in many lands safiely
bevond the bounds of Tilea, offering his scrvices as
Paymaster for mercenary armies or such tasks of tax
Soue Do o i rmy ray nclude M the e s S5heS, 804 courin o e b it it b
!115 1'er.1nu!:: of bodyeuards, If 50, he feplaces the Paymiaster masters have been horribly defeated due to their own
ire the: matn: asmy- list. dubious qualities of leadership, Mydas has never let any of
the pay chests in his charge 4l into the hands of the
eneimy; nor lor that matter into the pillaging bands of
flecing mercenaries who don’t descrve to be paid for

Mercenary Paymaster
Mydas the Mean, Sheikh Yadosh, the pay chest and 5
bodyzguards eost 210 points incleding magic items.

The: most notorious Paymaster ever w come oul of Tilea is
Mydas the Mean, His origing are obscure. Some say he was
the sheilh of Araby who emberded a fortune from the
sultun and had to flee. Whatever his origin, he first rose o Tosing a bartle!

prominence in Sartosa, Here he was pur in charge of

guarding the treasure stash of the Dwarf Pirate Gridi - i M WSBS 8 F W 1 A Id
Scuml:n_:ul:f.l. The renowned Devarf Jeadf.-r quicklybegan to oo Mean 4 05 05 4 4 2 5 5 8
appreciate. and admire Mydas's incredible meanness and i :

reluctance to part with gold, even 10 the extent of refusing Sheikh Yadosh 4 2 2 3% 3 1 2 1 6
ter 1efl the Draarf where His own stash was. Tortunately for Bixdyguand F 4 2 4 F 1 4 1 '8

Mydas, Gridi came (o abad end in g fight with the Corsairs
before he realised thar Mydas had relocated his stash with
the intention of keeping it

Weaponsarmounr: Mydas is armed with 4 mace, heavy
armour and shield.

Mydas nexi turned up in the service of Groceolo, Prince aof Armour Save: 4+

Verezzo, once apgain in charge of the gold which wis 1o pay
4 wvasl mercenary’ army. Mydas defended the pay chest SPECIAL RULES
valiantly in several hard fought battles, assisted by his
hand-picked henchmen. When the time came to pay the
mercenaries, Mydas somchow managed. 1o part with so
lictle gold that he caused a mutiny in the camp. The Prince
wis promptly deposed and fled back to Verczzo. In the
confusion Mydas remembercd his duty wo defend the pay
chest and conducted a fighting rerreat, fighting off entire
companics of enraged mercenaries secking their arrears of
pay. As it happened, Mydas managed o retreat in a totally
different. direction o Yerezzo, and so neither the Prince
nor the mercenaries ever gol the pay chest. To this day, its which he is the leader. The bodyguards are equipped with

whereabouts s known a halberd and light armour. Bach extra bodyvguard afer the
onlv to Myclas, first fiver costs 12 points. The bodypuard may include g
standard bearer and musician at double the points cost of
a normel ronper.

Bodyguard

Myvdas's bodvguards are hand-picked from among the
galley slaves of the pirates of Sartosa. Every one has been
personally redeemed from captivity by the generous
cxpenditure of pold by Mydas himsell] and so they are all
deeply grateful and utterly loval to their master, As well as
this, they are all g, muscular, bronzed men hardened by
years Jabouring at the oars. Mydas may be accompanied by
berween 3 and 20 bodyguards, forming a regiment of

Sheikh Yadosh the Money Lender

Mydas's Money Lender is none other than the notorious
Arabian merchant Sheikh Yadosh. The Sheikh lent Mydas
a vast fortune many years ago in Sartosa and has
faithiully gecompanied him ever zince in the
hope of repayment, In the meantime,
the Sheikh carns a nice return in

5.




interest, lending money
to mercenaries who are
easily parted from their
cash in gambling dens
and other temprations
and are always asking 1o
borrow  more. Sheikh
Yadnsh 45 immenscly fat
and his girth is greatly
increased by the long
cummerbund wrapped
around his waist which
contaging. many - gold
coins within irs . folds,
This acts as armour and
gives the Sheikh a save
al 5+, He is armed with
a ‘hand weapon in the
form of a curved dagger.

. s = [ o et o e
o bk e : R D

ALY ol T

Paymasier & This is a very rarve sight indecd - Mydas the Mean, possibly the most miserly man in
Mydas, along with his  an. o world, is seen with bis moneyiender Sheikh Yadosh and an open paychest!

pay chest, is the army's

Paymaster and  the

special rules for Paymasters apply to him - any unit  army must take a Panic test, and i the pay chest is
within 12" of the pay chest can re-roll a failed Break test,  captured all mercenary units bate the enemy unit which
if the pay chest is captured or lost the entire mercenary  has captured it

MAGIC ITEMS

Mydas the Mean carries a single magic item — a Treasare Map. You may not cquip Mydas with any more magic
items as he is far oo tghofisted to part with enough money to buy them,

Treasure Map D6 Mydas's promise

Enchanged S cnn D EE Sy 25 poines and its effect on the mercenaries

12 A bonses for all my loval and trusty benchmen!’
This is a promise which Mydas often makes to
his pay chest bodyguards. The bodyguards

Mydas has a easure map on which are marked the
hiding places of several pay chests which he has
heroically rescued from the confusion of barde when

defear seemed inevitable, He keeps the map stuffed hecome even more determined o delend the
down his [eggings. The map is drawn on an ald scroll pay chest and Paymaster 10 the death and count
which he found in Gridi's treasure chests. On the +1 o hit throughout the battle.

reverse ol the parchment are a number of sange 3.4 ‘The pay chest is safe with me lads!’ The
Lizardman glyphs. Mydas does not know or care: what mercenaries become conlident that Mydas will
these are and thinks they are meaningless doodles by look afier their pay beyond the call of duty.
some demented wizard. In reality the scroll s a Mercenary units may re-roll Dreak tests if they
magical ‘warrant of trust’ carried by Skink interpreters are within 18° of the pay chest instead of the
to give thern an aura of credibility when dealing with usual 12", r i

o misleading oursidérs. Some adventurer long agn
must have acquired this in Lusteia, thinking it was
worlth something to a wizard, and evenmually it found
its way into the Devarf picste’s chest,

5-6 U we win the baitle, alf mercenaries will
receive o bowrus! This encourages all
mercenary cogiments to fight harder and 5
with more determination. All

The efect of the scroll is that any mercenarics, mercenary regiments may
including the pencral, will believe whatever Midas o T

promises at the start of the banle. Theie trust in Mydas tesoluiian
will be complete. Needless to say, Mydas and the boms,
generals who employ him attribute this miraculous
effect to Mydas's inspiring qualities of lcadership!
Afrer deplovment, but before the first turn af ithe
game, roll o dice to see what Mydas promises the
army;




LEOPOLD’'S
LEOPARD
COMPANY

Sculfrted by Alan Ferry

{ M P Captain
J Leopalds of Lusel:

Leader of the
Leopard Company.

Initially formed o protect the temple of Lucan and Luccina (the founders of the ity of
Luccind), the pike-armed Leopard Company swore Lo protect the acropolis with the ferocity
of the mythical leopard that adorns the cig's emblem.

Unformnately factions laval 1o either Tucan or Luceini were constantly at cach other's
throats and when the faction that the Leoparcd company was behind was defeared, the

Leopard company wis ‘persuaded” to leave the ciry for a life in exile. So staried ihe
Leopard Company’s service with various Tilean princes

UNIT: MMM“I“EPEM{W{V POINTS: 20
ARMOLE WEaons. R {Fi'i"'.a'l?iﬂ'{" {';.’ﬂ @ T e = L:IFL B
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BRAGANZA'S
BESIEGERS

Sculprod by Alan Perry

ARMOA L WEAPURE

e IKKRINL

goce e M LA
With their matte of ‘Gwincibility at #o extra e L — & %
charge’, Luka Braganza and his heavily armoured EE‘@\FE& N oy B0

crossbowmen are, without a shadow of a doulit,
one of the best mercenary regiments cvier to come
out of Tilea.

R A LG SRR

PONSES R SWED s
Orriginally employed by the vighaly
feared Borgio the Besicper, Braganza's
Besicpers took to life as mercenarics
after Borgin was treacherously
assassinated. They were immediately
hired by the Prince of Luceini and sent
tex hattle the many pirate bands on the
Isle of Sartosa, The Besiegers have
since fought for many masiers in
many sicges and open battles, always
stanching behind their pavises like a
wall of steel, shooting at all who
Upﬁuﬁ(‘. them.

CHECHER ] TR R
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WARHAN

GOLGFAG'S
MERCENARY OGRES

Scudpted By Trish Morrison

For Ogres, nothing matters more than a good fight and
a full bhelly and Golgfag's favourite food is most
definitely fresh Halfling,

Golglag rose to prominence during a ‘dispute’
between the Orcs of Gnashmak Badtooth and the
b Dwurf Lord of Karak Kadrin, Ungrim Tronfist

L Aller swapping sides following a ‘disagreement’
with the Ores (fighting his way out of the camp
armed only with one of Gnashrak’s arms), Golgfag and his Opres set off on a
mercenary career which would ke him across the Empire and Tilea, making
hite very rich and very fat in the process.

After a forther altercation with Ungrim Ironfist, Golgig, his trusey standard
hearer, Skafl {whose leg Galglag ate while they were
imprisoned by the Dwarls, but

that's another
story...) and their

UNIT: ey rmwm !
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THE BIRDMEN OF CATRAZZA

Scuelped by Dave Andirews

Born of the obsession with flying of their leader,
Daddallo, the Birdmen of @ Catrazea are a
magnificent sight to behold during a hattle as they

swoop over the enemy, strafing them with

bowfire.
Able to fy and still shoot their arrows, due to the
unicue construction of their ‘wings’; the Birdmen
of Catrazza are rightly feared by all who oppose
them. Not even those who fly high above the
haulefield in apparent safety can cscape the

attentions of this remarkable  Regiment of

Renown,

o Daddalls, Captan of the Birdmen of Catrazza,

Hﬁ'm Rifh POINTS: T _
UNIT: SR 0F IR R
aummmamws- [‘.ﬁﬁfﬂ'ﬂ'ﬁﬂmﬂd"‘*‘g “’ "II : R —— -
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Having hired both the famed Marksmen of Miraghiana and Hha
Birdmen of Catrezza, this Lizardman army s ready for batfe.

ME iR 0T
[0l T '"N’PE‘N‘Hu I

" REGIMENTS OF

- RENOWN AND

LIZARDMEN

s el Regiments of Renowy =08
Arom Th.f_‘ Dng; nf‘-"i“nr book o |

But, when we wrote th.ﬂ hﬁmék-: i

e forgrét that Lizardmen have

JJ.D-HJ[HW“.FH:II)E fur .dl:u Oops

Well Lizardmen are allowed to.
hire mercenarics, If you \ml:r

ﬁﬂ.&} ;mm’f
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The smr_y of Chamﬁ Gat‘ﬁ =

- based around” the bitter
enmity " between  Caplaip
- Krueger of the Ultramarines.

Chapter and Lord Zymran
of:ithe Word Bearers Chaos
Space Marlrie: Legion. The
game featurgs & series of
linked missions and sub-
missions that form an entire

i camipaign, while giving you
| strategic -~ and . tactical
i - decisions o make ar every
i staee, which will Hff&ﬁr your
. progress. R

(:haﬂ,s Gate fs @ barm- ije:sﬂd -

-sguad-level combat gane,
Cso. you  will usually
‘be cammandmg wreund-
'Ewe[ve Mw::aes aeé i
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Don’t miss this great opportunity to get
twelve of the finest pieces of fantasy and
science fiction artwork collected together

in this, the first ever calendar from Games
Waorkshop. Featuring fantastic, full-colour

" artwork by many of the best
\ \« l ] artists in the business...

L"— “‘“’ g JOHN BLANCHE

' KEV WALKER
I ' GEOFF TAYLOR

MARK GIBBONS

Available from all good
newsagents, hobby shops &=

and Games Workshop R S
stores around the planet. w i o




This month we cornered
Citadel Miniatures Designer

Aly Morrison, the man

&

J’Ll}-‘ Morrison

After 10 years of sierling. service, the ofd Skeleton Horde
aprue is being retired. to be replaced wilh the excellent
Skeléten Warmiors Warhanuner Regiment, The sprue cormes
with Faads of different parts, so you can make two different
moop tvpes out  of what you pot-in the box — Skeleton
Spearmen and Swordsmen, The new sproe has a large miature
ol heads, bodies and weapons. Unlike some of our ecarlicr
plastics, we are now putting docessorics onlhe néw sprics,
which allows you Far mnore varstion in vour unil,

Unlike on the previous Skelelon Horde sproe, we've separatad
the new Skeletons ar the waist 5o you can turn them, piving
yiou much more flexibility of pose, Also on the sprue you get
six shull heads and one Beastiman skull head. This bestial skull
is one of our favourites and it was just a wacky idea, originally
intended as 4 picce of scenory which you could glie tooang of

Yo cerrr build yoor regiment arveed with spears or Band weapons as seen bere,

behind the Skeleton Warriors
Warhammer Regiment, and
got him to tell us all about
these ace plastic Skellies.

the bases, Bt then we pave the head 2 neck fixing, and the
regiment lonks really gond with a Beastman Skeleton in the
ranks. The sprue also containg separale horns which G very
micely onto the helmeled Sketeton bead or even on the side of
the Beastman skull.

Weve also incleded an arrew on the sprize, but no-bow. The
iles is that with all the missile fre the enemy are chucking at
the Skefetons, some of 1635 going o stick ot their bodies,
The arrow looks really good stuck to a shield, base, or in onc
of the eye sockets — anvwhere vou want, eally, Tt just adds
that litie exira detail w bring your regiment o life.

The same thing could be said of the grave stone which we
included on the sprue. Again, it's something that can be put on
i base, or 1 vou've gol fols of sprics, you could make yourseld
a graveyard 16 gao with your Ulndead army,




The new Skeleton sprui,

All ower plastic models start life as three-up
soarke modely.

The main idea with this new sprue, and with all the regimental
box sets, 1s to provide you with the most flexible anit possible.
If wou want, you can make hese fgures as wild and as crazy
as passible, with arms flailing about all over the place. Or you
could stick them together as a nice regimented upit, with the
spears all standing upright, perhaps pointing forward in the
front rank. We have inchuded enongh spears for an entive wnit
but if you don't want spearmen, there sre enough bhand
wiedpons 1o make a completely differenl regiment, You can
chuck the spears and any spare hits into your hits hox, or swap
the bits with a mate.

As with the previous Warhammer Regiment box sets, we have
also included melal parls in the box, to make up your
cormmand groap, Having the command pieces made of metal
frees up the sprues for the little accessories and again adds
variety to the unil, By pulling in metal arms and stuff, we can
make a new unit just using the hasic sprue, like we did with
the Chaos Halberdiers - plastic bodics and metal anms. A
natural progression for the Skeletons will probably be
Skeletons with bows or mayhe even double-handed weajons
like scythes.

This Regiment box set also sees the debut of our new plastic
shiclds. This is a completely new concept [or vs. Each spruc
hus three different shield bosses for every blank shield. This
allows you to use the same design on all your shields, or you
can mix them up if you wish,

The new shield sprue.

All the Regimental box sets open up loads of different
modelling options. All the bits vou’ve pot lell over from the
sprucs can be placed into your bits box. With the Skeleton
sprue vou are puarantecd w have exira skuolls lelt over and
these conld go on absobutely anvthing, from Space Marine
shoulder pads to the top of a banner pole. For a bit of cross-
Regimental fentilismtion, i yvou've got any of the Empire
Fegiment hox sets, there is nothing o stop you rom swapping
the weapons with the Skeleton sprue. Just cut weapons off the
hands and swap them with other weapens, You could, with a
little work, make an entire unil of Skeletons with halberds and
an Empire regiment with spears. You could use some of the
Empire hats and place them on the beads of the skeletons: or
even awap arcund torsos and legs,

Fasy conversion work is the joy of plastic
miniatures. You have the bare bones here,
all vou reed to do is flash them out (there
was mo need for thoese nove was there? -
Fur Bloke),

The arrow; the Beasimon shall and the grovesione can be ssed lo add vartery o vour regiment.
e = e =
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UNDEAD ARMY $

So, you've seen the new Skeleton
Warriors Warbammer Regiment and
now you're thinking about collecting
an Undead army. The question you're
asking yourself is, “Where do I start?”
Well, over the next few pages is a
guide to belp you collect your own
Undead borde.

COLLECTING AN ¢

COLLECTING AN ARMY

Collecting an army is actually relatively simple, The first thing
yiou should do is plan oul your farce, so vou can build up your
army in small manageable steps. A good statting size for any
army is 1,000 points, as this will not lake oo long to eollect or
paint, and once finished it will provide a good foree, ready for
bl

Your first 1,000 points showld anclede one or two core
resiments which will form a solid centre for your army, These
core regiments can be built up casily and cheaply using the
new Warhammer Regimenl boxed sets.

The next thing your army needs is a general (o lead i1 He's the
only model that must be included in the army, You'll need o
buy a suitable character moddel] to represent your general, When
wou expamd your acmy o 2,000 or even 3,000 points you can
keep him as your general or cven use him as a hero and replace
him with another character model as general.

B Dwuke Harkon leads the Undéad clharge
i right into the heart of the enemy .'x.l!_!ﬂ-e'iinc.

Remember when you are assembling vour models, it is a good
idea to make sure that all vour minialures are carrying the right
woapons and equipment, as this belps to avoid confusion
during pames.

THE NEXT STEFP

Once you have your core units and genstal, you are ready to
begin looking at the more exolic elements of the Undead army.
The Undead have some fearsome troops such as Wraiths and
mounted Wights, Equally, [ear-causing war machines such ag
chariols and Sereaming Skall catapults are good choices. This
is where choosing an army becomes more challenging and
more a matter of personal preference,

O the other hand, you could choose to continue expanding
vour core units, by adding more rank and fle (roops plus &
standard bearer, musician and champion {a Wight or Wraith) it
the unit has not already got them.
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THE ARMY ROSTER

If wou use the Warhammer Armies:
Unidead book as a guide, wou can
start plotting what forces to.collect
gl plan your batolefield tactics for
when your army 15 completed. So
grab - a roster sheet and - slart
working oul vour LOOO point army
now! ‘The roster sheel opposite
shows o LM point army we've
worked ool as an example of the
sort of feree you could starl with,

For pur 1,000 points we  have
managed to gel a pood, balanzed
foree o start playing with. For our
general we have chosen & Vampire
Lord. Not anly is he & very good
fighler, bul he is alse a Level 3
magic user! ATl his stadistics and
cguipment are noted down on the
roster sheet,

Next came the regiments. A unil
of Skeleton Horsemen will shield
the Vampire from missile fire and
#id him in combat. Two units of
211 Skeleton  Warriors: tlesh - fek
dear, b dear, oh dear... ~ Fat
Blokes) out’ the army, piving it
sorme Tighling strength. Each ane
of our Skeleton resiments will
alse have a Wight Champion o
lead 1, Wi have put down the
damage the deadly Wight Blades
can do in the notes séction of the
roster sheel for quick reference.
Finally, each regiment in our
arimy  has oa  standard  and
musician and s named after the
Wight that leads iL.

Right then, on to collecting the
armry itself, ..




THE UNDEAD GEN

Our initigl 1,000 point army is ideal to represent the
personal retinue of 8 Lord of the Undead. These debased
individuals raise (heir armies for conguest, The Undead are
spoilt for choice when it comes to choesing an army general.
The army can he led by a Necromancer, an evil human wizard
whase powers enable him o extend his own life for centuries
and raise the dead steaight out of the ground. The Yampirc
Lord is also a good cholce for an anmy general. They are
mighty warriors, able o hreak stone with their bare hands!

However 4 downside to choosing a Vampire Lord is that he is:

a weaker wizard than a Neeromancer. The final option {or an
army gencral is the evil-hearted Liche Lord, an Undead
MNegromancer, He costs leas points than both the Vampire and
Necromancer Lord and has the same Magic level as the
Mecromancer, Unlortunately be can only be a maximum magic
level of 3 and is not as good in contbat as the Vampire Lord.

Our general will he a Vampire Lord, who we have named Duke
Harkon Redthirst. He will represent one of the dark lords of
Svlvania, an old province of the Empire, infamous. for is
infestation of Vampires, He wears no armour 1o hatile, relying
orly o his own supernatural encrgy 1o protect him. He rides a
Skeleton Stecd with heavy barding into battle, and carries a

SKELETON HORSEMEN

Vamyire Lond
Puke Harior Redriirst

sword o fight with. When in baitle hie will join Lord Valkar's
Lancers, making the regiment even more potent in combat, The
army we chose to accompany him is his own personal retinue.
Harkon is utterly dedicated to the congquest of the living world,

keleton Horsemen are the Undead amay's shock roops,

capable of sweeping away their opponents with a
determined charge. They bave the abilicy to ride smaight
through obstacles without penalty, which is a big advantage.
These Skeleton Horsemen will be the personal bodyguard of
Duke Harken, so when they charge they should prove to be
more thal a malch for most oppasicion.

We have ammed our horsemen with lances, giving the unit a
gonsidérable advantage when charging, To help protect them
from missile fire we have also given them shields.

This regiment has a dreaded Wight champion as its leader
who we have namesl Lord Valkar. He probably led them when
the horsemen where still alive and along with his horsemen he
has been raised fFom the grave W do his master’s bidding,

Lord Vaikar and kis Lancers

Wights are exccllent fighters, who wield a Wight Blade that
canacs multiple wounds when it hits, so they can kill an enemy
character with ane blow. Valkar's preseoce will help bolseer the
fighting strength of this unit considerably.

Later on, you might want to cxpand this regiment or even include
mare than one of these units in your army, Adding a standard
bearer to this wnit would incresse its elfectiveness in combat, and
vou could choose a magical standand such as the Doomrider
fanner (this allows the Skeleton Horsemen to hit automatically
when charging), )

The Skeleton Horsemen have lots of dillerent options for
erppment, S0 vou might want o experiment with thesc until you
find the combination which suits your stvle of pluy.




SKELETON WARRIORS

he bulk of many Undead armies is made wp [rom

regiments of Skeleton warriors. These fear-causing
warmiors obey every whim of their master, fighting until they
are destroved or the epposition is defeated.

The next two regiments will form the core of oor army. These
are the units which we will base the army around. Using the
new Skeleton Warors Warhammer Repiment we buill - a
regiment of 20 Spearmen. The box also contains a complete

Lord Gorath and his regiment of Skeleton spearmen

command graup for the regiment — the musician, standard and
Wight champion, who will give the unit an extra edge. Our
spearmen will be wsed in a defensive role, protecting the
centre of the army as it advances. We will deploy this regiment
five wide and four ranks deep, so they will have an excellent
rank bonus and be harder to beatl in combal.

Chir second core regiment will be used more offensively than
the {irst, Using a second Skeleton Warrior Warhammer
Regiment boxed set we built a unit of Skeletons with hand
weapons. The unused spears went siraight into our bits box for

[uture use.

The Warhammer
Regimens plastic
bied sets are an
excellent way o collect complete
FEFIMERTS JF YOur qrmy ol o greai price.

This unil's role is 10 goard the Qank of Lord Gorath'’s spear
regiment as both units advance towards the enemy baltleline.
Agpain we have given this unit the foll command group, and o
distinguish them from the spearmen we have used a different
design on the shields.

We can add more troops to hoth these units i we wish, with
additional boxes of Skeletons Warriors. There 15 no reason
why we couhl niot split a box between the two regimernts — say
an additional fifteen in the spear regiment and the remaining
Five in the hand weapon unit. Again this is down to your own
personal taste,




EXPANDING YOUR ARMY

Our 100K} point army is already an effective force,
which should do well against an cquivalenl size
army — especially if you don't hold back with your
Vampire Lord and his Skelelon cavalry.

Orice you have played a few pames you will have a firmer idea
of what you want in vour army, and you can start to expand it,
The nekl step is 1o build another 1,000 peints of Undead. This
will bring vour force to a sizeable 2,000 points.

You could start by adding more characters o your army. A
Vampire Count to do the Vampire Lord’s bidding is & good
choice, having considerable prowess in combal and the ability
to cast spells as well. OF course, there 15 nothing o Sstop you
adding a Necromancer. He could support the Vampire Lord’s
magical attacks and lead a regiment of Undead himself.

The first regiment you may want to expand is Lord Yalkar's
Lancers, An extra 5 models with 4 standard bearer is 4 good
start; this will add a rank bonus and the option to lake a
magical banner for the unit. Also, if vou upgrade Lord Valkar
to @ Wight Loed, the regiment will be able to-defeat even
wougher opponents. You righl want to support the cavalry
with the hilting power of a Skeleton chariol or two, The
Skeleton chariot s one of the deadliest weapons in your
arsenal. When the cavalry and charicts charge simultancously
at a single unit, the results are devastating.

The infantry, being the core of the army, is also worth
reinforcing. The bumble: Skeleton Warrior has loads of
equipment options (all of which can be found on the Skeleton
Warriors spruc) and you can customise your unil so il fils your
style of Fighting, ¥ou could split the forges in the box between
the two umits you have already or you could build another
regiment. This unit could be armed with spears for a defensive
role or you could build & second more offensive unit, using the
hand weapons. Another oplion 1o add to the core of the army
iz Skelelons with halberds. Halberdiers are a potem fighting
force, able tw hurt enemy woops with & high toughness. Give
them a magical banner and a Wight Lord and they will lake on
the best vour opponent can throw at ther,

Of course, Skeletons are not the only troops you could include
in your army. The Undead have acvess to maggot ridden
Zombies and leathsome Ghouls. Xombies are the cheapest
fear-causing troops you can buy for any army, Large units of
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them

are good. al
breaking
opponents  in
combat =
remember, i your
enemy loses a combat o

a foar or lermor-causing unit

and s oot numbered, they will
automatically break. As [ur Ghowls,
they are perhaps the most overlooked
regiment in the Undead army. They are the only
unit that can march move without the aid of magic, they have
a high toughness and two atacks, making them considerably
hard-hitting combat opponants,

The Undead can also field regiments of Wights. These are the
elite troops of an Undead army. They all come with the lethal
Wight Blade and can be mounted on Skeleton Sleeds,
allowing you o take a heavy cavalry unil. A regiment of five
or ten are exceptional as a heavy shock force,

The Undead also have Wraiths — dark shades of Necromancers
who have been consumed by their art. Wraiths cause lerror
and cannet be harmed be anything other than magical
weapons. Wraiths are really good at holding up infantry units
that have fow (il any) magical weapons.

Other potent combal troops are Mummies - they are amongst
the most powerful of the Undead. In fact you cenld take
Mummy Tomb Kings as Undesd beroes and place them in
your Undead units. All Mummies have a high toughness and
multiple wounds. You can give them double handed weapons
and they can slice their way through anything, whilst having
real staying power! Then there are the useful Carrion, whi can
Iy and cause fear! A unit of five are useful 1o have in your
bartleline. They can take oul enemy war machines and small
units of anchers, :

The Undead ‘do not have to advance through the coenstant
battering of cnemy war machines
without any reply. They can usc the
Screaming . Skull | catapull, . No
Undead army over a 1000 pointy
shoutd go into battle without one of
these fear-causing war machines.
When enemies are wounded by one,
they have to take an automatic Panic
test, which can make a mockery of
even high price, elite troops like
Chaos Warriors.

The Undead have loads of different
optiens and troops o choose from,
This means you can build the army
to fit your own personal fighting
style, Owver the page s an example of
Duke Harkon Redthirst's retinue,
expanded by an exira 1,000 points.
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This month we explain the bare bones (you can stop that right now! - Paul
Sawyer) of painting a regiment of Skeleton Warriors. The tips and technigues
used in this article are pretty straight forward, so, just like the ‘How to paint
Dark Eldar’ article previously, there’s no reason why you can’t
Jollow the steps detailed bere even if you've never painted a

Citadel miniature before.

We're showing you the steps needed to paint a single model
but we suggest you paint in batches of five or so models, as
by the time you bave completed a step on the fifth model,
the first will be dry and you can carry on to the next step
without baving to wait. This makes painting the
regiment much quicker, so you can field it in your
games, which is what it's really all about!

First construct your Skeleton Warrior using polystoyrene cement and
then stick it to its basc. We undercoated ours with white spray paint
{using spray paint is quicker, and vou can do several models at once,
hut you could paint on an even coat of Skull White as an alternative),
We chose to use 1 white undercoat because we are painting the model
bone coloured and you generally get a better result painting light
colours over while,

The: next thing is to assemble the shicld, although you
might want to leave the shield irself awached 1o the
spruc for the moment, as this will give you something
to hold it by while vou paint. This time we undercoated
with black, as it is the colour we are going to paint the
tlat of the shield and it helps to speed the process up.




Next we painted all the bone with an even coat of Bubonic Brown
though you can try using other shades of brown if you want. At rh15
peoint any leather items, like pouches or bele straps need to be painted
with Bestial Brown.

We also painted the weapon the Skeleton is carrying with Chaos Black,
readying it for the coat u:F Chainmail which we’ll apply at the next
slage.

Next we decided to paint the base with Goblin Green. If you are in a
hurry to get the unit finished and into battle, you can stick the shield
on now, as & unit of Skeleton Warriors painted like this will look finc
on the battlefield.

The blade of the weapon was painted with Chainmail. To emphasise
the shadows on the Skeleton we painted over all the bone areas (that
we painted Bubonic Brown) with Flesh Ink. You can vary the tone of
the shadows by thinning down the ink to suit vour own preference. We
wanted a dark tone for maximum contrast, so we added just a lide
water to the ink. As ink flows into all the model’s nooks and crannies,
it instantly creates shadows that help to show up the sculpted detail.
Inks take a litde longer to dey than paint, and you probahly find that
after you have finished your fifth Skeleton, the first one still isn't dry,
g0 now it's time o take another look at the shields. ..

The next step is to paint the shield rim with Beaten
Copper. Don't worry if you get paint on the flat of the
shield, you can always paint over it with Chaos Black

later. Next we painted the bone icon with Bestial Brown.

Once the ink is dry, vou can bring out the detail of the model with
Bleached Bone. Dip your paintbrush into the Bleached Bone then
lightly draw it over the surface of the madel, so only the raised areas
pick up the paint, leaving the Flesh Ink shadow in the recesses. We
then painted the blade of the weapon with thinned down Black Ink.

Finally we covered the top of the base with PVA glue, thinned with a
litle water (half and half is about right), and then dipped the whole
thing into modelling flock.

‘I finish off the shield, paint Bleached Bone onto the
bones, leaving Bestial Brown in the recesses. Then it
was time to glue it to the freshly painted Skeleton. At
this stage it is worth varnishing vour Skeleton Warriors
with Citadel Mao Varnish spray, as this will protect
them against the rigours of baide.

For a more detailed ;guide you could take o
look at Matt Parkes’ article on painting a
Skeleton regiment (see WD211).

If you bave a Games Workshopy store nearby,
you can ask the staff to show you any of these
steps - they are always happy io belp.




DEM BONES!
By Nick Davis ;
The new Skeleton Warrior and shield sprues

have started a wave of modelling and
conversions. We dispatched Nick Davis to find

out all about it...
Since the new plastic Skeleton sprue appeared here at the GW Studie. it

has been emploved in many different kinds of projects — from temain to
skeletal Tmperial soldiers! We have barely touched the swface of what
you can do with the Skeleton sprue here. It has hundreds of wses, Tike
psing the skolls o decorate bases or gluing tatered skeletons o banner
poles and trophy racks.

In fact skeletons have been an invaluable modelling ool since the hirth bt
of the Skeleton horde sprue all those vears ago. Just ook at all the

projects in which we have used the humble plastic skeleton. ..
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{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
a 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
Games Workshop 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 WORKHSHOP OPENING TIMES MON-TUES & FRI-SAT:
10AM TO 6PPM. WEDS-THURS: MIDDAY TO 8I'M. SUN: 10AM TO 4PM
Stores whose addresses are green are not open on Sundays, Stores in shopping centres may
ot adbere fo these opening times so ring the storve for defails.

Want to know wheve your nearest store is and what's going on there? fust drop in or give them a call.
Shops marked with a red céircle ® also bave a Games Workshop Gaming Club, Contact your local store
Jor details! For details of independent Gaming Clubs check ot the fatest Citade! Journal

UK STORES

Lze this list of Games Workshop storas
to find the noarest one to you.
ABERDEEN: Linil- 1, 3tvel Kirkgabe Tel: 41284 521 24

ALTRINCHAR: U 1, 17 Grafion Stoeat,

T, 0187 G230A56

AYA: 10 ﬁ!rEI"l e, Dalbtlair Arcade [uebing Fourslens
dapt. ghote). lal: 01232 B1C673

BASINGSTORE:! 2 Podlers 'Wal Wole Sireet

Tel: 1256 G506

BATH: 30 Uppar Barcugh Walls, Tel: $7285 314414
BEDFOQRD: 11 Graylfriary. Tie: $1234 27625
BELFAST: 704 Caslle Tourl ol bt of Tha
cantre). Ta. 01232 253584

EIRMINGHAHM:

116 Gorporaton Srest. Tak 0181 2367850
BLACKPOOL: E Riray Streat Tal: 01803 P52l
BOLTON; Uit 13, Tha Gate Cerer.

Tk 01204 262131

BOIRNEMOUTH: 22 Pasl Ofice R,

Tal: 01202 319282

BRADFURD: 5 B-oadway, Tal 01274 738353
BRENT GAQSS: Unit F3, _ower mall (near Farwicks),
Beerd Cross Sacpping Ceatre. Tel: DIE1 2024909
BREGHTOM;

T Nile Pavilars, Kile Steal Tel: 01273 203353

@ BRISTOL: 13 Broved Weir. Tol: 0117 9251535
BROMLEY: JUrit 6. Iha Mall, Brombay, Heat

Tal: 0161 450008

CAMBRIDGE: B Bridge Stract, Tel: 07225 2113350
CANTERBURY: 5 Irar Bar Lars,

Tal 227 452360

@ CARDIFF: 31 Migh Steel Tel: 01223 44547
CARLISLE: 2 Eans Late, Lowiner Sinaat

Tael: 01226 ARE1E

CHELMSFORD: Uit de Phase 1, The Meadoas
Shopeirg Centre, Chelmetzrd. Tal. (1243 460348
CHELTEMHAM: “5 Pitvile Straec, Tel: 012342 226418
CHESTER: |12 Foregabe Streat. Tal: 01244 3119567
GOLGHESTER: 2 Snoct Wyra Strast

Tl 07 206 TET TR

@ COVENTRY: Unit 23, U
Cathedral Lanas Shopping
Tah-01203 227401
CRAWLEY: 17 Broadway. Te: 012583 BS2072

@ CRIEBS CALSEWAY: Liil 120 {rizxd b KES?,
vaper-ievgl, Tha Mal at Crioks Causesay, Bnsho’.

Tef: 0917 592528

CROYDON: Urit 35, Qrurynons Santre (outsica & b
kane of 1ha conire), Kealay Foad, Tal D1E] B304500
@ DERBY: 42 Sader Gaa. & 01332 377657
DONGASTER: Uik 10, Tha Colonnades.

Ted 7302 380535

DLUCLEY; Linit 36, Mermy HII GEnitng, Biedy Hil,
Dudery. Ted. 01534 481818

DUNCEE: 110 Carrdrciy Slreed. Tid: 21362 202302
EALING: 520 51 Savioars Mal [lowards back ol De
carcel, EEIrg Broadway Gane. Tel: 3181 8400177
EAGTBOUIRME: *3 lamiitg Roac, Tel 37385 641423
EAST KILBRIDE: £ Righaad Gaiz

tal lha back of M&S] Tek 07055 222600
EMNEURGH: ~36 gl Siraed. Tel: 0731 2208520
ENFIELD: &35 Carolir Fioad. Tel 0781 JEXIZIR
EXETER: 37 Princess Hay. Tal 01392 2503035

@ GLASGOW: £ Cuie Slrest Tal: D141 2283762

T Lanel,
g

| @ MANCHESTER: &

GLOUCESTER: 35 Clarence Strest.

B 458 SiL033
@ GUILDFORD; 12 Tunsgate
Tel: 07 £E5 431733
@ HAMMERSMITH: 121 King Srace,
Tal* DB gat04:
HARROGATE: 29 Boulah Sirect.
Ta 01423 564370
HARROYY: 2B6 Stalian Reas. Tel: 4741.861.2350
HEMEL HEMP3TEAD: 16 Eriaga 31
Tel: G442 224752
HiGH WYCOMBE: Unit 28, Tha Baleony,
Thi Oivtagen Candre, Ted: 014004 531484
HULL: 20 Pearagon Soal. Tel: S1462 SAG575
IPEWACH:2rd Floor, Debanhams, Wateroo Housa,
Tai-Did7r3-210031
KEMSMGTOM: Sroo 7, Lence: Sauars,
Kansirglon Chih Streal, Tal 007 #377011
B KINGSTON ON THAMES:
35 File Fioad. Tel: 3731 5485224
LEABINGTOM: 22 Pak Sireal. Tal 0182E 455771
LEEDS: *12-1E Lenfral Aoad, Tel: 0113 2420E34
LEEDS (WHITE ROSE CENTRE) Link 230 [near
Dchornams), YWhile Foss Tertna, Laeds,
T £ 2723470
LEICESTER: 1623 Sivar Stsel. Tal: 0116 3500510
B LINCOLN: Uni) Sloa, Sallegate ion oalsioe of
wanarzda Celrs), Te: 01523 54807
LIVERPCMIL: 4 forz Shoad: Tal-01a
B LONDON {CENTRALY: Lait =12,
Tha Plaza SFozping Cenlre, et fzorn176-128 Cxlard
Seoant Tel 91714 300833
LOLGHBGRMIGH: &2 Buagir Streal,
Tel: D1508 2381407
LUTOM: =2 Pars Slral, Tel: 01502 417474
MAIDEMNHEAD: 2 Bleicy Favss,
35 Hing Strest Tel 01626 631854
MAIDSTOME:
Lirit &, 1% Pudding Lane. el DOB2E 477430
73 Marsden Cour: (ower [§ve
rear Argosl. Atdale Cartra, Tel. 0161 8343671
MEADWHALL CENTRE SHEFFIELD:
#1H High Streal, Upze: M [nast 1o erirarcs rasr
Boalsh. 7ol 0174 259055
METRAOCENTRE NEWCASTLE:
dnt B4, Frel Sloor inees the Mediierraraan Vitage.
Ted D181 4461 0380
MIDLESBRMIGH: 20 Dungas Streat,
Tid: {1842 254097
MILTON KEYMES: Jnit & Wesl Crd Exfarsion, S04
Slipury Sousand, Millen Kayrae Snopeirg Cerdra (on
avisdn of arsm roar MESE). Tal: 07958 saidry
HEWCASTLE: #2 (Tavinn Simat, Tok: $1972 200218
HEWPORAT: 25 Sanier Slreet. Te! 01633 2EA205
NORTHAMPTON: &7 The Frizry, Upper Levs! {oaar
Sanshurgs), Groswanor Tanbe. Tek 01804 938657
NORWECH: 1214 Exchangs Stest Tal 01605 767656
L ] NCI'ITINGI'M.M (CEMTRALY: 3a riar Lara,

1 2681404

: Tul: 0115 8400551

- Tl

B NOTTINGHAM {HOJ: Gamses Workshan 0, Wilkaw
Roac, Lartar, -Nattirgham (naar Cartea T studics).
18 A7 Gt
L ] DXFORD: 15 Mew 'ar. Hall Sirans
aiz U468 2z 182
PETERBOROLIGH:
E Wenwarlt Strect T 0732 300052
PLYMOUTH: a4 Comieal Stresel. Tel: 31762 254727
POOLE: Jnit 12 Towrgale Cenlre,
High Swast 18l 0120E EBSE34
@ PORTSWOUTH: 54 Arurde’ Stresd.
T [ 705 ATE26E
PRESTON: 15 Wihar Axcade Tel: 01772 821355

| High Surest Fel:

READRNG: Lnit 3, Chaapsida, Tel: 01168536523
FICHMOMD: Linit &, Westminster Hiouse,

K Rnad, Tt 0141 §436122

ROMPORD: 12 Chadrerd Arcada, Tel: 0 TO8 742140
ST ALBANS: & Herwapa Clzga,

GITET HE1143

SALISBURY: 17 Winckesier Strocs. Tel: S1720 3304365
SHEFFIELD: 15 Filewiliar Gale Tel: 3174 2780114
SHREWSEBLURY: 2 Briaga Straet. Tel: $1743 352007
SLOUGH: 100 Hion Steat: Tal: 00753 575675
SOLIHLLL: G20 Warwick Road, Te- 0121 70E7RST
SOUTHAMPTOMN: 23 Eact Sireal.

Tt 0170 351562

SOUTHEMD: 12 Sagthahursk Faoad.

Tel: 21702 481251

SOUTHRORT: Linlt K2, Metie Flaca Shoaping Cenlre.
Tal: G174 801255

STAIMES: 530 Elmalaigh Cantra (g back of MESL
Tad: 01784 480675

STIRLING: 14 BeToor Sireed Tal: 01 TA6 448263
STOCKPORT: &2 Marsay Squara, Tal 0161 2741427
STOKE ON TRENT: 27 Slura Slrasl, Hanley.
Tel 017E2 205267

SUNDERLAND; 255 York Siree, fjust off tha nigh
strect rear ME&S] Toi: 0181 5473045

SUTTOM: Unit 26, Uaper Mal

liTas Squana Su'lﬂ:l:ll"lgl Cartw. Teo D181 7709452
EWAMNSEA: <8 Prinzass Way, Tal: 07 72 462080
SWIMDDON: 17 Fewed Sin Tel: 01733 43E00E

@ THURAOCK LAKESIDE: Licil 413, Lewal S Facd
Caprt, Towrock Liseside. Tal-01 A8 267232
TORAGAY: 2 Mackel Slrec. Tis: 01803 201 058,
TRAFFORD: Unit H3, Tre Trafard Carta,

Traffard Pars, Manzsster

TRURACS: drii 1, Bricoge hause, Mew Bridge Stanl
Ted: (1872 320047

TUNBRIDGE WELLS: 44 Camden Roaz,

Tl 47858 RARTE].

WALSALL: Old Square Shauprg Sentee.

lal: 01922 725207

WARRINGTON: Unk 20, Tme Sguare [aear Cury's)
Tal: 01625 551084

@ WATFORD: Un: 14, Harkuin Cenlre,
Casaens Aoern, Tel: 31823 244384

WINCHESTER: 8 31 Geages Slreel.

Tel; 31962 85 0183

WIkKING: Lrik 3 Cooarg Sourl, Tal: 1483 571675
WOLVERHARPTOM:

unt B8, Mencar Carire Tal: 01602 37046E.
WORCESTER: 4 Charlas Streat Tal: §1905 616707
YORK: 102 Londal, Tel: 47004 120014

IRELAND

BLAMNCHARDESTOWN: Un™ 243, The Blanshardsiawn
Ciantrg (1earika yalow ankenca), Go Oubln,

Tal 07 422 3R

DUBLIN: Jnx 3, Lowar Lilley Streed, Cutlin 1 Inedard.
la- 0 BrEam]

DENMARK

COPENHAGEN: FREDERIKSEBORGAADE 5,
Tal; s 23 §2°22 17

NETHERLANDS

ROTTERDRAM: VAN OLIENBAAMEVELL FLAATS 442
e e 102 BI0 260

QPEN 3
SOCN! ¢

There are Games Workshop storves all over the warld. Telepbone Mall € Jrdder on 0115 91 40000 for delails,
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STORE EVENTS _STORE mms. 's.'mmz EVEN

These are just a selectmn of the excltrng events hemg run in our stures
Taking part in these events is easy - simply give the store a call for more details.
Don't forget aII our stures run events 1ust like these sn gwe yﬂur local store a call.

S P B e e
| BFLFM’I‘- l..l* ICESTE R| 'l)‘(lNCA_S’l‘El{--_

| BEAST CRUSADE STORMING OF &  NILILLIGITIMO
| o setomban. MAISONTALL | CARBORUNDUM
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e
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..§ = (Zﬁth $Eph‘-.'rnber} e 1 {17th—18th August}.. i thie shista
el i am : (e oy Sl o [ s o S B S o g B

HULL Bll] NT (‘ll()SS N()l{WI(‘ll
| TIDES OF CHAOS '

Gl | (7th & 181 Dctnber} Q . ; I‘N]' l,]JALA
| Warhammer 40,000

SRR e

o
g BRENT CAOSS Tol GIBT 2024876 :
| | NORWICH Tel: D1803 757656

PlLAZA, LONDOM {CENTRAL) Tok:
017 14 3808499 _

OCTOBER
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Not

S ariad

tingham

31ST OCTOBER & Ao -
1 ST Nov EMBEH 1 998 From the Market Sguare in the centre of Nottingham
head towards Friar Lane and Games Workshop is 200
d the right (if : Igns ft |
DOORS OPEN Notimgham Casta I the Market Squars: oflow them |
as Games Workshop is on this route).
@ﬁ M ﬁﬁ?ﬂ RDAY For more information, call the store on: ' :
& 10AM SUNDAY ki i /
B ’ :;
Liverpool __
47 Lord Street :
From the bus station head up South John Street, ,‘

Turning right inte Lord Street. Games Workshop is
clearly visible on the other side of Lord street, a
few hundred yards down.

For more informalion, call the stfore on:

0151 2581404

Truro
Unit 1, 2 Bridge House,
New Bridge Street

Fram Trurg Cathedral head straight up Bridge
Street and turn right into St Clement Street.
Continue past the car park on your right and turn
right inte New Bridge Street.

For more information, call the store on:
01872 320047 et

| ST-FD0sod pras g

296 Station Road oo
From Harrow-on-the-Hill Railway Station, head
down Station Approach, turning left ints Station
Road. Carry on up Station Boad and Games
Workshop is.a few hundred yards up on the right.

For more information, call the store on: | .
0181 861 2350 | . J

o — o= i - WEARE—



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

r-_lﬁ--'*“-ﬂl-il-i-----—-—-ﬂ

EPIC 40,000 or

£1 WARHAMMER
. Redpemabia at Games,

Vilorksncps Harrow,

F Buy three blister

& packs and get
1 the one with the

lowest price

; Liverpoal,; Nottingham
! and Troro on 31 O _er_
B Ast Mowamisar 14

DLY 5E WLEMLHER BER u?w T
TS HEED TR ALY 2

BLOOD BOWL,
GORKAMORKA or
WAHH&M&#EB
40,000 GAME
Redleemalie o Tames

Werkshops Harrow,
Liverpooi, Nottingiram
and Truro cn 31=1 Oelobar
& 1=t Nﬂl.-eml‘_ia'j 1‘393

JEHTR BT e T
ARIESFILT
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WARHABIIER
AR Y BOOKS,
WARHAMMER 40,000

BOOK er
MECROMUNDA DOOK

Eedecmable al Games

Hﬂ -err.uram-'w-

Wiarkznops Harraw,
Liverpaal, Moftingharm
and Truroon 31a0 Goloher
A Ll Nwmber *993
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Look out for
more armies

from our

stores over
the next few

months.

STUART MCCORQUODALE'’S

BEASTMAN ARMY

Stuart MeCorquodale decided to colleet his
Beastman army because of one model, the
enormons Minotaur Lord! “Beastmen troops are
so big and brutal that there’s nothing better than
to hack, slay and rend your foes in a mindless,
barbaric frenzy of blood lust)™

Stuart’s Beastman army took four to five months
to paint from beginning to end. That’s not bad
considering its size and the hirh standard of
painting involved. Stuart took great care at cvery

stage to make sure his army was painted in just the
style he wanted, and this hegan with his choice of
undercoat. Most of the models were undercoated
Chaos Black except for the Gors, who were
undercoated with Bestial Brown. He used the black
and the brown as base colours for all the fur. The skin
colour on the models was made by adding Codex
Grey to Bestial Brown. After painting this mix onto
the skin he then added a small amount of white to
this grey-brown colour. Instead of painting the new
colour onto the model, he carelully drybrushed it on,

m:’fﬁ:ﬁﬂl

A



P The Chaos Hounds fn Stworts
army Gre probahly his fovourite
maodels and Re's por twe large
repiments of them, The hownds are o
mix of old and new models with a
tot af conversions, like the hound
with the clmey from g Zoarihrope.
One model Ae couwldnT resist wsing
W the Sevia miniature, which firy
in really well with the vesi of the
reEImend,

adding more and more . white until he was
drybrushing on pure Skull White. The bases
themselves arc quite unusually finished, Sand. is
glued to the top of the base as usual, then they are
painted all over with Shadow Grey, then drybrushed
with Space Wolf Grey and Skull White, Finally they
have Flesh Wash painted on.

“My Favourile miniatures include all the awesome
character madels: the Minotaur Lord (hecause of his
big, nasty tusks), Gorthor and Khazrak the One Eye
{he's massive), To finish the army off T’'m painting
four more Minotaurs, another unit of Grors, a unit of
Harpics and one more chariot! That'll keep me going
for a while, making the army a whopping 4,000
points.

So far I've fought ten games and only lost one, which
was my [irst against the vlira-speaky Dark Elves,
who speni the game skulking around, avoiding my
troops (sownds just like Dark Elves to me — Paul
Sawyer)! [ usually fight my hattles at the Wednesday
night Games Clab, run jointly by the Newport and
Cardift stores.” '

& Another featire of Stuares paint scheme is the use af
way paing on the Cagors, Winrpaind (7 great 1o paint onio
models using whatever colowr vou fike; fust peaint on
simple, flar colowrs, War paing wrifies all the different
models g regiment, S

ARMY OF THE MONTH « STORE ARMY OF THE MONTH + STORE ARMY
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: WITNESS THE GALAXY-
SPANNING HORRORS OF THE...

passwort actepled ... INFERNO! Issuec 8 Out Now ~ £5.00
.4..!..5..:f:,'.,l,-ni{_'.ﬁrji'r!g St This newdook issuc of Inferna! 15 absolutely packed full of exciting short
) ¢ cronos llustraions, comic stips and cutaway diagrams. This issue kicks off
AT with a smashisg cover of Escher Gangor = Yolandda by Kart Kopinshi. There B
; docryption kew vaild is anether e of Commissar Gaund and bis brave Impesal Guardsmon, from i
e 1 Ban Abnetr, as well is stories by Simon Jowert and Jonathan Cucean, Al
3 - EEE o T3 - £ i 2K p S 5 i B
m.:m____;_-.j this plus another action-packed instalment of Odvions Tictics, inchuding an
o fncredible apecil feature from Divicd Pugl on the orbitl assault boing
o mounted on the planer ol Ohiddion: all this and much more besides, . r
bt COMPLETE oot inted on the planet o ‘ it this wnd mug ore heside _‘J e
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Of all the sceparios: you can fight, Skirmish is the
simplest encounter berween two rival warbands, It is a
head-on clash, where both groups try o odefeat their
rivals dircetly by combai, There are of course many other
enicouniers which can occur in the darck allevs of
Mordheim! Street Fight and Hidden Treasure are just
two of the many T am cumently working on: 1 bave
writlen rules for raids, brealkthroughs and many others
which we'll be publishing over the coming months.. If
vou have scenario ideas of your own, why don't you ler
e know? I'm always looking out for new ideas.

¥

Deploymzent mafp for the Skivmish end Hidden
Treastre scenarios, Set up whalever lervdin you
Betve bowever you fike within this area,

By Tuomas Pirinen

“K elcome once again to the grim streets of the City of the

Damned! During the last few months we bave detailed rules
for special weapons and equipment and told you bow to build
warbands. This month we present three Mordbeim scenarios,
namely Skirmish, Street Fight and Hidden Treasure. ..

Before playing these scenarios, my final picce of advice
is use a lot of terrain! Warhammer cardbourd buildings
suit these scenarios fine — any ruined buildings you have
will create the right terrain for the battle, and give the
players interesting tactical options, Such scenery also
suits the atmosphere and Background of Mordheim
perfectly, Flappy ganming!

SCENARICY 1: SKIRMISH

In the wastness of Mordbeim there is always sk of
running inte a rival warband., While sometimes . two
groups pass each other without hoseilities, more often
than not a vicious battle breaks oul amongst the ruins. If
a warhand can drive its rivals away, it will have a larger
area in which to search for Wyrdstone,

TERRAIN

Fach plaver rakes it in marn to place a picce of terrgin,
cither a ruined building, a tower, or another major plece
of terrain. Tt is suggested that the terrain is set up within
an area roughly 4'x 4.

WARBANDS

Each plaver rolls a 6. Whoever rolls the lowest chooses
which mable edge he wishes to set up on, and places all
his warriors within 8" of that edpe. His opponent then
sels up on the opposite side.

STARTING THE GAME
Both playvers roll a G, The highest scoring player takes
the fiest turn,

ENTMMNG THE GAME

When one of the warbands has lost hall of {is models it
routs, and the game ends. The routing warband loses
and the other warband wins,




| WARHAMMER|

2: THE STREET FIGHT

Yo have come o a street with only one way out - and
thar is the ather end of the streee. Unfortunately therve is
another warband coming the other way, Your only
option 5 10 fight vour way through,

TERRAIN

Ser up all the buildings you've gotr into a single sireet,
with no gaps along the side, Behind the buildings are
impassible ruins and pits of foulness. The only way out
is along the sireet. The street may be as winding as you
like: and should not be oo narrow 1o fight in, but can
have narrow bottlenecks at some poinds. The playing
arca should be abour 44"

DEPLOYMENT

Rodl a dice o see which warband deploys first. The
warhands are deploved at either end of the street, within
8" of their own 1able cdge,

SPECIAL RULES

Meither warband can backtrack down the street 1o legve
vig their own edge because their way out lics in the
other direction.

STARTING THE GAME
Rl @ dice to sec who has the first o,

ENDING THE GAME

When one of the warbands manages 1o exit all its models
iwhich have not fallen casualty) from the street via the
opposing edge, the game ends and chat plaver s
VICTOTIOS,

Deployment map for Hee Street Fight sceneario,

SCENARIO 3: HIDDEN TREASURE

There is i rumour that one of the ruined buildings has o
cellar filled with areasure undecncath it Two  rival
wiurbands have heard abowr the cellar and are now
searching the arca, Who knows what forgonen treasures
may lay waiting to be found?

TERRAIN

Each playver takes it in turn w place a picce of terrain,
either a ruined building, a tower, or another major picee
of terrain. Tt is sugeested that the terrain is set up within
an arca coughly 4'x 4.

DEPLOYMENT

Boll a dice 1o see which warband deploys ficst. The
warbands are deployed within 8" of their own table
edpe.

SPECIAL RULES

All the: Tleroes in both warbands know roughly what
they are looking for and must inspect the buildings to
fined the secret passage to the cellar. Fach time a Hero
enters a new building roll 206, On a score of 12 he has
found the treasure. Add +1 10 the dice roll for cach
building you have searched before. A Tera may not
scarch buildings in his own deployment zone. After
finding the treasure, the Hero must then take i to safery
via his own Lgble edge, It he is pur out of action, place a
counter {2 good counter 1o use is one of the Warpstone
counters from Warhammer Magic) in the spot where he
fell. Any warrior may pick it up by moving into base
conact with the counter.

STARTING THE GAME
Roll a dice to see who has the first ourm.
ENDING THE GAME

When one of the Heroes gets the measure to safely, the

game cnds.
-
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Aailbox

L This feaiure Is yours — all yowrs! IU's your chance to bave your

@i say on the topics that you are passionate about - be they
gaming, painting, otber gamers, White Dwarf or Games

Y Workshop’'s games. All you bave to do is drop us a line ait the
address at the bottom of the page...

When von receive mail from Wampion Court
Palace, Hampion Court Read, London, yvou koow
it’s going to be a bit out of the ordinary...

[ oacrite this letter concersing vour Fditon Mr Paul
Sarever, who, in the pages of your ballowed magazine,
i freguently reforved to as Fot Bloke’ am sure some
of yener resders may find . this nickname  sHahtly
awising, bawever T wself m affended, Being the
“original and best Fal Hoke’ Enpland hes ever nown
I am affended that such a sylph-like figure as My
Saroper could Be even remotely considered to be a Fat
Bloke' Perbaps o more appropeicle name would be
‘Tcompetent Bloke’ considering the spelling ervvors
that were to be seen in WDZ22 namely the misspelling
of the word Sitege’ F' before e’ excepi affer ‘¢’ Mr
Saicyert

Yarrs Sincorely,
King Henry VIIT

Ab-ha. Take it easy mate = it’s not something ['m
roing to lese my head over — Pawl.

Dave Cain’s “Spirit of the Game' acticle in WD221
stirred up guite a bit of emotion on both: sides of
the argument. Tuomas Libdeoja  often attends
tournamencs. This is his story...

Win! Win! Win! Alroays it

Fately theve's been a lot of talk about the Spivit of the
Creriree, abowt why not to fleld the mios! devastating
mdpie e combingtions possthle and afiout using
bowse rules end special scenarios. All this is very
important o5 1 believe thal very few people woneld
trgtnl to play the same battles on the same table over
and over again. However, there's more. .

Combetitive play! Nofbing stivs v peciles’ spivits like
Sflghting for g prize - be i the proverbial maiden’s kiss
ar a couple of vowchers for the local games store, The
sreed fo win s fmprinled fnto e Bromn genes, so b
showdd warpamers be any different?

Much af the fascination of towrnanent play comes
from the difemmma of choosing the most powerfid, yed
versatile fovee Yop can possibly pet for your points —
and for your money. Af bome you probably Baow wheat
dou're going to foce and bow fo deal with it bul in
fournaments you'lf probably face plavers you've neter
seer before. If vou cannot et go of Your wsual factics
and wrethods, vou will probably fose - adapiability
el cppick thinking are the Beys to victory

Tournanients qlso. pose G gpportanity o orédbe,
within the towrenend itaiions, the most borrific,

Eiller aroies seen under the sun. This alone is quite a
Iot of fun. Many a night bas seen plavers talldng about
Bow THIS ARMY il decimate aayvtbing in ity path,

arly o see i beaten Fy something  cowpilelely
anexpected the following day.

Toprnaeent rales oflen require yvour do score o ol of
pofitts, not just win the games, to rank bigh in the end

This favours fast attack armwtics because you seed g fot
of fTrepomees 1o e owl an ariry Bt four Beis, O e
ather band, if the enenty goes first you st be albie to
withstand the  first rvownd withont  too sy
Ceisuedifes.

While army choice plays an fmportant role in
Werrfiarrzer, Bhe skill Cored Trock!) oo pise 1F i mof o be
forgatten, During the loter rounds of a towrnament
you'll meet gamers who are at least o5 good as you dre
aned wiho Bave ab feast s mayed-ond grmies o pou
braie. Flere the game evolves into a veal test of skill and
wits fand fuck) - vow either beat the opposing peneral
ar fecre for the next e you Cross swords.

O tap of bashing peoples’ armies, tOMFRAMENTS are
the ideal places to maet new people, sometimes ﬁ'cmi
other conmiries, with o similar addiction to e men
wade of plastic and netal, Tournaments are also a
convendent  and  very wnforgiving  deadline for
Sircishing armies, For me {'s the anly thay to get a real
army patnted, otherwize I end wp painting the cool
characters and vebicles, nop the regiments and
sefuctely,

Nefther Warbammier nor $0K was (8 bope!) really
dusipned for touwrnarment play, which &5 tmportanl fo
keefr in mirgd. Large prizes, say fundreds of pouwnds,
wauld probably produce a tense atmosphere with a lot
of westy rules avgmends, Flexible games rules with &
fol of rooes for inferprelalion are siiahly aot suitalile
Jor gaming for money. Warbamnier is aot a biy money
sporr, it's  fun between  consenting  adults or
VORESEETS.

If the dangers ave avoilded, tonrraments are one of the
bist werys to get e vigour inlo the bobby, New ideas
can be gatbered from other participanits, new friends
made and new grudges (to be settled next time)
geithered,

See you soon fal he next 40K Grand Touenament),

Recwrias

Well, did any of this month’s letters stir you to
rveply, ar have you ot a new point o raisef
‘Send your letter to:

‘Mailbox’, White Dwarf, Games Workshop Led,

Willow Road, Lenton, Nottiogham, NG7 ZWS

T




CHANGING FORTS

By Nick Davis
Fortresses by Owen Branham and Mark Jones

After touring the fortresses of the Warhammer world in WD225, Nick Davis
discusses the finer points of Warhammer Fortress exterior decorating, using
the new metal architecture extras released this month.

IT'S YOUR FORTRESS!

The fabulous Warhammer Fortress plastic Kit provides a wealth
of epportunitics for small medelling projects. Maybe vou feel
i’s just a tittle e sturdy looking for an O forl, or pethaps i°s
not spiky enough to be a Chaos lord’s forress. Afer all, you
want your fortress Lo fit the character of vour army, don’t you?

This . month. Mail Oeder releases loads of eatra metal
architecture bits which were originally made for our OW
Modelmakers, Owen Branham and Mark Jones. These extra bics
are onfy avaitable from Mail Order, so give them a Iing.

i s = L

A Chas Warbanad arsondts an Empine Coatle,

These metsl extras are porfect for adding a littfe more character
to vour fortress (arrow slits, new doors, wooden shullers, elc).
Cwen and Mark have heen busy using these metal pieces, as
well as other scraps of modelling material, to customise the
Warhammer Fortress for other Taces,

Crver the next few pages you will see several styles of castle,
using the Warbammer Foriress model as 2 template o build on.
The conversions are really simple and use essy o gel hold of
materials, such as thick card, plastic shields and halsa wond. We
hope ‘it inspires vou to have a po at adding 1o your own
Warhamemer Fortress,




EMPIRE CASTLES

Castles of the Empire are renowned for their square towers and solid, no-
nonsense architecture. Often the castles are built on the foundations of an
ancient Dwarf stronghold and many are situated on clifftops or by the banks of
one of the mighty rivers that run through the Empire. Indeed, the entire city of
Middenheim is encircled in a huge fortress, built on top of a sheersided
pinnacle of rock, with the only access by viaducts and chair lifts. The Empire
also maintains several smaller fortresses and watchtowers, dotted along its
borders, coasts and the entrances to passes through the mountains.

This i the gatehowse from the Warhammer Fortress boxed
set, To give & more character we lave added Empive
shieledy fo the wall, The héraldic device
above the gare is clipped from the top
af an EDmpive banner pole. For the
decoraiion an the gale we cut o sfield
boss fm e and. glued each half o the
doere. The gargovies on the vide of the
gateliouse, whick are sed by the
defenders to powr off onto besigaees,
are the feads e from an ofd Citadel
monster (the Clradel Chimeral.

The Empive, like most vaces, buildy iy castles from
aveilable materials, so we painted ouwr castle as i i
fured Beer built ol of sendvione, We sterted with o
base coatof Bestial Brows spray poind, followed by
drvbrushing on  Bubonic Brown and o final
hightight of Bleached Bone,

The wall Zection wises the rew metil extfray, We have
aidcled arvow slits, and ro protect the archers on the
wall, we have glwed shuiters in-between the
crenefiations in the batflemenis (theve wooden
shieldy protect the archer as he leans over the
parapes i sfool). For more detall we hove glued
dooes oito the back of il the walls — after all, the
soldiers must fove some way T move between the
watlls and the inside of the fort,

The Muriamen of Miragliano defend un Empire castie against Chaos Marandees,




Ce af the main features of Empive
Castles gre secrel possogeways and
seilly prearts, whicl the besieged army
ige oo mount swrprise  artacks,
burnlg enginey  gnd
sealiering (e enery oo,

slepe

A gally porr has been buile fnre this

wirll wsiny cne of the plastic deoors
S ihe boxed set. Fivst the shape of
the door vas ot out of the wall, Then
ife elooy way glaed o place. The
gaps grousd the edee are filled n
wirtt mesddelling pofiy,

Other distinpuivhing fearwres of Empive costles are theiv

sepeiare ey oo lorge ke,

The keep above (5 still an angoing project and has been made
S severad iower sections, For added sturdiness the beep fas
been moiriled on fordbocrd. The meded was then pofnted wirk
textuved paint (masanry paint does the same irick] fo Il in any
giaps, The platiorm will lead up o the door and form the basis
af @ baleany that will run croand the keep, connecting cll the
doars, It iy made our of srrips of halsa wood,

Afrove pight: After we added arrow slits o the ouiside wall and
a fushiongble picture window o the Invide wall, our castle
fowers wiere thea pointed the same wer qv fhe vwalls,

Right: As well a5 casiles, the Empire also emplovs defensive
wilchiewery, These fortificarions are dored around the
Empive on the bovders, cowsts and in wilderness areas, A
watcfirower 5 job iy to disparch viders with warning messapes
ar gl werning beacons o signal the arcival af fmvaders,
wihiile frs garrison feies to stave off the eneny altack wndil help
arrives, The doory i such fowers are noemally buile halfivay
s e fover wall and can be gocessed By oowooden adder or

steps that lead onta g balcony.

I a tovwer iy besieged, the caplain will o the lodder, forcing
fhe aitacker o destrov the rower and lose valuable time o
sefler constant wiecks v iy Qonks from ity gorcison. Theve
rowers v qof QF Siaging posis for Empive qgimies on
campiaigns and mony of e preatest Empive castles fove
grenen from the simple origing of o walcldower

PEaE - -
i r.é;fjw.:.




CHAOS FORTRESSES

The castles of Chaos warlords often defy the laws of nature and
sanity. Their castle walls arc decorated with leering daemonic faces
and are covered in baroque and grotesque carvings, glorifying the
Chaos god that the inhabitants worship. The walls arc often made
from black stone, or even bronze or iron. Protected by his walls the
Chaos warlord broods, plotting his conguest of the Old World.

This ix one of the wall secrions from our
Chans forfress, We have added o
Jegrved, metal steig G the bnderside
of the bardlemments, which we made
ol of thick cand. The ecira spiky
crenellations are also made ain af
thick card, cut to shope, The siwdl
aned crosshanes are plasiic shield
bogses frem the Skeleton Warrioes
Warfommer Regiment

To finisk off, we added rivets fo the
card - spikes, ar iz pives them a
freavien  melel ook The rivety ore
fade from thin slives of rown,
plastic dowel favailable at any gond
merded shap), mlued into position,

The model was then spraved blaek, and piven
a lght divbrush of Fortress Grey, The spikes and shield bosses were padnted o mix of colours for a
weethered fronge ook foheck owl e “Painting Bronze ' rip below).

PAINTING BRONZE
I, Spriy or paint the
are o Be bronzed ]
with black, When the

urclerooat iy d-":l'..
pernd - the area w."J:P;J
Jade Cireen. 5

§

L 2 T give the bronze
a weathered ook,
drvbrush the  area
- wath Tin iz,

3 Mo finesh off rhe |
Brapze ook, a final
drvbrush of Shizing |
Crended i5 applied fo the 5
Entire area.




Towers have a large emply seciion aof
wel! on each side. Adding little derails
fike areow slili [vee for right) helps to break
up this surface. The fupe Chaes star exlra is
perfect for this. It also proclaims the
wiarlord v davally o ihe Thaos gods.

The skull and crosshanes on the ramparts
are apaim plaste shield bosser from the
Skeleton Warrinrs Werkammer Regiment
glued into position. You cowld alve add siofls
ter the rampearts, faree spikes oF even whole
skeletons, swinging from gibbety — gl these
will give the casile a mare Joreboding look,

O o second fower we fave ured twe of the
lavge dagmonic head plaguer, We have made
these fnso buwttresses (large supporis Fuill o
give wally and fowers edditional sirengihi
afthoupl the plagues would look equallv good plied

flat onto the wall, First we cuf four pieces of thick card it
ripht-angle trigngles, making sure the fong edges are the same
length as the plagues,

We ther glued the triangles to the well and left them o drv, The
Plogues were then glwed o the riangles 1o complete the
Butirasies.

O course this s merely what we have chosen for our Chaos
Forrress. For youe Chaos foriress the possibililies are enelfess,
Yiona can add extra spikes, sialls and sven dagmon Reads and
arms looming awl of the wally, The Realm of Chaos does not
fold 1o the phosical laws of wature, so the only {mit is your
ol wierped- imaginarion

OTHER FORTS

Every race in the Warhammer world builds fortresses for protection, from crudely
patched up Orc castles to stout Dwarf fortresses.

Dwarfs place a preat
belief in defence, They
Buedid fuage strongholds in
their mountain domains.
many. of  which  have
endured for cenfuries. In
focr many human castles
core hutlt an the remants
af el Bwaef fores,

Chur Dhoarf wall is Baile
out af stone from oan fren-rich mowntain, The wadercoal is
Scarched Brovwn, followed by a divbrush of Davk Flesh for g
highlipht. We alvo added aveow sl to the walls so the Dvwarfy
can bring mare o
crossbews - poe Bear o
their attackers.,

S the Dwearfy con move
from the casile wally to
the  dmside of  their
stronghold,  we figve
glwed the Dwarf doar
anta e back of qll the
walls,

Orcs . use . abandoned

cosiles for their fortresses foften after they have Lilled the
ACCHRARIS) S they usually parch up the struecture, using broken
timbers or favee boulders fill the breqches in the walls, You
cart. i veue wish, chap lorge. chunks off your Warhamerer
Farmress and replace these dreas with balse woed potches, Or
o cet glue seraps of balse waed divectly onto the wall in a
Rap-fazard fashion and adid iarpe spikes to taste, We bave built

tctics, and above all have fun!

aur wall ®o i fis in owith ewr seraloh-Badlt Ore fort, which we

Featured in W 225,

Kesp an eye owt for more arficles on stege modelling and

i Sy
FEmpire soddiers siovm an Ore Fertres,




Fﬂ-rge World is an entirely new venture for Games
Workshop. It aims to create loads of groovy bits and
Dieces for the GW games systems as well as producing collectable,
large-scale sculptures. Forge World is beaded by Paul Robins, the
man who twice lifted the Golden Demon Slayer Sword. Read on and
we’ll tell you about all the goodies due to come from Forge World over
the coming months...

Returning [rom an overseas trip, one bleak April instance). John, being the
marning, GW's manufacnuring supremo, Steve Godber clever chap he is s that
and Sales Director John Stallard summoned Paul Robins enaugh sucking ufr now, Mr
to their collective lair. Unsure of his fate, Paul duly Stalfard?® — ever your humble
obeyed and sai pensively while the pair explained their servdnl, Faud Sawyer), took
cunmning plan... carcful note of this and he
started o put his plans ino

And so Forge World was born. John has had many action. This is  where Paul
conversations in the past from enthusfastic Games Robins comes i,
Workshop fans who have consistently asked when we

WETE going Lo

produce large scale
midels (like a 120mm
Space  Marine, for

Ork
Warboss

Simon Egan

Maost of vou will have seen our formidahle
Warhammer 40,000 scale Thunderhawlk
Gunships, 4 project co-orvdinated by Mr
Robins himsclf. This has been such an
outstanding success that there really was
only one man for the job of producing large
scale models.

S0 ol he went, scouring. the country for
talented  scalpeors, capable of the high

Warhammer Earthwork



New Goiden Demon

Standimg ar over 200mim tail, this sculoturs
L il be the new Golden Demen trophy
Sculpted by Craig Davidsan, the enly way
to get yvour-hands on oneg of hese is fo be
one of the talented winners at the Golden
Domon gwards ~ so get painting!

Orc Warlord

Sitting astiide his manstrous warboar;
this mrenacing O Warlond really is a
spectaciiar moael. The e Rimseil
/2 over 120mm i3l 50 Yol can
irmagine how big this plecs will ba
whean ft's complelel

m.l.n.l.ilun:- vou know and lovel

Well, thar's how icall came

: wl paming :
the things in the pipeline:

srerideter Grreghd Kariphi on fool,

foor tse todth the Warbamaner Fortre

'BAHBED'_wiRL'E_

L The first Forge Waond project to sae -
the hght of day is these funky new;
| glched-brags barbed wirg sheots,
which are avaiiatie far £5 par sheet
I (Mait Order orly).

= Each brass shoa! will give you three
- 8% sactions of barbed wire and gz
You ean see Here. it's 4 good way fo
make more great forain for your
games of Warhammer 40,000,

oAby need o do is paint the
— sheet and fhen clig the wire
- from it Wiap it tightly aroun
- 3 pens/pencils (v 1o overlan
2 A bl as this makes i look
- more authenticl. Then slide
the peacils out and thereg you
i arg —a section of barbed wire!

Welve faken e process: a
sfap. furthar by adding . a
motfelled hase, with posts for
e wing to sit on,




IT'LL RIP YER FACE OFF!
i

Did you know that every issue of the Citadel Journal is
crammed full of loads of exciting articles, covering all aspects —-
of the hobby - gaming, modelling, painting tips, scenarios, and

much more - all written by gamers, for gamers! e

WORKSHOP STORES & MAIL ORDIR

A

V

96 pages'_of _h‘a'rdcbjlf!exﬁbibby for only £4 - Out Now



TR BATTIE

O

IRONAX

F
E RIDGE

by Mike Walker

bose of you who remember Mike's first article, ‘First Encounters of the
Warbammer Kind', in WD 224, will no doubt be eager for another dose of bis
inimitable writing style, In this issue Mike talks about playing games on smaller

than usual : baittlefields.

What doa Mini Cooper, Exlie Minogue and the Baitle of
Ironaxe Ridge have in commeon? '

They are all small, Took good and are yvery Gxciting.

The reason T design a haule is sounetimes abwious. The
Barttle of lronase Ridge came about because 1 moved
house, ' '

T have recently moved from a small flay, o a roomy e
bedroom house. For three cramped vears 1 ocoupicd
thar flar. All that time  without  anywhere  to
accommmaddate a Warhammer battle. T promised mysell
that when [ moved @ would establish a proper wargames
L, )

I wanted to play Warhammer at home.

impersonate machine gun fre. [ bauled in a recontly
creosoted shed, and was forced o surrender before 1
wias overcome by noxious fomes. T contested inan
unheated cellar, Ht by a 5 watt light bulb, with the
hactleficld supported by two wobbly paste tables, during
an intermittent shower of plaster caused by workmen
enlarging the kilchen upsairs.

I wanted to play Warhammer at home.: I wanted a
witrgimis room of my own.

T my new house T expected there o be a room. |
needed there to be a room. But there wasn't,

Plans were started to convert the double garage, until
my wile communicated  somewhat
foreefully that garages were only for
garden. furniture, lawn . mowers,

I wanted a wargames room of my OwWn. froren food and in  some

I'spent three long years fighting battles in less than ideal
Iocations. T combated in a dining

room  populated by

three  scereaming
infants. and a
mad  budgic
that  conld

circumstances cars, Even the cat got
half a worktop, two chairs of his own and a padded
window ledpe.

1 got a corner. A small one.

Dhisappointment . soon  turned o determination. T
realised there was an urgent need to claim my corner for
wargaming before the cat attempted 10 extend s
terTitory or some visiting relative established a camyp hed
there. T found a 4" by 2' table. It just fitted in.

Tor eosure it was understood this was my wargames
area, onto the table T scattered a few picees of terrain:
two sheer cliffs o swamp, a privy and a couple of
spiky hedgest
Ac last [ had my own barleticld,

Iromaxe Ridge was one of the st batles
fought therc.



It was the pictures in White Dwarf of the Beasiman
chariot and the skirmishing Unpors that started me
thinking. Along  with  many  hundreds  of  other
Warhammer players, the frst thing 1 look at in my freshly
bought White Dwarf are the new Warhammer figures,
Mentally T divide the new releases into three calegories.
Those that 1 want, those that I must have and those that
are needed so badly that fighling another battle without
theim is unthinkable?.

This is followed by a full and frank review of my fiscal
position. - Inevitably this reveals insullicient funds. A
desperate scarch of all available pockets will vield a
Curly Wurly wrapper, an old sivle 50p and an
accumulation of fluff My finances having failed to
improve significantly, a bout of depression scts - in
Eventually T rationalise that there is only one way to cure
the depression and that is to buy something, o cheer
mysclf up. Which leads to one final decision. Whether to
place an order with Mail Order?, or buy the figures from
the local Games Workshop Emporiam:

S0 was that | found mysel walking home with a carrier
bag conmining two Deastman chariots, a regiment of
Ungors,

a4 Beastman shaman, Beastman  champion,

THE BEAUTY OF BEASTMEN

Beastman command group and an intent to use them.

As 1 painted, Gled, glued, filled, cut, based, varnished,
drilled, shaded, inked, cleaned and admired my new
figures, ideas for their first cncounter whizzed around in
my head.

The: Fully assembled. chariots [ooked magnificent. The
Beastmen proud and dangerous, the Ungors... well o
be honest they looked a bit skinny. Great teeth though.

From one of my older tool boxes, thar houses far o
many fantasy figures, T summoned forth a hoard of
ancient Beastmend, casily 3,000 points worth, These
wounld be the attackers,

What was needed now was some worthy opposition.
Somne stubborn, tough and resolute defenders. Thearves
were the obvious choice.

Having decided on a 2,000 point army for the delenders,
all that was left was to find a way that the two arinies
could fight ona 4 ool by 2 foor baulelield. 5,000 points
of troops in an arca a third of that used for my regular
2,000} points-a-side encounters. Mad? Me?

Let's see how it was done.

;m' Borde of ferocious killers. Behiud Hicm zbﬂir
frirntlies — d&f{’nwz"ﬁs Arighitened and short.

moraing If be could be wondd bave snmmd, inste

misshapen mouth bad allowed it, be ﬂm.ﬁd .&M
grinned.

Grey shapes advanced arouwnd bim, snorting and ¢
sloshing forward, He knew the Dwarves woould |
nake a stand. He knew they would be weiting. The
mist would bide bis force, bide them until they were
ready jor the rush. Soon be and bis force would burl
themselves at their foe. The 31'41!-@5#&?‘ reedel b@:m :

Gorelooth loved the taste of warm F)Ii'md i o

be just dribblad,

SCENARIO RULES

Ircnaxe Ridpe is designed 1o be fought on a 4" by 2
battleficld.

Terrain
The hills and the wood all count as difficult terrain,

Armies
The roops that were used (o fight the Battle of Ironaxe
Ridge are listed opposite. Lord Greyheard’s Dhwarves are
the defenders and Goretooth’s Beastmen are the
attackers.

If you wish to use vour own armies; feel free 1o do so.
The attacking force is 3,000 points stcong and the
defenders should cost 2,000 poinis,

Mote that the Dhwarl Bodvguard consists of Long Beards
armed with two pistols: These moops are nol exactly in
the Dwearf gy lists, but you can still get the figures. T
bought them ages apo in a Regiment of Renown boxed
set - called  Prince Ulther’s Imperial Dwarves. 11 yvou
consult Citadel Journal issue 24 vou will find them lsced
there. They are some of my favourite figures and [ waste

2 My iifir revonelif cheind thar any fimure that appenrs i1 G plossy cofous phatagraph i White Do fulls fnto this last CeTET.

3 Cheick tip bere, [ bave always fownd tbat vinging Mall Order five smineetes bafore they close at midnipht ersures that yorr order is processed swith

Eread speed and gfficiency

9 Same of thase floures were aqueired i the atld-siphiies and acteally bewe rocnd weera) boses,



no opporunity o use them: We cost them at 19 points
each (15 points for a Longbeard and 2 points for each
pistol). Their pistols make therm extra nasty in melee and
allows the Dwarf general o cock his thumb, point his
linger, and shout bang in an unrealistic manner.

The Beastmen shamans used Dark Magic spells in the
actual bartde: ¥ou are welcome 1o use the spells of your
lavourine fnul cntity of Chaos, if vou wish,

You are welcome to use the
spells of your favourite foul
entity of Chaos, if you wish.

Deployment
The attacker deploys in a special way. Every unit he

deploys must be placed so that only the front rank
appears on the south edpge of the bartleficld. The rest of
the unit is placed when the unit moves forward,
Chariors (and any other war machines) are placed sa the
back of their bases wuch 1he south edge of the

battlefield.
DEPLOYMENT MAP

EEASTMEN A’I‘I’ACK

The defenders can deploy anywhere north of the front
cdge of the hills,

The attacker deploys a unit first, then the defender. They
place units alternately until all are deployed. No units
can be left off the battlefield. Al of a side’s characters are
deploved at the same time after the final unic. f you use
the historical armics, both the Beastman chariots are
deploved at the same time, b they do not have to be

pul ogether as a single unit.

Tams
The bartle lasts four turns. The defenders go first

Victory

The bartle is scored in the normal way with Victory
points foe destroved and routed units, but not for table
quarters. '

If there are any unbroken defending models on the
largest hill at the cod of the barle, the defenders score
an extra 2 points, Otherwise the auacker scores 2 points.
The same applies to the small hill, exeept that only 1

point is scored.
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DESIGNERS NOTES

During playiesting we discovered theee things about this
SUETIHD;

I The result is always Close,

2. Huge mumnbers of fipures will set remiovied,

3. The Beastmen only just fits along the board edge,

Below is a diagram of my preferced deplovment for ihe
Beastman army,

SUGGESTED BEASTMAMN DEPLUYME_TT

You need o expmine the diagram now or you will not
fully appreciate the wisdom contained in the next few
Senlences,

Most playtesters choose to set up their weaker units
first,

Goretonth should be placed with the middle Gor unir.
This will cnable Goretooth's leadership o extend over
all ol the Beastman units and reduce the effect of
infighting. Put the army Standard Bearer holding the
Banner of Bage with the Gors facing the toughes
OPROsition.

Khorne must have loads of
better things to do.

The best units are sct up ready 10 advance up the hills.
They should do so as rapidly as possible. This is where
the importane fighting will take place. Usually the extra
three points gained for conteol of the hills is cnough Tor
wictory

Yout can swap the starting positions of the Minotaurs and
Chariots if you wish.

If you get the opportudity to deplay the chariots within
charge range of one of the units of Dwarves, do it
Especially if it is a unit of Crossbowmen,.

Okeay. You can stop consuling the diagram now:

Everyone who has played this barile found it an
interesting challenge.

I hope you will oo

lile

Mike Waalbor

Dwarf
Tactics...
There are  many
options for the: set
-up :{:rJ' the  Dwarven
-drmy: - Here are - a
couple you might
like to congider:

Plan ane is o
dcplﬂ} a]! Elw DWMH on the hig hll, - lhf_
d.f"pl(‘tl}-l"d uppmitL the ﬁm:;.II hllr into the batile.
This may give you sufficient time to destroy his
units attacking vour hill and ensure you pet the
TWICE POINLS:

Plan two is to credle 4 super unit, to launch a

devasiating counteractack on wrn two or three.
Pue the general, battle standard, Wildaxe and
Bugman with a single unit. Set it up behind the

wood, Wait for a Beastman unit to get in range

and charge. The victory points vou gain from any
unit you beat up, plus the panic caused by a
routing onit may be enough o swing the bartle.
Plan threc is o sel up the Dwarves in g single
line: right across the table. This is really only for
those wha o not pmpulv appreciate the rank
bonus rufe. Or anyone who needs o leave early
because they forgot 1o set the video to record
‘Friends”.

Here are a few tips learned from mistakes made
during our plavtests.

- The Dwarves should put Oldthought with o unit

that cannot get easily routcd. ‘laking care of the
Runesmith and his' Rares of Spellbreabing is
essential in preventing CRUCSSive Arcane carmige,

Do not waste quarrels ficing Vi crosshews at
the units of Gors. They can take so many hits tha
almost everything clsé in Goretooth's army is a
better target.

The - G»rmuptu did linte to enhance its
reputation as a weapon of terror, TDhuring our
playtests not one flying machine survived
beyvond the thicd murn. T stll think one of the best
uses of the Gyrocopter might be for i (o Ay out
in frest of the Beastrnan army on the Brest oo so
that it prevents a number of march moves. Even
though T thought this would be a good idea it
wits never tried in any of the test games. Instead
the Gyrocopter was  saved for  éither an

tneffective hombing ron, of an anempt (o steam-

clean the Minotaurs, Inevery case these atacks
were followed, within a few dice rolls, by the one

o determine where the machine plonghed inoo

the ground. More figures have been remaved as
a result of being siruck by exploding flying
machine pirts, than by beiog atacked by one of
i "AWESOHTIE” WEADOTS SYStems:




Beastman Tactics...

An . aspiring  Govetooth
mighi like to consider the
followring thoughts. .

Even if you have messed
up your deplovment of the
Beastman foree (1 did tell
vou  to look  at’ thar
diggram, s there really is

no excuse), don't muock

around tvinp to soft it out. Move swiltly towards the
cnciny amd get stuck in,

lgnure- Lroops. i t]re valley Yo mubt take the hills:

yourself is thr: L-':qulw.]t'm of destroy ing o (Hﬂ pmnm Df
th enemy. ;

A Dwarven army is usually  beaten by
manocuvring it. This is not possible here. You will
need o take iv on by froatal assault: You need o
make surc ﬂmt FOu are the favourite o win each
combat fought, You need 1o balance the chances of

F Thinkeivy chond i, tsing these indicators will wol work, Al of aur parning groug frequently demonsteate g Gek of fasfing sense aaed ibe inaliifity

tor elrsy therniselves progperii

B Daerere s our fucal Erirger of Chaos, congilete wfth g Mok of Clios terton,

oul

 bewon by a combination of sensible deployment and

yictory with the consequences of waiting lor a bermer
unit to chiarge with. o not undun;_mmatc the effect
of losing 2 couple: of fights: the panit - that u:m!d
resule, the lcm w:mn pumi:s and fime, .

Dhuring tl-_n:. p].me.s!s. not one Chaos commander
wsed the Bye of God Chaos gift when he was granted
it. Hardly very chaotic! This wnmense heing, of
almost Tm'ut]ns pOWET, gOes all the trouble  of
giving them a nice present and none af them use it

Khorne must have lodds of beitee things to do —souls

to Firin, dismension twisling schemes to hatch, lottery
tickets to check on Ceefax: [ think from now on
anvone who wishes 1o command a Chaos horde - at
one of gur plaresis will have to show some chaotic
tendencies. Wearing odd socks or his tee shirt inside
out, that sort of thing®, Where n ]'Jafrﬂlf‘ when Fou
rially newd hig? ! :

ecause of the restricted space this battle will abways

controlled aggression.

F Gritntey Roundbay stood in the gorden of bis
newdy doguired bome, Rushing down the road
oy B wets the fived fndication that things
; &rxaf uat gowe well on Irondaxe K:dgt*

ft was o group of el a dosen wounded and |
o stiphtfy inebriated saldiers, dressed in the
o wndforms of the Bugman's Breteers regiment

C They were unarmed and fully coated with the

steins of bettle.

(hie of the soldiers approached Grimley and
 asked for water, Griraley scooped sowe Higuid
i owt of bis water butt and poured it into the

¢ warrior When be bad finished be asked "What

. bagpened?”

- Between gasps for breath the soldier extioined.
b “They came ont the sl ook the swialf Bl
L straiebt dway. The Slavers pol stirck i the velley
b e cowldn’t Belp, We were on the Big il They
v charged ws with fwo chariols.. Bernard, our

- leader, sa them off. Then we were attacked by a
bunch Gors.in a mad blovd frenzy, They tove inio
Loy e stood o cheavice, | tpe gol aieay... niost
ﬂf the others are deqad.”

br‘ewer F un{fﬁ«m

;"G}rrﬂwpter Do
J.'cman‘r) £

Wl'l.t-il ACT UALLY He-'sPPENFI)

i I,A.-&_E"-:";Q-L

e T ;wr

fis brearhing now less ragged, be planced back
down the rood dand began running again. B
“They'{l be close bebind us. You ought to gef ol - ‘:.,_
of bere.” be advised as E:r: 'u'mt!

A second soldivr who bad bad access to rather
more adeobol  swerved, stwoved and  ther 0y
unexpectedly embraced Grinfey and smifed a
meoatiafiel of mostly d&rﬁu teeth. Iis foul, beer :
sogled beard mmgied ::J.!{J:a Grmfw 5 Lﬂreju!f}r g
comibed oie, ;

G‘rimay;msbed&m ateay. The soldier flailed bis 4
ara, defied gravity and vemained wirivhl He ;-';
Inoked rournd, Tocated (.rrzrrdt:'_} el threi loudly )
proclatmed in beer flavoured words. "WELOSHT
ALLSMASH AN’ BASHUP” He lnurched, staggered
Sforieard cnd vomited over Grimileys boots.

A bestical Bowl caupbe the attertion of otk the
Deearoes. Charging down the rodd were g grob
af compietely wnbygientc Minotawrs. Their tecth
creed fuar covered in dried blood, they Bed alfready
dndlrelyed in o number of Dewerf vhefred ma{'&&
Trimiey decided wo! to stand around g
Fecowme thefr mext treat.

i

Gﬁ':?ﬁi{pxmn, .Err's boots leauving a boreid -:.rmmmg :

his E:r:irm* Hr;' reﬂecmrf sadiy on o one never
Erere wbal rm'gm .Emppeﬂ when you mmae::f
fhrERE.

et




CLEANSE AND BURN!

A WARHAMMER 40,000 BATTLE REPORT BETWEEN
ORKS AND THE IMPERIAL FISTS SPACE MARINES
BY JERVIS JOHNSON, ADRIAN WOOD & GAV THORPE
Our first Warhammer 40,000 battle report using the new rules features old adversaries Gav
Thorpe, commanding the valiant Imperial Fists Space Marines. against the might of
Adrian "Grand Warlord’ Wood's Waaagh! Grishnak Grimjaw.

dJervis: Just to get things clear right from the start, this
isn't 50 much a hat!lq report, as an explanation of how
thr- new rﬁma f rt.: r:rnbfntll*,r best read in
OK rules.
HF‘“—“L[IUH "1r|r]
tactical notes to & n-umrnurn anu‘ I II C
on describing how the Space Marine

ave a pretty good idea of how the new

and how it differs from the last version. First

DF -_-1II thnuuh if you haven't read Andy's article you'd
better read it bU-'HCIhT away!

When people ask me about the new 40K rules | usually say
that at its hearl the mechanics are the same. Thus the
‘sequence of play’ for the new rules is stll that the players
alternate taking turns {often referred to as an ‘lgo Ugo'
5 ml, and in their own turn the players still move their
troops first, then shoot with them, and then fight hand-to-
hand cor ith th-=m |r| qdrml an, ;uhen 1,-uu shoot or fig

A ddrm“nt':fh- the 40K rul#a-. are th
'hafnr-- Heowever, the detail of how thase rul ;
as the rest of this battle report

hanged a great deal —




Divide the board into quarters, Both players roll a
dice, tho player with the highest score may pick
which guarter to deplay in. The other players
deployment zone is the opposite quarter,
E The player that scored lowest now deploys one
unitin his quarter of the board. His opponent then
deploys a unit in his own deployment zone, The

players take it in turns deploying a unit at a time until
both their entire forces are on the table.

Mo unit may be deployed with 18" of the enemy. The
players must deploy their units in the following order:
Heavy Suppart first, followad by Troops, Elites, HO and
finally Fast Attack units.

Roll for who gets first turn. Highest score may
choose whether to go first or second.

CLEANSE MISSION SET-UP

Divide the table into quarters and dice
for choice of quarter as deployment zone.

MISSION OBJECTIVE

Both forces are seeking to clear the area of all enemy
forces, securing ground as they go. The player that
ocoupies the most quarters of the board at the end of
the gama. wins,

To claim a table quarter as occupied there must be
nc enemy units of troops, bikes or cavalry over half
strength: or mobile vehicles in the arga. You must
hawve a mobile vehicle, or at least one unit of troops,
bikes or cavalry with more than hall their original
number of models in the area. Note that individual
characters do not count as units and st may not
secure table quarters on their own,

THE PRELIMINARIES

For this first battle report using the new rules we decided
to koap things as simple as possible and play a Cleanse
mission. The new 40K actually includes fourteen
different missions, each of which has its own victory
conditions, deployment instructions and special rules,
but of these Cleanse is the most straightforward, For a
start it doesn’t include any special rules at all (which
saves me having to explain them!), while its deployment
and victory conditions are equally straightforward; the
armies deploy in opposite table quarters and at the end
of six turns the side that has managed to capture mora
table quarters than their opponent (by having only their
own troops in the quartar) is the winner.

The mission chosen, we then picked the armies. We
decided 1o play to 1,500 points using the army lists
included in the rules (the Codex Space Marines list is
slightly different to the one in the rulebook). While writing
the rules we settled on 1,500 points as pretty much a
standard size for a ‘good, quick game’ that can be played
tz a conclusion in a couple of hours ar so. Cleanse is a
standard scenario, which uses the force organisation
chart shown on the right. As already noted, | won't go
ino too much defail about why Adrian and Gav took
what they took, other than to say that | insisted that the

GAME LENGTH

The game fasts for six turns,

LINE OF RETREAT

Troops which are forced to fall back will do so lowards
the nearest board edge of their deployment zone,
using the normal Fall Back rules as detailed in the
Warhammer 40,000 rulas.

STANDARD
MISSION FORCE
ORGANISATION

This chart shows the types and numbers of troops
available 1o each player for a standard mission.
You must choose at least ong HO unit and two
troop choices.

Space Marine army included a wide variety of different
troop types so that [ could explain how they warked in
the battle report. Adrian, meanwhile, could taka protty
much whatavar he liked. The armies that were used
are listed on the following pages.

A B
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COMMANDING
THE SPAGE MARINES

Gav.

Marines in . the new

Warhammer 40,000 can

be -as simple -or . a&s

complex. as you. like. O arn A 2nd five-man Tactical squad
the ong hand, each Space with Vetoran Sargeant with I s Lauricher

i Maring iz rock F'rard and
i can - be :
: perform well
Gav Thorpe of the move or t.;mdlnq
still, - shooting or getting
into ar- assault. This mes it tig

and pound the enem Eight-rman AssaLlt sqliad Fiwa-man Terminator

advance into the h af thie © ing army sojuad
Wi weir shots be - arriles c -

enemy army and that can be use
different plans and ploys.

solid. stuff like T:
Dreadnought or two, and some fast moving
units such as bikes or a Land y
squadron to recllh-' [L-JI-E thE fight to the :
-=1|-1' ike a035 a Pradatar Annihilater armed Rhing armed Dreadnought armed with
with twin-li ; nd with storm bolter ull cannon and

Ia storm bolter




WARHAMMER

AnnAD

The Space Marines’ power armour alzo
saves them from suffering too many

ualties as th in.on the enamy,
unlike the assallt troope of other races
who can be obliterated by enemy
firepowar if your opponent turns his army
against them,

For this Cleanse missian, my plan was to
hold my starting table quarter with the
Fredator - Annihilator and the Ta
squad with missile launcher. My bik
Land speeder would race to my left to
take that quarter of the board, while tho
Tactical sguad in the RBhino and tho
Aszsaull squad would try to capture tho
table  quarter containing the  bunker
complex. My really hard stuff; the
. Captain and Dreadnought,
arward . into  Adrian’s
It my flanking fe

hind so thal the
s would - be  caught between
and my arminators . and
Dreadnought. The missile launcher squad
and Pradator would ntrate on
vehicles in Adrian’s army, and then n
on to obliterating his mobs an
armaoured re
= i good plan, dos
ses how it turmed out..,

I MHOVATEH TJT1 IV
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WAAAGH!
GRISHNAK GRIMJAW

Adrian: ‘Whether I'm  fighting
against heavily armourgd S
Marines, the fragile but fast Eldar
(or Dark . Eldar for. that matter, us
Orks can't tell ‘the diff
between the two, you kn

those damned nuisans
Imperial - Guard,

rc-ughl*_,f the sarm Baciole Blaslag

shaoty Boy
L]Glng to be
good dt one

isl This makes the Orks either prec
fun to lead, depending on your [.rﬁlrlt
why

makes the Orks strong ir| GO

1,500 pulnt rmuch '|.rh=|t | '.-.nuld take
against anyone, v at least one excepiion. ..

WAAAGH BANNER

really useful addition to a
reases lh_e Initiative characteristic Bommsnikk's Bommerz Grimgrot’s Grots
hin 8. Really useful it you Ork Stikk Bommaz Gretchin Mob
are flcjhtlﬂl:_l traops with low Initiative fike Imparial
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Guard or cther Orks that is. It's handy
when fighting Space Marines (though not
Marine characters) as it at least means
that ‘the Mobz will  be fighting
simultanecusly with their foes. It is of
course completely useless against Eldar,
who ocutstrip everyone for Initiative. SHIlL
Eldar are only Strength 3, so wounding
Orks with Toughness 4 is usually quite
difficult. Unfortunately my Boyz  are
fighting Space Marines today, who are
strong, tough, fast, heavily. armoured, -
good at shooting... the list goes ont
Having made this small change to my
army choice, | turned my. attention to the
hattle itself.

GORKAMORKA!

My one and only real battle tactic
teverything else is a variation on this idea)
is called '‘Gorkamorka™ | split the army
inte - tweo. forces, the first is called the
Gorkers, which inchsdes dll my Boyz and
Gretchin mobs on foot, together with any
Big Gunz and Dreads. Tha second is the
barkers (Surprise, surprise! Paul
Sawyer} and containg all my vehicles as
well as Warboss Grishnak. Basically, the
Gorkers advance up the middle of  the
battlefield and the Morkers dash round
the side to encircle the enemy. Simple but
effective. It's a very old battle tactic really,
but it suits the Orks who have both tha
speed and numbers o make it work.

WAAAGH! GRISHNAK GRIMJAW

Warboss e z
Grishnak and Waross
retinue of Mobz ywWarkrokk

Da Shooterz Da Fighta
Warbuggies and Wartraks Ok Dreadnought
armed with

big shoota and
rokkit launcha

Da Trukkers
Wartrukik Mok Wartrukk

Ca Basha
Crk Dreadnought
armed with

Da Scorcherz two big shootas
Warbugoies and Wartraks

Da Lobbas
Ork Big Gunz
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ARMY NAME: FORCE HYPERION

Ulnit WS|B5 |5 | T |W | I|A/|LdSwveNotes Points
Force Commander 3 1.5 4 1.3 (3|3 3+ | Bolter, power fist. frag/krak grenades |93pts
Chaplain S 54142539 |3 |Crozius arcanom, rosarius

frag/krak gremades Fipts
5 Terminators 4141441429 |2+ {Heavy flamer 220pts
Tactical Squad:
| Veteran Sergeant 4 | 4 411 219 |3+ |Power fist 35pts
4 Space Marines 4141441 1 | 8 |3+ |Flamer Bopts
Tactical Squad:
5 Space Marines 4 (4|4 (41 (4| |8 |3+|Missile Lavncher B3pts
Scour Squad:
5 Space Marine Scouts [ 4 | 4 [ 4 (4 [ 1 [ 4[] |'8 |4+ |] sniper rifle. heavy bolter 835pts
Assault Squad:
| Veteran Sergeant | 4 |4 |4 (4|1 | 4|29 3+ |Power fist, plasma pistol, meltabombs | 80pts
7 Space Marines 414741411418 [3+]|] plasma pistol, meltabombs 208pts
Bike Squadron:
| Veteran Sergeant | 4 | 4 4 11 Hi{3 2 | 2|3+ |Power weapon B3pts
2 Space Marines 4[4 411 M5 3= |1 plasma gun, 1 melta gun 28pts

Armeur
Vehicle Frout | Sidc | Rear | BS | Type & Notes Points
| Land Specder [ 10 | 10 |4 |Heavy balter 30
I Predator Apnihilator] 13 1l 10 | 4 | Twin-liked lascannon, 2 lascannon spansons 170
1 Rhino 1l Il 10 | 4 |Stormbiolter 50
Armour

Unit WS|BS | S |Front|Side (Rear| T | A Notes Buoints
Drreadnought 4 1460y 12 (12 (104 Assault cannon and power fist W3pts
Weapon Range| Str | AP | Type Notes
Bolt pistel | 4| 5 |Pistol
Plasma pistol ) 7 2 | Pistol Owerheats
Boltgun | 4 5 |Bapid fire
Starmbelter M) A4 3 | Assault 2
Flamer Templits) 4 5 | Assault 1
Plasma gun 24 |7 2 | BRapid fire Owverheats
Meltagun |24 | 8 1 | Assault ] Extra D6 to penctrate armour at half range
Heavy bolter 3 | 5 4 |Heavy 3
Missife launcher (krak) | 48" | 8 4 | Heavy 1
Missile launcher {frag)| 457 | 4 6 |Heavy | blast
Sniper rifle " | X 6 |Heavy | Hits on 2+ and Streogth always cquals Toughoess of target
Lascannon 48" | 9 2 |Heavy |
Assault canoon M| 6 4 |Heavy 3
Heavy {lamer Templete) 5 4 | Asgault | TOTAL: 1495p1s
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ARMY NAME: WAAAGH! GRISHNAK GRIMJAW
Uit WSIBS| S (T | W /| I |A/|Ld|Swe! Notes Paoints
Warboss Grishnak 3 314 |4 |9 |6+]|Big shoots big choppa Blpts
3 Nobz 4 2133 |7 |6+]4 big choppss, 1 powee claw, Waaigh banner | 170pts
Badrot's Blastaz: :
Badrot, Ork Neb 412144213137 {6-|Power cliw Wpts
19 Shooty Boyz 2 i 22 &+ |2 big shootas, I rokkit launcha 173pts
Skarskul's Sluggs:
Skarskul, Ork Nob | 4 [ 2 [ 4[4[ 2|3 |3 |7 |6+ ]Big chopm Hpts
2 Slugga Boyz 412341227 [6=]]bigshoots, | rokkit launcha Ppts
Bommsnikk’s Bommas:
Bommsnikk, Ork Keb| 4 (2 | 4 14 |2 |3 |3 |7 |6+ 20pts
9 Ok Stikk Bommas | 4 [ 2 [ 3[4 (1|22 6+ [ 3 Big shootas [44pts
D Teukkas:
Toffdreg, Ock Nob [ 4| 2 [ 4[4 )2 [3 ] 3|7 |6+ |Power chw 4pts
9 Wartrukk Boyz 412 13t4]1 2 6+ |1 big shootas &9pts
Grimgrots Grotz
Grimgrot, Slaver G PR 4111227 [6+ Ypts
Il Gretchin e e ElLE]] - 1dpts
Big Gunz Krew Pt by il o B B ) s A Glpts
Armaus
Vehicle Front| Side | Rar | BS | Tvpe & Notes Foints
3 Warbuggies W | W[ 10 | 2 | Wirbupgics/wartraks with scorchers [2pts
3 Wirhuggics W | W[ W |2 | Wuhuggies/wartraks with twin linked big shootas 138pts
| Warboss' Wartrukk | 10 | 10 | 10 | 2 | Armed with big shoota JBpts
1 Wartrukk W 10| 10| 2| Armed with rokkit lavocha Jopts
Armour
Dreadnought WS BS | 8§ Front{Side|Rear| T | A Notes Points
Da Basha 4 12 [§y 212102 [23) 2 big shootas Blpts
D: Fighta 4|2 b |12 {10] 2 [23)| 1 big shoora, 1 rokkit Taunchs 83pts
Weapon Raoge] Str | AP | Type Notes
Slugga Al 6 | Pistol
Shoota M4 6 | Rapid fire
Gretchun Blasta e W Assanlt |
Big shoota gar | 5 5 | Assault 3
Rokkit launcha 4| 8 3| Assault 1
Scorcher Tenplate; 5 4 | Assault 1
Lobbas Cra §7 3 3 | Heavy 1/Blast
TOTAL: 1.500pts
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MODEL AND VEHICLE anything but ‘basic’ in its appearance!), As for

deployment, in the Cleanse mission the players take it in

GHAHACTERISTICS tums to set up a unit in their table quarF:-sr, at least 18"

ray from thie enermy. The deplayment that Adrian and

Gav chose wn on the deployment map at the

bottomn of the page. This step completed, we were ready
to start the battle...

In the new Warhammer 40,000 rules, models and
weapons are still defined by a set of characteristics. In
the caze of foot models these are almost identical to
thase in the last edition of the game. The only real
Ire that maodels no longer have a movemant
characte foot models move
rnndel 55 g thrn'u isnow includedasac
i Izo defined by a set of characteristics in
f an armour value for
fire their
weapons. Take a look al the army roster shaets on the
previous pages for examples of this.

DEPLOYMENT

final lask before getting down to playing the game

as to lay oul the terrain and sat up the amies. One of
the benefits of the new rules is that covaering the table
with loads and loads of terrain is no longer vital for a
good game, and you can actually have a very good
game with almost no tarrain at all an thE: table. We've
discussed whi :
quite a lot at the
together some a g
different types of terrain sets and hrﬂn- tn mdke thprn Far
the time being, however, suffice to
we've usad for this game rep
quantity of terrain for a game o dlthquh LrE.lt'.;m'?.n
it's been put together by our Studio Modelmakers it is

CLEANSE AND BURN!




THE TURN SEQUENCE

CLOSE
ASSAULT

The player can maove any of
his units that are capable of
doing so (eg they're not stuck
in a swamp or something).
See the Movement rules in the
40K rulebook for more details
of how 1o move your farces.

The player can shaot with any
of his units that are within
range of the enemy. See the
Shooting  rules  in the 40K
rulebook for maore details about
how to resalve shooting.,

The player can move any of
his wnits in to assault the
enemy if they are close
anough. Close assaults  are
bloody, desperate  affairs
where troops are fighting in
hand-to-hand combat  and
shoaoting at a very close range.
This means that hath forces
can fight in a close assault
phasge, but only the player
whose turm it is can move
troops. The Close Assault
rules in the 40K rulebook will
tell you more about assaults,

WARHAMMER
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SPACE MARINE TURN ONE
And 5o began our first battle report using the new rules,
Adrign won the dice roll for first turn and elected to go
second. With that Gav started to move his troops. One
thing you'll quickly learn about Space Marines under the
new rules is that, while they are goad at close combat,
their great strength is their ability 10 out-shoot just about
any oppanant — in ather words, you can usually rely on
them to win a firefight! To this end the bulk of Gav's
Space Marines moved into position and prepared to
blaze away at the Orks, although on each flank, fast-
moving units sped forward to seize the two ‘neutral’ table
quarters (remamber, it's the player that captures most
table guarters that wins the Cleanse mission),

In the shocting phase Gav concentrated mast of his fire
on the Big Ork meb on the hill near the centre of the
table, gunning down eight of the Boyz (a disappainting
result). Gav's Predator Annihilator targeted the Orky
Dreadnought at the faot the hill, but failed to damage it
at all {a very disappointing rasult}.

ORK TURN ONE

As might be expected, Adrian’s first move with his Orks
was much more aggressive than Gav's. Orks tend to do
best if they can close with the enemy, mainly because
they now have a W5 of 4, 2 Attacks, but only a BS of 2,
which makes them great at fighting and not very good at
shooting. 3o, throwing caution to the wind, Adrian’s Boyz
in the centre surged forward, while his trukk-mounted
troops swung off round the flank of the Space Marines.
On the other flank one of Adrian's Dreadnoughts moved
forward to deal with the Space Marine Land

Speeder and bikes, while the Grots mob played 45"' 2y

safe and hid near the backl!

B HOATH FT1 IS
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THE BASICS OF MOVING

intervening terrain as they move, while some vehicles
(like the Land Speeder, for example) are known as fast
vehicles and ean move up to 24" Al units {infantry and
vehicles alike) can freely move in any direction or

table getting cluttered with all Kinds of horrible counters
recording what speed a vehicle moved at or if infantry

Adrian's shooting was noisy but largely ineffective, in
that he gat to roll [ots of dice to hit, but caused fow
casualties. This was because most Orks are armed with
weapons that allow  them te mowve and shoot, but
unfortunately the Orks' low BS combined with the Space
Marings "high Toughness and excellent armour meant

The thin velfow ling. The Space Marines blaze away
at tha oncoming mass of Orks and Dreadnoughts.

shoot at ane enemy. unit. Note that you can no foager

_split yout fire between severat farget units, which

and take armour saves; and against vehicles, roll to hit,
roll to-penatrate armour, and rolf on a damage table.
The to fit rolls and fo wound rolls are worked out as
before, sxcept that there dre no modifiers to the fa hif

- dealt with in-other ways which Fif explain later on, along

with the way that armour saves and armour penetration
Work.
WEAPON

Pigrcing {or AP} value is expiained in a separate entry
on Saving Throws.

that those shots.that did hit tended to bounce off. This
said, the Ork buggies managed to gun down three of
the Scouts with their big shootas {formerly known as
‘eavy bolters), while his Big Lobbas {formerly known
as Squig Katapults and Pulsa Rockets) killed off a
whole Assault Matine.
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“So, throwing caution to the wind, Adrian’s Boyz in the
centre surged forward, while his trukk-mounted troops

swung off round the flank of the Space Marines.”
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SPACE MARINE TURN TWO

Seeing the the Orks in the centre surging towards him didn't worry
Gav, who's played anough games with the new rules to know just
how deadly Space Marine boliers and starm bolters can be, So,
in the centre his Terminators and his Space Marine Dreadnought
calmly moved towards the Ork horde, while on the flanka his bikes
and assault troops moved round to encircle the enemy. The Rhing
moved forward its full 12" move and the Space Marine Tactical
squad and Chaplain who were inside disembarked, in order to
black the move of the Orks mounted in the trukks,

This turn’s shooting was much more to Gav's liking. In the centre
eighteen Boyz w shot down by a hail of Space Marine fire, the
only fly in the cintment being the Predator Annihilator's failure,
cnoe again, to damage the Ork Dreadnought, To some extent this
was made up for by the Chaplain, who managad to hit an Crk
trukk with his bolt pistol, and then roll two sixes in a row in order
to blow it up, kiling five of the Boyz inside! In addition, the
horrendous casualties caused on the Orks in the centre
destroyed the morale of both mobs, the survivors falling back
towards the Ork table edge with no hope of regrouping.

In the Space Marine assault phase Gav's Dreadnought charged
its Orky counterpart. The resulting hange of blows left the Ork
Dreadnought immaobilised, and the Space Marine Dreadnought
shunned.

ORK TURN TWO

Although he'd lost two big mobs of Boyz in the centre, Adrian was
not down-hearted {"plenty more where they came from”, he was
heard to mutter). In the centre his Stikk Bomma Boyz, buggies
and scorchers moved into position to attack the Assault Marines
whilg his Nobz mob and survivors of the trukk mob moved up
towards the troops that had dep fram the Rhino, On the
other flank, the mobile Dreadnought worked its way through the
ruined buildings in arder to attack the Land Speeder and bikes
that were maoving round that flank.
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THE ASSAU

Another important change to the 40K rules
is the replacement of the old hand-to-hand
combat phase with the assault phasae. As
already noted, models can only move 6" in
the movement phase, and they are not
allowed to charge into contact with the
enemy. Instead, if any models from a unit
are within 8" of an enemy at the start of the
assault phase, then you may declare a
charge with the unit and it may move again!
Charge moves obey the normal movement
rules, except that models from the unit must
rmove towards the enemy, and must get into
base to base contact with the enermy if at all
possible. Vehicles apart from Dreadnoughts
can't make assault moves, though they may
be attacked by an enemy that can.

The Orks wade info the Space Marines, chanting, “Ere We Go! ‘Ere We Gol”

Unfartunately for Adrian, his shooting proved every bit as ineffective
as the Space Marines' had proved effective, Although rolling bucket
loads of dice to hit, almost all the shots that hit pinged off the Space
Marines® thick. ceramite armour, and in the end only two of the
Assault Marines fell to the Orks' shooting.

Still, Adrian is a highly experienced Ork commander, and he knew
that the Orks’ main strength lay in the assault phase. So, pausing
only to shout "Ere we go!" he hurled his Mobz mob and trukkers into
combat an his left flank, and the mobile Dreadnought into an attack
on the Land Speeder on the right flank. The Mobz and trukkers
smashed into the Space Marinas, hacking down all of the tactical
sguad and leaving only the Chaplain alive, for the loss of just two
Boyz. The Chaplain passed his morale check for losing the combat,
but was quickly surrounded by the Orks — it was very unlikely he'd
survive another turn. Meanwhile the two Ork Dreadnoughts
managed to damage their oppanents but, much to Adrian’s disgust,
didn't destroy either of them. Still, the Space Marine Dreadnought
was immaobilised and lost its power fist, while the Land Speeder lost
its haavy bolter. Things were starting to look better for the Orks!

Onee all charge moves have been made,
close combats are fought. All models in base
contact with an enemy may fight, as can maodels
that are within 2" of an enemy model (it is
assumed that they join in with ranged weaapons,
throw rocks, or whatever), The combat system is
tha same as that used in the Warhammer Fantasy
Battle rules, with each model getting a number of
aftacks equal to its Attacks characteristic, and
than rolling to hit and to wound, and the victim
getting an armour save. The most important
benefit of this system is that it allows you to roll a
whole bunch of aftacks together, rather than
having to resolve each close combat on a model
by maodel basis as used to be the case, and this
greatly speeds up play.

Once both sides have fought, the side that
suffered the most casualties must take a merale
test or be forced to fall back. Assuming it passes
then any unengaged models are moved inlo
contact with the enemy, and the combat will
continue in the naxt assault phase.
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SPACE MARINE
TURN THREE

Although the Orks had smashed up one flank, things
ware looking pretty good for the Space Marines
elsewhere. However, Gav knew that he needed to finish
off the Orks in the centre to free up some troops to deal
with the rampaging Mobz mch. To achieve this he moved
his Terminators forward to get round behind tha
immobilised Ork Dreadnought. and used the jump packs
an his assault troops to leap over tha Orks in their way
and get behind tham. Meanwhile the Space Marine bikes
and Land Speeder carried on moving away round the
Ork flank.

In the shooting phasa the bulk of the Space Marine's firg
was directed at the buggies and scorchers in the centre
of the Ork line. The Predator finally managed to get a kill,
blowing up one of the buggies, while balter fire from the
Terminators, - Scouts, Assault Marines and surviving
Tactical squad succeeded in damaging several others

fone scarcher was immohilised, one
stunned and one lost its gun, while
a buggy lost its big shoota).

In the assault phase the Assault
Marires charged the Ork Stikk
Bommas, while the Terminators
charged the immebilised
Dreadnought. The Assault Marines
hacked down six of the Orks for the
less of only ane of their own. Not
surprisingly the Orks failed  their
morale test and promptly fled off
the table edge, leaving the
Assault Marines to consolidate
their position.  Meanwhile the
Terminators’ power fisls finished off
the Ork Dreadnought, although it
did manage fto crush one of the
Terminators before it went down.
The Chaplain managed to kill off a
single Ork MNob before being

Space

Chaplain

; or until it lsaves the table. A couple of
(OF  arine interesting new twists are that units that are
falling back are allowed to fire, although they




ovarwhelmed himself. Having
finishad off the Chaplain the
Ork Mobz consolidated back
onto their wartrukk, ready to
find soma more wvictims in
their next turn!

ORK
TURN THREE

Althaugh his centre had been
all but crushed, Adrian was
still not deterrad. His Mobz
mob. zoomed off towards the
second Tactical squad on t
hill- and- dismounted from
their. trukk, clearly intent on
giving . this i the same
treatment they'd dealt out ko
the last lot. The Ork Boyz left
behind by the M maved
off to try to deal with the
Bhino, while the surwiving
Ork Dreadnought chased
after the Land Speeder.

In the shooting phase the
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Even Space Marines are
no match for a Warboss
and his retinue armed with
big choppas!

Mobz killed two Space Marines in the tactical squad,
while the Big Lobbas managed to squish one of the
Space Marine bikes (Big Lobbas don't need a line of
sight in order to fire), and the surviving buggies and
chers managed to kill off an Assault Marine. As
re only four Space Marines left this caused a
= check, which the Space Marines failed.
Marrowly avoiding a deadly Ork crossfire, the Assault
Marines fell back towards their own lines, regrouping
at the end of the move thanks to their 'They Shall
Know Mo Fear' special rule.

in the assault phase the Mobz charged the Tactical
sguad, the Trukker Boyz charged the Rhing; and the
Dreadnought charged the Land Speeder. Although the
Dreadnought failed to damage the Land Speeder {you
have to roll & 6’ to hit a skimmer in close combat), the
Boyz managed to immobilise the Rhino, while the
Mobz mob made short work of the Tactical squad.
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SPACE MARINE TURN FOUR

Buoth sides had suffered very heavy casualties over the
first three turns, but at the start of the fourth turn Gav
was quite pleased with the way the battle was warking
out. Althnugh his right flank had been crushed by the
Crk Mobz, in the centre and on the left his position was
very strong. Unfortunately he hadn't quite finished off the
Ork buggies and scarchers, so he moved up his Assault

WARHAMMER
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Marines and Terminators to complete this task, while on
his left he manoceuvred his bikes and lined up his
Pradator to deal with the Ork Dreadnought.

In the shooting phase the Scouts, Dreadnought and
Terminatars poured fire into the Ork Nabz on the hill, but
only suceeeded in killing one and wounding another. Crk
Mobz have two wounds each (stop that snickering at the
back, Eﬁmrg.-er—thwrus nothing funmy: about Ork Nabz, 1l
have you knowl). The
Assault squad
managed to finish of
one: mere of the

buggies, while the

bik and the
Fredatar managed
to  damage  the
Dreadnought but not
destroy it

in the assault phase
the bikes charged
the ~ Dreadnought
and the Assault
Matines charged the
last scorcher. Both
managed to destroy
their respective
targets, the bikers by
ofling two 65 on the
trat o blow up. the
Dreadnought.

Da Basha is destroved by the Space Marine
bikers in & lucky assault!

TR AFLE “I™F § §YFes
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CLEANSE AND BUR

ORK TURN FOUR

Adrian knew he could na langer win this battle by wipin
out the Space Marines, but he still had enough trod

win the game by occupying more table quarters.
However, in arder 1o do so he'd have to k enough of
them alive until the. end of the game! To this end the
surviving sc ers and the buggy [with only one
working weapon, a scorcher, batw the three of them)
zoomed off round the building to get away from the
Terminators and the Assault Marines. Meanwhile the
Mabz carried on with their rampage and headed towards
the Space Marine Scouts, while the Ork Trukker Boyz
tried ta finish off the Flhirn:-.

With so few madels left, the shooting phase was bound
to he nothing to "'rItF- hr::mra .:lbL.lLl[ {it t- 5 Ims r}f Drk‘

to cau :
only cas u&lh, was |_f|usm:| Ly thP Ork 'l.l“-"AI‘L‘I\_ 55 Prlsh i -1]-

who gunned down a Scout.

D!:‘- rofl af 4+ umesq ﬂ'le‘_gf make thEtr armour Save,

nat ».urprlu.rnglu wac ::huppad |ntn Intq r:nf sﬁpdrate plF-r:es

! : F-‘ : g
th.;:t ;rnd | won't fini» h Th:—': h'attlr rr'purt ar‘ld then you'll brﬁ
sorryl). Elsewhere the Rhina finally suc cumbed to the
war Boyz, who hacked inte the back of the

o blew it up.

“Adrian knew he could
no longer win this battle
by wiping out the Space

Marines...”




SPACE MARINE TURN FIVE

Although the Space Marines had won the battle they
could still lose the war {and the gama!] unless they were
able to hunt down the surviving Orks. In order to achisve
this- Gav sent his Terminators and Predator after the
Mobz, his Assault Marines after the Big Lobbas, and his
bikes and Land Speeder after the Grots (the Land
Speeder couldn’t do any damage, of coursa, having lost
its only weapon, but could still be used to claim a table
quartar).

"In the shooting phase the Space Marine Dreadnought,
Predator and Terminators poured fire into the Ork Nobz,
gunning down the last three left alive. Grishnak himseif
took three wounds, but Adrian managed to roll all three
cover saves (of 5+) for his Warboss, who emerged
unscathed, with ‘2 big, malevolent grin on hiz facel
Meanwhile the Assault Marines blew up one of the Big
Lobbas with a hit from a plasma pistol, and the bikers
managed to gun down one of the Big Lobba krew with a
long range shot from their bike-mounted bolters,

In the assault phase the Assault Marines charged the
remaining Big Lobba krew, killing all of them apart from
one who, not surprisi scarpered off the table as
quickly as his little legs would carry him!

“Although the
Space Marines had won
the battle they could still

lose the war...”

WARNAMMER

AN ADA

ORK TURN FIVE

Things were desperate for the Orks now, but Adrian
wasn't ready to- give up just yet. Grishnak, clearly
enraged by the loss of his Mobz mob stormed through
the wood (rolling a ‘6 for the distance he could mowve)
and headed towards the Predator. The Ork Trukkers
moved round the side of the building to try to get a lucky
kill on the Terminators, while the Grots moved out from
the hill they'd been hiding behind, in order to attack the
bikes.

;the wcrl:r-ti for ﬂxample thFT :
2086 to see ho :

modals inrlthln the wood can he Seieh’ un to G“ i

from the edge. Thi  the Predator was able
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CLEANSE AND BURN!

With s few Orks left to shoot it wasn't surprising that
they caused no casualties in the shooting phase. In the
assault phase Grishnak piled info the Predator (his
Strength of 5 was just strong enough to give him chance
1cing hit on the tank's armaour), whila the

went after the bikes. Grishnak did

magnificently, getting a glancing hit- en the Predator
which shook the crew. The Gretehin did fess well, losing
two Grots for no loss to the Space Marines, but
miraculously they managed to pass their morale check
and didn't run away! The O [ had a chance!

 up
and if the vehicle moved o
immer then the infantey oy hit
: i



SPACE MARINE TURN SIX

As wa entered the final pair of turns the game was still
vary close. Gav knew he had a good chance of winning,
but there was little he could do to effect the outcome in
the final turn. In the shooting phase the Dreadnought
and Terminators were able to firg at Grishnak, but failed
to kill him. Then in the assault phase disaster struck, as
Adrian’s brave Grots, no doubt inspired by passing thair
marale test, managed to pull down and kill one of the
Space Marine bikers. The Space Marines also killed a
grot, but this was little recompense for Gav, because
with the bike unit reduced to under half strength he
couldn't use it to claim & table quarter. His only hope
was to break the Grots and chase them off the table in
the final assault phase!

“Gav knew he had a good
chance of winning, but there

was little he could do to effect
the outcome on the final turn.”

1H40d34 311L1vE

REMOVING CASUALTIES

When a unit suffers casualties it is up to the player wha
commands it to pick which models are removed. The
only restrictions are that models killed by ‘template’
weapons like flamers must come from under the
template, and that models killed in close combat must
come from those in base-to-base contact with the enemy
first. This tends fo mean that heavy weapons or
characters ara the last meodels in a unit to fall.
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ORK TURN SIX

Having lurked under cover until the last possible v g i
moment, Adrian’s surviving vehicles roared out Wanagh the-Grols! The
to seize or contest as many table quarters as Gealohn m-em-._he{rn_f..he.r
possible. At the same time Grishnak went last Space Marine biker!
bounding after the Predator, because if he could

destroy or immobilise the vehicle it would win

Adrian the game.

In the shooting phase the scorchers managed
te inflict a single wound on the Space Marine
Farce Commander (he was under the flamer
template, and Gav chose to take the wound an
hirn rather than risk losing a Terminator), while
Grishnak's shots bounced harmlessly off the
side of the Pradator,

As we entered the assault phase, the game
hung in the balance. If Grishnak could
immobilise or destroy the Predator, the Orks
would win the game. Grishnak did his best,
g a glancing hit on the wehicle -
tunately, rathar than a track, he pulled off
the Predator's lascannons!: Everything
n to Adrian's Gretehin, if they fled, the
game would be a draw... The biker weant first,
hacking down a Grot. Then the Grots struck
back causing a single wound. Gav just needed
a 3+ to win the eombat and draw the game —
and rolled a 2! The last biker went down, giving
the Orks control of che more table quarter than
the Space Marines. Adriam’s brave Grots had
won the day for the Orks!

CLEANSE AND BURN!

 SPACE MARINES: |
0 BOARD SECTIONS

1 BOARD SECTION
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IL ORDER ﬁ 0115-91-40000 MAIL ORDER 73 0115-91-40000

* Did you know that Mail Order can get hold of any of the old
Games Workshop metal Miniatures?

* Did you know, if you order miniatures we don’t currently
have, we’ll cast some up just for you?

e Did you know that post and packing in the U.K. is sel,
£4.00 for first class, £3.00 for second class, no matter
how many miniatures you order?

e
_g- "= ANYTHING AT ALL - GIVE US A CALL

01 15 91 40000 =

Mail order is open from 7am
to Midnight seven days a
weelk, including bank
holidays.

Alternatively you could fax
your order to us on:
0115 916 8002
Or post it to: Games
Workshop Mail Order, Willow
Road, Lenton, Nottingham,
NG7 2WS.

USING MAIL ORDER IS AS
EASY AS FALLING OFF A LOG!

LIsing Mail Crrder is as easy as falling off a provertial log! If you
have access fo a creditdebit card (ither Access, Mastercard,
Visa or Switch) then you can place vour order by phone... Just
ring the hugs number above, If not then don't despair, simply
write your order out on the back page and send it with a cheque
of postal order (available from your local post office) to the
address on the left...

Sea, a5 easy as falling off a log. Sl stumpead? Well than, pick
up the phone and call Mail Order, we're never too busy to halp!

W Deutsch/Holland Mail Order ey

VON 12 BIS 20 UHR OFFEN (Mez)
0044 115 916 8256

DIESE LEITUNG IST MONTAG BIS FREITAG

GEOPEND VAN MAANDAG TOT VRIDAG
VAN 12:00 TOT 20.00 UUR Nederlandse tijd

0044 115 916 8255

IL ORDER 3¢ 0115-91-40000 MAIL ORDER 73 0115-91-40000




Phone 0115-91-40000 to add any of these models to your collection

WARHAMMER

AN NN

- THERE IS NO TIME FOR PEACE - NO RESPITE

Warhammer 40,000 is a tabletop
battle game for two or more
players. In a galaxy riven by
endless war, take command of the
elite Space Marines or the

alien Dark Eldar in a

bitter struggle for

victory!

Available now

Warhammer 40,000

starter boxed

game and the 2688

page Warhammer
40,000 rulebook.

This box contains everything

you nead fo start playing. The comprehensive

rulebook includes game rules, combat missions and army lists for

the forces of the 41st millennium. You'll also find ever thirty Citadel miniatures to

begin fighting your battles with, plus tabletop terrain Including jungle, ruined bulldings and barricades.

JAIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-4000



- NO FORGIVENESS - THERE IS ONLY WAR

If you’re one of the first 1,000
people to place an advance
order with us, you’'ll receive a

cetifiate st Qureshiv. | | numbered certificate and an
e mane | | exclusive Imperial Eagle key
 emessdesi B0 1| ring. Just ring Mail Order on
R er. | 0115 91 40,000 to find out

how to get yours!

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



'Ha'il Order can also provide game and miniature parts « Mail Order

WARMAMMER

ADDAN

SPACE MARINES

CODEX SPACE MARINES ¢£8.00
The background, rules and army list for the
imperial Space Marings.

T

M T

g_'.
]
i

.. ,:E%

i

SPACE MARINE BATTLE
FORCE BOXED SET

£45.00

1 Space Marine Tactical Squad (includes
enough components to maka 9 Space
Marines and 1 Sergeant), 1 Space Marine
Terminator squad (5 Terminators), 1
Space Marine Landspeeder, 3 Space
Marine Bikes and 1 Warhammer 40,000

SPAC E M ARI NE i Ll > Gothic Ruins sprue.

BATTLE FORCE

T h‘;‘&sﬁﬂrﬁ&@mmﬂwm

. ORDER T 0115-91-40000 MAIL ORDER T 0115-91-40000 M



can also provide game and miniature parts « Mail Order can also pr
. CWARHMAMMER [

AN

SPACE MARINE
TACTICAL

WARHAMMER ~ i

- AD00D w4 £10.00
e : = Tl 1 Tactical squad of
: A . Space Marinas
{includes T special
ACCRSSOTY SONUS,
10 Space Marine
arm & bolter
Sprues,
{ Space Maring
main body sprue
and
2 Space Marine
back pack
spruas)

SPACE MARINET TACTICAL SQUAD|

NS

SPACE MARINE COMMAND DEAL

Buy the Space Marine Command Squad Buy the Space Marine Command Squad
with a Space Marine Razorback for OR with a Space Marine Rhino for

£35.00, saving £5.00! £28.00, saving £2.00!

SET !‘M%
|

i e i A

SPACE HARINE COMNAND SQUAD

L OHDE P 01 15 91-40000 MAIL OHDER T 0115.91 40000 I\



if there’s something you want to change on a deal - give us a call

WARHAMMER

' NEW PLASTIC

SPACE MARINES

Space Marine Tactical Sguad boxed set £10.00
T Tactica! squad of Spacs Mannes fincludes T special
accessoty sprue, 10 Space Marine amm and befter sprues, 1
Space farine main body sorue and 2 Space Marine back
PRCK Sorues).

Back pack sprus S50p each
Arm & bolter sprus 40p each
| Main body sprue £6.00 each
Special accessory sprue £1.50 each

SPACE MARINE SPECIAL ACCESSORY SPRUE z
EAET 00T Blick TL':1'|_I:'J;1|: Space Marine Bland -"';n_g_r.'J _"_{P;,L-.: Mlarime

SPACE MARINE BACK PACHK SPRUE
28530101004

SPACE MARINE ARM & BOLTER SPRUES
QEABN D00

T 0115-91-40000 © .




if there’s something you want to change on a deal - give us a call!

WARHMAMMER £

AnADD

HOW TO ASSEMBLE YOUR
SPACE MARINES

ASSEMBLING THE

SPACE MARINES

One of pour. Spacs  Marnas can. ba
apiprad with A famer insmead of o baiter
- e shaded Barmor show aidee,

ASSEMBLING THE
SPACE MARINE SERGEANT

Inmtead of 4 bolgun the Berpgeant cames &
bl il and’ a chainawiord, Hi also s =
soecial breasimate, o bare head aod &
banmar poke o his backoeck (24 shaded).

ASSEMBELING THE
SPACE MARENE WITH
MISSILE LAUNCHER
Yoy shay eguin one of your Spacs Marnas
with & migehe Jaonchsr - S ghaded missile
Funchar and seresunyes aidwn above.

GPACE MARINE MAIN BODY SPRUE (SHOWM AT T0% . OF AGTUAL SIZE)
HEIE010 GOE

T 0115-91-40000 T




If there’s something you want to change on a deal - give us a call!
WARHAMMER o

AN AN

SPACE MARINES

SPACE MARINE SCOUT quu'm © SPACE MARINE TACTICAL SQUAD

= 0115-91-40000 ©



If there’s something you want to change on a deal - give us a call!
;  WARMAMMER |

1080

FAST ATTACK
o TEEVRE S By 210

i 3 w7 . BOXED
e S T el : e sET

ot TSR - e e T R e .

SPACE. MARINE BIKE SPACE MARINE ATTACK BIKE
TRANSPORT

e ..-'-El} P‘"&s&-“-\-

T ——— SPACE MARINE WHIRLWIND

! A ME

Also check out the 1998 Citadel Minatures | iiiic e ”,.-E;é; L

SPMCE MaRiie
UEGEn -15 .3,“““”':

Annual, Space Marine Legends catalogue
and Mail Order’s ‘“Troll’ magazine for tons
of other Space Marine bits.

T 0115-91-40000 T

@
|



Phone 0115-91-40000 to add any of these models to your collectior

TERRAIN

per bag = . "%%:g: Ly

Goihic Buns
sprue B

Warhammer 40,000 Gothlc Rulns sprue A£5.00 each

Warhammer 40,000 Gothic Rulns sprue BE£5.00 each
Warhammer 40,000 trees £3.00 per ha

Imperial Command Tower £15.00
Imperial Firebase £15.00
Brass-etched barbed wire £5.00
Warhammer 40,000 Templates £2.00

Gothic Rums
Aprae 4

£5.00 for one sheet of
brass-etched barbed
wira: This is enough to
make three 6" sections of
barbed wire. See the
Forge World article in
this issue of White Dwarf.

AIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-4000




Phone 0115-91-40000 to add any of these models to your collectic

¢, Lhe L‘H‘rm remnants of long-dead warriors
» 1his ]"u.w. sac I!I].'.liu_LL e

pONED SET OF
of SKELETONS
WARRIORS FOR

£10.00

DUKE HARKON'S UNDEAD ARMY

For all you budding Vampire Lords out there, here’s the  Expanding your army couldn’t be easier. You can buy
deal for you. A complete LOOO point Undead anmy,  the complete 1000 | ‘IJ.Ilt Und Yy [‘]le an L‘lm
all for £44.000 boxes of Sk 3 ive
That means that you're getting the Mounted Wight  vou a nlﬂl

Champion absolutely FREE! Warriors FREE

1, umw UNDEAD
ARHY DEAL

o I A TErsy




Phone 0115-91-40000 to add any of these models to your coilection

e

BUNDLE DEAL

A iR AT e REGIMENTS OF RENOWN

This month you can choose an even wider variety of

bl w e miniatures with the amazing Dogs of War Regimanis of
| Epogs-awar e

Renown bundle deal. All you have to do is pick which boxed
sets and Individual figures you want from these two pages
{and you can include the Army book if you haven't already
got it!), then see which bundle deal they fit into and how
much you could get for free.

Spend £25.00 on any Dogs of War models
here, then pick £5.00 worth of Dogs of War
models for FREE.

Spend £50.00 on any Dogs of War models
here, then pick £10.00 worth of Dogs of
War models for FREE.

Spend £100.00 on any Dogs of War models
here, then pick £20.00 worth of Dogs of
War models for FREE.

So the more you spend on the Dogs of War Regiments of
Renown bundie deal, the more you get for freef

Eoxed st
In.::lum 5 Baddallo
s @00 4 Birchmen of

Catrezza for

standﬁrd h-ea rer-
et drummer and 2
Qores for

Boxed set

: Boxed set
¥ inciides Leopold. z R

* includes Roderiga

F— Trigh Karrizon
THIS E—MP‘HE gl e Ly 1TIS

Fikemen for

KES A . ETE e T standard bearcr, i 1 AR |
ENGINEER MA : ; 3 ! Delmonls,
PERFECT EDNhFUg % ?' i Igﬁ}m slh 1) dl"-l-::qmer I’-;m : B e st e standard bearer,
oA MIRAELMNU'FG i RIREHIE Tok 3 LB = hisrrblaweer ar 9

£1 75

sl AL -.I"-"\.l_ Ft‘.l
'; :‘3_,3;':3{{.

el B Algn Pory

T | i

AIL ORDER TG 0115-91-40000 MAIL ORDER T 0115-91-4000¢



Phone 0115-91-40000 to add any of these models to your collectic

Individual miniatures

g1 Pirates £1.75 sach or £5.00 for 3
L5 Standard bearer £RL00
Drummer £2.00

Marksmen E1.75 each or £5.00 for 3

Standard bearer £2.00

Drummer £2.08

Pikemen of the

Legpard Company £1.75 each or £5.00 for 3
Standard bearer £2.00
Drummer £2.00

Pikernan of the
Alcatani Fellowship  £1.75.2ach or £5.00 for 3

. Standard bearer £2.00

Mercenary General Lucrezzia Belfadonna Horn blower £2.00
Dasigriea by Michas! Perry Designed by Chris FitzParick

Birdmen £4.00 each

Golgfag's Ogres {troopers) E£7.00 each

Galloper gun, warhorse Et0.00

and 3 crewmen

Bearmsn of Urslo £1.75 each or £5.00 for 3

Standard bearer £2.00
Horn blower £2.00
Besiegers £1.75 each or £5.00 for 3
Standard bearer £2.00
Harm blower E2.00

If you want to get hold of any individual
MYDAS THE MEAN companants or simgly want to choose which
Cwsignsd by Micnael Perry individual madels fo buy, check out this manth's
Mail Order Troll* magazine.

o 1
[ [E L

- T
Designed by Aan pamy

d by Qe J_!m'.ﬂ'rm\ls g Daﬁiﬂ;%g\h;:ﬁzf:sl g Boxed set

Trish WMorrison Asarnil the
Dragoniord

= for E22

Dipaigne

i
E
|
i

i
i
i
{

:

PR S

; 3 0.
ichacl & Alan PeTY Dasigned by GEn i
i

Das'lg-:'rad. by Cnrts _FH:F'mr‘fdi
& Trigh Marrsen

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



Phone 0115-91-40000 to add any of these models to your collection

ADVANCE ORDERS...

MMow can you not only get all the newest A:ﬂ}-‘ taking advantage of Mail Order’s monthly -
Qﬁamﬁ Workshop boxed sets, models and books Advance Order deals! Don’t forget that if you
when they come owt; but also ensure yvou get them, pl'iu: an Advance Order with vs we only charge
hefore anyone else? 2.00 PEP — that's hall price!

HSUE IF - I ERD0

LK
L'SA
Europe

Gamns Workshop's action comic featuring
storles abaut all your favaurite Warhammer armies

bscrbe 1o Warharmemer Monthly now and not o ROW :
[ irth o i Subscriptions nu]I

1t 1in oatcher i ci b available throwgl
o L0 bax and twa £1 off vouchers on £5.00) klisters. other Mail {3|-|;1.3r_=_._;.

AIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-40



Phone 0115-91-40000 to add any of these models to your col!ectz‘:_

AOLL 11

This month’s issue of Troll, Mail Order’s own
magazine, is full to the brim with deals and
crazy ideas, including...

* Loads of NEW 40K army deals!

* Architecture extra bits to add to your casties!

» Undead army deals and conversions!

¢ Plus components pages for the latest refeases!

AND HERE’S THE REST: MOCEL CATIAYING CASE £20 00
WARHAMMER 40.000 WARHAMMER
HEW! WARHAMMER 40,000 BOXED GAME £RLAM WARFAMMER BOKED GAME EE0,00
HEW! WARSAMMWER 40,000 RULEBDOY [N SLIP CASE)  £25.00 WASHAMMER MAGIC £Ra.0
MEW! WARHAMMER 40,603 TEMPLATES £2.03 WARHARMEA SIEGE ) E16.08
_HEW WARIAMMER £0,000 BOTHCRUINS  E5.00 oer bag) WARHARMER ARMISS BOGKS 500
WEW! WARHAMMER 40,000 TREES 33,00 [28r 0ag) WARHAMMER ROSTER FACS - =

SODEX EPACE MARINES BOOK vELT 'n'.lhﬂfl-’lhﬂdl:ﬁ MIT l."ARDS £2.50

3 F40.00
MEW! SPACE WARINE TACTICAL STUAD ECHED SET - £10.00 NEW! sxrﬂqﬂmﬂfgn‘rggﬂ REGIMENTS S
NECBROMUNDA "CHADS WATRICAS Sog £100
MECACKURL D8 HARDEAGH BODH 220 .00 GHAOE HALBERDIERS £A5.60
_ K INDUSTRIAL BATTLEZONE o7 00 CHAOS WIGHTS £10.00
GGHKAMOHKA S0 OIERS OF THE EMPIRE - . E‘I_EII:H'.I
_ GOAKAMOAKA RONET GAME - 240.00 REGIMENTS OF RENOWRN
DIGGANOE BOXED SUPPLEMENT G _DOGS OF WAR BOOK £1500
NEW! GLLGFAG'S QGRES BOXED SET £PE.00
EFIC 40,000 BOXED GEr.rF.:ll-:c o £85.00 REWILEDPOLD'S LECPARD COMPANY SOKED SET £20.00
FIREPCAVER, EFIC 40,000 COMPILATION B e BT
— El e b LLE
BLOOD BOWL MEW! BIRDMEN OF CATAAZZA BOXED SCT 2004
BLOOD BOWL BOXEDGAME £20.00 |GG DRONG SLAYEAS AIRATES BORED BET Tin0a
MEAT~ £0%E BOKED SUPFLEMENT £10.00 ALGATANI FETL CWSHI BOXED SET i
TERRAIN _AACKNZING'SG GALLOPER GLUN BOXED SE1 £13.00
NE'W! WAIHANMER 40.000 GOTAIC AL 45 £5.00 par bag) ASARNIL SRAGOM LORD BOXFD SET S0
T NEW!L WARHAMMER 40,000 TREES £3 00 (per bag: LUCAEZZIA BELLADDNMA, TE.00
THEW! DARDED WIAE oD MERCEMARY GENERAL CR
Vo S MAIL ORDER T REDRG EZAASTHUCK & SEARMEN BOXE0 SET £33.00
WARHAMMER MOMSETERS CATAL DGUE £1.00 ELACK LIBRARY
NECACWUNDA, THE CATALOSUE gion HEW! GAMES WOHKSHOF GALENDAR £a.00
ELDAR LEGENDS CATALDGUE £1.00 HEW! WARHAMMEA MONTHLY, Carnic 43 . R2DE
NEW! WODs |.-:|_.|= _LI:I'_i 'Nubm““. _E1.00 IMFERND, Talas of Firtasy and Advanh.re &4 pads R o)
_CRC AN GOELIN L LESENDS CATALOGUE £1.00 REWT JOUANAL #28, 36 pages of hardenme Rabay £4.20
SPAFE MASNE | SGENDSE CATALOGUE G HHI:F"L'I'.".E? EFIC £0,000 caraplalion £4.00
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WHAT'S THIS THEN?
This is your Mail Order form. Mow 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 |z flll cut this form, stick it in an envelope
with your payment and post It to the address shown at the beginning of the Mail Crder section.

DESCRIPTION

PUBLICATION/PAGE

021002201

010110401

~ High EIf Spearman “ﬁ?‘j ANNUAL
Space Marine Imperial Fi ite Dwarf 223

| Please start my White Dwarf subscription with issue number: .....
| would like to subscribe to White Dwarf for 1 year 1/ 2 years ]

Ring Mail Order to find out what subscription deals
are available now on 0115 91 40000.

[ Please start my Citadel Journal subscription with issus number: ...

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

SUBTOTAL|

POSTAGE & PACKING |

GRANDTOTAL |
(TOTAL + P&Pj|

POSTAGE & PACKING

UK & BFPO: ind Clss S
AN -7y elvary 161 Claes
adc E4.00, 2-3 day dekwery.
Szsaclal Diadivery (UK only) and
500 Onjer Morasy o Thumsay
before tpmand s quaranized on
yrie chaeslag 1he e day,

Qverseas [Inciuding
Eiral: Sl 40 ol por cuder
waloa, 1l pois pay by cradt cand
puslsge snd packing =1 be
changed ot oo Hiess 1han wis
v oA a and paceing
o).

B B G e i L R ADDRESS::cosimianinaiininaiaiinzs

Method of Payment: Chague _]

Postal Order _]  Access/Mastercard [

Visal]

Switch ]

Card No: DDDD DDDD DDDD DDDD DDDD Card Expiry Date: ................

Cardholder Name:.........cocinviinnenseimisimsss e s

J
— | RSN

Cardholder
SIGNBIUPET. .. iviiviiimimistisassmns ad s sooa i 60 s dash amies sy s

Games Workshop Mail Order, Willow Road, Lentun,ﬂnttiﬁghﬁm NG7 m\rs -




SUBSCRIPTIONS

Take out one of this month’s
subscrlptlon deals, and you’ll
get extra issues of White
Dwarf absolutely FREE!

|

months for the price of 12!

Take out a Take out a |

2 year subscription 1 year subscription =
(24 White Dwarfs) for £75 (12 White Dwarfs) for £40
and we’ll give you 6 more and we’ll give you 2 more
issues FREE! That'’s 30 issues FREE! That's 14
months for the price of 24! :
4

Sy Callus on
mk 0115 91 40000, %
‘ \

y If you already have
4 a subscription then
i this is the time to &

think about
renewing it!
Give us a call for

details of overseas :
subscriptions.

NG
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