


BLOOD ANCGELS
By David Gallagher.
GAMES WORKSHOP NEWS

Wordy Bloke himself takes a look at what's going on here at
Games Workshop.

BORN IN THE USA

Mot Bruce Springstesn, but fellow American Chris
FitzPatrick. Chris i3 @ miniatures sculptor you know...

To beard or not 1o beard... that Is the question!

GCAMES WORKSHOFP STORES

Look out for a veritable tankfest of a store event coming up,
‘Armourad Fury', together with all the other great in-store
battles we’ve got organised for you.

GRAND TOURNAMENT

We take a look at the winners of this year’s two-day Grand
Tournament.

NOTTINGHAM HO

Special events and Warhammer World — the new museum.

MAIL ORDER 7

We've got lois of deals on Blood Angels and Dark Eldar
armies this month, aleng with the new Siege Tower and

even more Dogs of War!

R "

Lorenzo Lupo, Voland's Venators, Pirazzo's Lost Legion
and Vespero's Vendetta. Sounds like a right bunch of
ruffians to ma... T

Firazzo's Lost Legion

Here's Tuomas with a new Mordheim warband for you to
collect, the gold-hungry Dwards.

Dave Cain, former Grand Tournament winner, settles down
' on the couch and talks about how to use the psychology of
i your troops to your best advantage. MNow, David, tell me
abaout your childhoad...

Wa've been working Dave Caln hard this month! Mow he
takes part in a particularly vicious battle of impenetrable
army lists and shocking magle item comblnations, for this
Tuomas Pirinen Introduces something to help you storm highly entertaining, tournament-style battle report. Not for
those impregnable fortresses - Slege Towers. the faint-hearied!




WARMAMMER, .

BLOOD ANGELS CODEX 7

Close combat specialists, the Blood Angels Space Marines
are the latest army to hit the Warhammer 40,000 universe.

ANGELS OF DEATH 8

Gav Thorpe reveals these fearsome opponents and their
battle tactics.

‘BAAL’ PREDATOR 15 e _ TR |
This new varigtion on the Predator battle tank has to be CHﬁF'lhR ﬂPPRDVED 95

seen to ba ballsved. Just loak at thase turret guns! Andy Chambers has nicked the details about the different
: 1 g Marks of Chaos for Warhammer 40,000, from Codex Chaos
FRONTAL ASSAULT ON SHUNTA'S PEAKS 20 authar Jervls Johnson. Mot only that but there's a squad
Warhammer 40,000 is an ideal blg battle game, and to prove listing for the Legion of the Damned, too!

the point we fight a real stonkerl Featuring Gordon ; ’ 703 -
Davidson and John-Paul Brisigottl. Frodush Sode: GU219959220

UL

This is the model that Dark Eldar Lords have been waiting
for! Now the deadly aliens are even more mohile as their

Raiders transport troops deep into enemy territory]
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Adrian Wood  Andrew Sharman ~ Simon Shuker Graham Davey Mick Davis
<8,
When's dinngr?" - Should have been  “The aliens are “A haircut and "We meef at last, Ha combs that iiss-
Alias: Fat Bloko born an Ok coming for ma” somathing for the  Mr Bond® oo, tiesy Yim,
Joh: Editor Alias: Grand Job: Down- weekend, sir?” Alias: Wordy Jab: Evarything
Finl Gob Ealie Warlerd trodeden minion 1 Jok: Down- Blake else that needs
all the pias  Job: Oid Git What games trodden minion 2 joh: Chacking  40iNg
[Adrian has been  have you played  What games that, the What games
hWhEt gamels ; a Dwarfer for racently? have you played commas are in, have you played
a“ﬂ'ﬂ“'; Eﬂa}gﬁiﬂ over five years!) Mordheim, City of  recently? Just the, right place recently? I,m
NI Eic:kﬂ‘s ﬂ:mpalgn] What games the Damned jeringa & What games ruaning a 1,000
" have you played EtIJFﬂIC- campaign Warhar_’nmer : have you played poirt 4_(]!(
Whﬂt_arﬂ yau I'e@el'ltly? 40K {il'l fl|5IﬁQ my Cwarf CAMPEIGN, Using recently? 40K (in campaign.
painting/ Nick's campaign}. Treazure-huntars  my Chaos MNick's campaign).  What are you
modelling at the wargand). Dasman army. painting/
moment? A& What are you What are you _
gt painting/ What are you What are you painting/ modelling at the
Specder modelling at the  Painting/ painting/ modelling at the ~ Mament? Dark
e moment? modelling at t_he modelling at the moment? A I_Eldar Ilncul:u_
;u'hltg Scars i Azzembling the moment? A High — mament? Anew  pesgly convered  (Bxperimenting
s NS Ork Stronghold Elf _Seaguard T'_.'Iran:d anmmy Bloodthirstar with gloss varnish
; card building ragimant and my (with lots of model (it has on the armour).
{with a few extra ~ ©Wn Space COMVEFSIONS). taken months!). Fact: Mick is
Orky bils acdded Marine Chapler - paey. Separated actually cold-
an, of coursa!}, the Storm at bieth Trom blooded and
Hawks. Andy Sharman. never, aver blinks.
e SR i i e S G e et T 1o

HANDS UP IF YOU
NEED MORE STAFF FOR
WHITE DWARF

We need enthusiastic gamers with skills relevant to a
professional publishing environment, to help us produce our
monthly magazine.

The successful applicant will have the opportunity to work
on their beloved White Dwarf. This will require dedication,
perseverance and above all an almost unhealthy love for,
and knowledge of, cur products {simply knowing the
difference between an Orc and an Ork isn't encugh).
Applicants should have a working knowledge of both
AppleMacs and Quark Xpress (Aldus Freehand and Adobe
Phaotoshop would alse be helpful). If you think you’d fit the
bill in all of these key areas and want nothing more than a
career at Games Workshop, then drop us a line.

.

Human Resources, Games Workshop Ltd, Willow Boad,
Lenton, Nottingham, NG7 2WS.
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avery month.

¥ touch.
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PAINTERS WANTED
The Games Workshop Design Studio is currently

" lcoking for fresh blood to join its talented team of
flgure painters, the 'Eavy Metal team.

We are looking for people who enjoy colfecting and painting
armies, hava a good undersianding of our geme worlds and
backgrounds, c¢an handle the pressures of constant
deadlines and, most importantly of all, can paint armies to
the consistantly high standards that appear in White Dwarf

If wou feel that vou are the sort of self-motivated individual
whe can handie ail of that and marg, then please gat in

inferested? Send yvour details (not models) to:
Human Resources Department, Games Workshop Ltd,

S A e et i Sl g ai

BLOOD FOR
THE EMPEROR

Even amongst the Space Marines of the Adeptus Astartes, the
Blood Angels have a fearsome reputation. One of the celebrated
First Founding Chapters, the Blood Angels have fought the
enemies of Mankind for ten long millennia. Tales abound of their
bloodthirsty exploits and stories of the dark flaw that mars them.

Like all Space Marine armmies, the
best reason for collecting a Blocd
Angels army is that they are simply

Biood Angels Company Standard Bearer and

Tactical Space Marine

some  of the hardest, toughest
warriors in the 41st millennium! The
Blood Angels in particular excel at
close quarter fighting and hand-to-
hand  combat,  with  highly
specialised assault troops such as
Veteran Assault squads and the
dreaded Death Company. Blood
Angels are superk at ripping the
heart out of the snemy - guite
literally sometimes!

Blood Angels are
gripped by the spirit
of  their  Primarch,
Sanguinius and in
battle they are prone
to entering a berserk
frenzy of bloodletting,
known as the Black

Rage. This is
terrifying to behoid
as they unleash
their righteous fury,
butehering any
enemies that lie in
their path.

MUDDLED
_MAGIG,

The Games Designers have
naticed an unfortunate mistake
onh one of the Skaven spell
cards in Warhammer Magic.
They asked us fo [et everyone
know, so the packing quys don’t
have to keep putting an errata
sheet in every box!

The Skaven spell Curse of the Hormed
Orne says on the card that it remains in
play. This is nat right. Although the
spells effects can remain {enermy
models may still be under the contral
of the Skaven player), the spell itself
does not remairn in play and should be
returned to your hand once it is cast,
You can therefore cast it again in

subsequent turns, on the same e
or different units. m
3
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The Citadel Miniatures
1999  Annual is  the
complete and definitive
catalogue of our current
range of miniatures,
inzluding all releases up to
and including WD228.

CARD TERRAIN

Starting this meonth we are releasing the card building
sets out of the Warhammer Campaign packs. These
sets are ideal to create themed battlefields to
play aver. First out are the Bretonnian
encampment (bolow) and
Undead buildings (fro
Circle of Blood).

Whether you're planning a
cunnming Gonvarzon or You
just want to chose specific
figures to go in your regiment,
every part of every model has
its own code 30 you can arder
precisely what you want.

In White Dwarf 225 we ran a
competition to win some of

Andy Chambers’ Battlefleet
Gothic playtest spaceship
models.

The right answer was of course,
the Righteous Endeavour, and as
promized last month, here are the
names of the winners; Mark Charters
from Bishop's Stortford, Kathy Heath
frorn Worcester and Adam Mankin
from Bexhill-on-Sea,

BATTLEFLEET
COMPETITION RESULTS

Well, those were the first three
correct answers drawn out of our
sack of postcards, but we were so
impressed with one particular entry
that we just had to award it a special
prize. Jeppe Burchardt from
Denmark actually made his postcard
into a three-dimensional Crky glyph!
Mice one Jeppe - it now takes pride
of place on Grand Warlord Wood's
computer!

Congratulations to all the lucky
Winners.

Adrian gefs all excifed,

PAINTING LESSONS

Inspired by the fantastic new Warhammer 40,000 game,
everyone at Games Workshop HQ decided to shoot each
other for real and organised a day out paintballing.

Painthalling invaolves running arcund in the
wocds with guns which fire little balls of paint
that mark your cicthes so you know if you're
‘dead’. As wou can see, lan Cviclim’®
Strickland  got hit by so much paint, he
refused to be photographed with his camo
gear on! Mid-mannered Wordy Bloke
Graham Cavey became Psycho-Killer Bloke
for the day, while Paul was rather shocked to
read the name on his ammao cannister.



Games Workshop are
proud to announce a
range of cool new !
gear — T-shirts and
tops {made by Blue
Grapa) and metal
keyrings, badges,
dog tags and
pendants (made by
the Bulldog Buckle
Company}, all
featuring stylish
YWarhammer 40,000
designs. %

Just g few
examplas of the
excellent Melal

Ardwear

These will be
available in selected
Games Workshop
stores and
indepandant hablby
shops. Altcrnatively

you ¢an order clothing
direct from Blue Grape
(0115 912 9200) and
‘Metal ‘Ardwear’, as it is
called, from Bulldog
Buckle Company (01823
3407000 or just by ringing
Mail Order (0115 31
400003,

Siman, Nick and Graham
ol some of the new
clothing, in & compefely

WAVING
THE
BANNER

Cut this maonth are new packs of
High Elf and Dark EIl banners.

These are full colaur, sticky-
backed banners that you
fold around the banner
pole, making it easy io
have great locking
standard bearars for your
regiments.

High EIf
standard
bearor with
ane of the
naw bannors

natural, lolally unposed phafo.

The Mega Paint Set
contains. all. the
paints  you could
possibly need. How
do we know this?
Because it containg
every single calour
we di {that’s
sevanty-five pots of
paint)!

Also in the box are a
full set of seven
brushes, PVA glue,
bags of sand and
flock, five empty pots
to mix up and keep
special colours, a
mixing palette and a
Citadel painting

CITAD)

DD ELLTHE FARIC

MEGA PAINT SET

CETATEE

WODELLING Fiach

guide. What more
could you ask for?



Carnage and
ﬁﬂayhem frum the f;r

By the tima yau read this, Gamos Day 98 will most likely ba but
a distant memory; howeover, at the moment we are all st
racovering frem the after-effecis, But what a great day it was
and we'd just lika to say & big thanks to all our readers and fans
out there who endured the queue and then made the mignty
assault down eight flights of stairs to get to the Black Library,
We cerainly had a great day and [ hope we'll see you &l next
year for an aven bigner and better day!

WARHAMMER MONTHLY
ASSASSINATED
Anyway, as you might imagine, things
have bean a fille hectic here, but
nonathaless we still have anolber
aclion packed issue of Warhammer
Monthiy. This  month's  comic
features a paricular favourite of
ours — Assassins, We won't spoil it
far you but there is plenty of
mayhemn and carmage as the
Vinaicare Assazsin coolly oxacuras
his. grim duty — and scores of
haretics foo.

ADEPTUS ARBITES ARMY LIST -
CHAPTER APPROVED

For all you hardoore hobbyists out
there, you'll be pleased to hear that
arother issuea of the Citadel Journal
will be hitting the shalves ihis
manth. Amaongst a whole plethora
of great articles about the Games
Workshop hobby  thera's  the
Adeplus Arbites army list Tor the
naw edition of Warhammer

40,000, The good news is that the

Games Designers have officially
‘Chapter  Approved”  this
article, so you can use it
in your gamss without
the permission of
your opponent

{akhough it might

ke poiita to

mention it

beforehand).

NEW RELEASES
THIS MONTH

WARHAMMER |

T b b P T AT LT S

: This month's Warhammer releases:

WARHAMMER SIEGE

Siage Tower [piaslc boxed se:) L2000
DOGSOF WAR

Pirazza's Lost Legion {melal boxed set) £20.00

Pirazzo's Lest Legionnaires (threse models per blister) 05,00

Voand's Venalors (metsl boxen sef) £20.00

Woland's Venators (one mode! oo blistar) £4.00

Vasperc's Vendeta fmetal boxed set) £5.00

Wespern's Verdela Duallisis (three made's per listar) 05,00

Lorenzo Lupo (one model per blisier) E4.00
HIGH ELVES

High EIf hannars £3.50
DARK ELVES

Darx EIf banners £3.50

WARHAMMER

AnANND

S_PACE MARINES

Bleod Angels Codex £4.00
Bacd Angals Desth Compary (meta’ boxed sat) £10.00
Ceath Company Craplain (ora mode: per olister) £4.00
Blood Angels Space Marines (twa medels par Blister) £4.00
Raa’ Predator (plastic & metal boxed sef) £20.00
Commandar Dante fone model per blister) re-rolease £7.00
Ancihecary Corkule jone model per blister) so-relezse L5.00
Capian Tycho (ne mode! per blisterd m-release £E.00
Chigf Ligrarian Maphiston {one modeal per blisters re-release £7.00
DARK ELDAR

Lark Eldar Raider {olastic boxed sat) £12.00
Dark Eldar Jetolke squad (plastic & metal boxed sal) £18.00
Dark Eldar Geastmaster (one model per blister) £3.00
Drark Cldar Warp Bersts (two modsis par blistar) £5.00
Lark Eldar Lord {one macel par blistar) £5.00
Dark Eidar Ingubi {lwo modals per blistar) £5.00

- Derk Eldar Incuby with aszaul wespon (one rmodel per blisser €500

Urizn Rasarth, Master Hagmoncu s (one modal per bliser]  £5.00

This month from the Black Library:

Citadel Journal 29 4,00
Warnammar Monthby 10 EZ.00
19892 Annual {miniatures catalogua) £7.50
Mega Fairt Set (complere pain: range, brushes efo.) £100.00
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ANGELS OF DEATH

By Gav Thorpe

The Blood Angels are proud, noble warriors who have served the
Emperor since the founding of the Imperium. Gav Thorpe, the
Games Developer behind Codex Blood Angels, gives us a few
tactical tips on how to fight with a Blood Angels army and delves
into their history to discover their darkest secrets.

Cav Thorpe

When it was decided that | would Be writing Codex Blood
Angels, | really looked forward to the task. Although Fva
nevar been tempted 1o field a Blood Angels army (all my 40K
time is spent honing my Eldar army), Fve always had a soft
spol for them, in terms of the background. The Bload Angels
are one of the bast Space Marine Chapters for me,
apitomizing 50 many things sbout Space Marines in general.
They are proud and fierce, barely controlled in combat but
highly skilled and deadly. They have a long and glorious
history, having served the Emperor since the daswn of the
Age of the Imperium. They are harled across the stars as the
saviours of Armagedden, their countless victories retold to
gach generation alt gver the galaxy. And yet, despite thair
nohility and the famed sacrifice of their Primarch
Sanguinius, they are flawed heroos,

The Blood Angels are grippad by a 10,000 year-fong curse,
a feverish bloodthirst and unrelenting anger brought upon
them by their flawed gene-seed and the memory of their
Primarch's bloody desth at the hands of Horus, On the one
hand they are full of pride, due fo their numerous military
decomplishments, their honed aesthetic sensc and their
distinguishad history; on the other, they are shunned by
those who suspect the nature of the flaw, and they must do
all they can ta hide that maost heinous of secrets from prying
eyes, They must turn a deaf ear on the wails of tormant that
cry out from the Tower of Amareo, they must ignore the
glazed look of tloodlost that fills their brethren’s eyes in
battle, and they must saarch, eternally. for an end to their
inner torfure.




T~ FIGHTING WITH
A BLOOD ANGELS ARMY

I ig our hope that each army. be they human, alien or one
of the many different Space Marine Chapters, will play in a
very different way on the Warhammer 40,000 battlefiald.
There was one over-riding factor in my mind when [ was
wtiting - the Bloocd Angels Codex — impetuous and
uncanirollable, but almost unstoppabla in an assaul. And
that's just how they turned out. With a couple of special
rilas to represent the effects of the Black Rage, the Blood
Angels are definitely an army that relies an: close attack
rather than long range support. With - Honour - Guards,
Vetoran Assault Squads and the awesome Death Company,
plus a few salect items of wargear, a Blood Angels army has
acness to the most devastating close combat troops in the
Imperiam.

Throughout writing Codex Blood Angels, 1 took the red-
armoured ones to battle against g variety of foes, from the
eluslve Eidar to the brtal menace of the Orks. Although |
would not censider myself an expernt by any maang, | wodld
ike to pass on & few of the tactics | picked up during those
battles. Many of you will, I'm sure, disagree with what | have
to say, and Hat's fine, But | hope some of you will draw
inspiration from my chservations and | can help you lead
your army o that glaricus victory you deserve.

Not anly Blood Angels players will find this useful, 1 hope, as
many of the tactics 'l talk about apply equally well to the
assault troops of other armies, with a degree of
interpretation. Anyway, here goes.

THE ARMY

Ower the page you'll find my “standard® 1,500 points Blood
Angels army fist. With the experience Fve gained, this would
b oy defaul choice for an army aganst any opponent {you
might like to thirtk of it as a Tolurnament army — ready for all-
comarg). It is chosen using the Standard - Mission force
crganisation, but is usable in almost any scenaric.

me say that the Blood Angels are tainted: that they
harhaue 1 dark secret. 1 know this o he truc 1 Have scen
the infamous  Dreath Company: - wild-cyed and  foam-
limb from limb,
nes and rip out
g Priests; the passing

mouthicd beserhers who tear their enen
crush skulls with 2 single blow, sa
inner organs. | have seen the Sangu
of blovd-filled chalices from kip to lip. heard their
wracking lamentation Sanguinius death. | have watched
their situals: mighty warriors. danbing their armour in the
bload of their faes, heard them crying for vengeance against
the cacmics of the Emperor.
And I perhaps the onk
walked along the cells of the Tower of
hall-heast ing -at their hars, cluiching af the air heard
them howliog with eodless griel, torment and hlnerd -fever.
d the Twilight Feast. when the
ts apcient blood rites, batled

only normal man to have done so. have
don. | saw those

Pechaps 1 alone have wit

Chapter assembles to perfo
in the ruddy s serting son. [ am onc of those
in the Sepulchre of Heroes: entered
rved the Blood
gorated by dbcir

rare fow who has s

the portal of 1he 1
Angels waking from their s
unpatural rest. _
All these things 1 have seen, and ] shudder  at the
Who can tell what = in the darkest
corners; what rites and practices remain hidden cven to me?
The Blood Angels are indeed ancicnl and terrible; and only

1ol Amareo

recollccticn,

the Toolish have: so frar of then”
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WARHAMM&R
/40000,

-— \ 9 o you think you'rc worthy
L enough to command the might
: - of the Space Marines? So you want to
WAaH AMMER - build a Space Marine army but you
- don't know where to start? Or maybe
4ﬂ ﬂﬂn & ? you're a]rtad}' the proud owner of }Irhf:
. Warhammer 40,000 boxed starter set
' and want to expand your Imperial

force? Look no further - the Space
7 Marine Battle Force has arrived!

So, what's inside the box?

1: 10 plastic Tactical Space Marines,

. 5 plastic Terminator Space Marines,
1 plastic Land Speeder,

= 3 plastic Space Marine Bikes

- # and a set of ruined gothic buildings.

Fear not... [

The Emperor knows.
8 The Emperor is watching.

“SPAGE MARINE

BATTLE FORCE

c Bu

Availablr: now for £40



toa Sangumary Priest with 2 reduﬂfor {5]1
and Exsangumamr {3&}

: Veteran Sergeam [12}, aﬂﬁad
\!}fﬁﬁ -a oWer weapoen {151 2 f'.-'LaF'mﬁs Are.
j arm wﬂh plasma pistols {f{]} """

TFeel the wrath of Sunguinius; grasp
it with both hands and with that

ilmighty rage, smite thine enemies

Commander Furioso of the Blood Angels [343833]

GAV’S BLOOD ANGELS Aﬂhﬂ"
1:3&@5:{ BLOOD ANGELS STANDARD MISSION: ORGANISATION GHART)

§ Elite 2. Furioso "_Djreadm
; smoke o ;‘é
the T“D[Icrwmg wargear arm‘icer armor E.Eﬂ} A e e =

Iron Halo (25) and Terminator honours {1,5) 5
Plus 5 Honour Guard (90 with ;ump pﬁcﬂs

'\-\.‘fl'!::l

Tmnps 2. 5 man Tai:tmal squﬂd {?&J
Tarmed with bﬂlters anﬂ a m-ssﬂe Iamﬂ'aar

Tmma :k 5 pan $z0ut squaﬂ {65) ar‘med
‘with combat shotguns {freej and lad bar ﬂ
Veteran Eargaant {185

FﬂEt .‘ﬂmlﬁ Land Sp&eﬁe; Tornado {?5} :
"M:h mUF%mefta {15J and heaw ﬂﬂ!‘ﬂﬁf it

Haaw suppnrt Pmtﬁigg ‘B&ai‘ uaﬁ;ar.ﬁt

& (11 a} with smoke muw@ _{3}@

..r;. T BN e B s
SIFPORT

Looking over the army, there are a few obvious things you'll
probably spot. First of all, | have definitely gone: for the
assault opticn -- Chaplain, tooled-up Force Commander with
Honeur Guard and a Vetsran Assault squad. The anly rest
fank-busting” heavy weapons in the army are the second
tactical sguad's missile launcher and the Tomado’s multi-
mefta; 'l usually feave the fikes of Leman Russ battle tanks
and Chaos Marine Predators to the Furioso Dreadnought, or
ane of the squads with plasma pistols getting it from tha rear

The Scouts are armed with combat shotguns rather than Bolt
pistols and close combat weapons, as | see thelr role as
harassing the enemy while my assault units move into
position; rather than getfing stuck in themselves. Fva gona
for shotguns because they are Assault 2 weapons, which
means that even if | roll a1 for the squad when testing for
the Black Rage, they'l still be aBle to firs af full effect. They
can keep mobile. moving frorm position to posttion, whilst
pauring a sleady torrent of fira into the Enetmy. fmm cover,

You'll also soe smoke lgunchers playing a prominent role,

It's ne gaad having vehicies which are great up close if they

don’'t get near enough to the enemy fo do some damage!
The Bhino and Predator race forward at top speed [ineluding
over-charged angines for the Bhinol and then fay smoke on

thé first tum: The second fure, they're in position for the.

prper aitack. The Land Speeder Tomado is also smmed for
chase altack, with short ranged weapons, and uses s spoad
o protect sl (remember a skimmer can only: suﬁer
ganeing: hits when maoving over 8"}

USING ASSAULT SQUADS
The specialist close cormbat squads cam really tear an
enemy apart in assaults, but they cost a lof of paints and are
of course virally worthless if vou can’t get them into the
thick of it. 've also seen many bafifes (and dona it myselt)
where & player has thrown his assault units forvard inko the
middie of the enemy, killed a couple of enemy squads and

then seen his prized wariors get gunned down by the .




massed fire of the o g fo Strange as it may sound,
ol need 1o be p ith ault troops — getting
¢k in al the first opportunity is
ould make sure it is an oppartunity and not a death irs

The strength of r:-:.-.;.ault units s Thulr ahility

support frcnm the rest of thc arry by
If‘liEW"’-“rllﬂg fEerH'I Eaamplc 1 shows what | meaan.

and tha enrﬂrrw urtil hey «trﬂ-e

Anather important point fo remember is the speed of units

with jump packs. You can sometimas make it | 2]

be attacking one part of an ensmy army w your real
K uJ"En’.’I’lPir l:}r'l thie bit'i!—"flpfﬂ E11_.r gt -4P'|nq thro i

mander or a r.:mr:'l uruJF'fE-ndF-d It thu-
IhF'n ¥ou can attack tho wi

;arl'i Orks. Rather than cl::-':lr'g with
thn=m come o you us nq i

apprc-aLh i :
the opposing: arm'_-.r :uae.iws ;-uur I|r1 I JI'II"h a co
ttack against F'hE enemy, hopefully de a killing

5 of these assault unils allow them Lo rapidly
rE.IJErpluv ack the  battle to where they are most
neaded; providing an excellent reserve force fo counter any
enermy breakthroughs.

2. The Blood Angels are
now threatening the Leman
Russ and the heawy
weapans squad, I the
Impenal Guard move their
units to protect ane of these
targets, the other becomes

N,

vilnerable. If they split their |

dafance between both of
tham, neither force is likely
to ba powerful enough to
stop the Assault squad,

£ In this example,
Imperial Guard squad 3
is izolated from the rest
af the army by the rins.
The Assault sguad uses
the woods to shield itzlf
before it launches its
atfack.

When the Imperial
Guard squad is
destroved, the Assault
squad should be safe
from much of the
Imperial Guard's fire.
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“The voice of my brothers
blood crieth wnto mc from

the depths of time.”
Chaplein Bameul, Third Battle of Dark Peak

Since the dawn of the Imperium, the Blood Anpels have been st
the forefront of the battle Wars uonumbered have they fought;
countless are the cnemies of the fmperium who lic dead by their
hand Many worlds Have they saved. many micbaces have they
eradicated. And yer. amongst this proud J:Lmur'.- of battle. there
is npe conflict which iz ranked above alf ath:rs, heralded 1o the
furthest reaches. of the galaxy. o hattle the thought of which
causes the Bmperor’s foes o tremble in decad. fearing the wrath
of the Blood Angels Who among s has not heard of the Banle
for Armageddos?

Long had the forces of Governor wos Strab fought against the
greeo-shinned hordes of Ghazghlull Thraka, thrice—cursed spaven
of hell. Magnilicent weee the deeds of Commissar Yarrick and
those who fought beside hir. Yet it was the Blaod Angels who
were the oltimate scourge of the Orks on that desolate. ruined
planct,

Like the Angels of Death that they are. the Blaod Angels struck
at Thraka's host with fury unhousded: Was it not 2 handiul of
their aumber that held back 2 living tide ar the Batile of the
Bridge? Blid not Commander Dante tomself lead bis ferocious
warriors into the heart of the Ork army? Before the Blood
Angels” onslaught rthe Orks were seattered like dead feaves in 2
gale. Bovntaios of the dead lay in the Blood Avgels’ wake, but
their thirst for batfle was oot =ated. Five score Orks waled for
every warrior, hut did the Blaod Angels pay heed to any peril?
Of course ool Driven by their Jovalty to the Emperor they
souglt battle after battle, braring their losses with determination.
killing all that =tood in their path Not while coc Ork ook
beeath did they rest and their acts of walowr served to mspice
those arownd. them to: ever preater efforts in their attempts ta
wipe out e Ork menace

Whatever fate awaits the Blood Angels in the foture. they will
be remembered forever a5 the Saviours of Armagcddon,




BLOOD ANGELS MARKINGS & BANNERS

SQUAD BADGES: 1 2food Ang -ampa zds are COMPANY BADGES
identified by ; WD

Warh or riget showlder pag,

BOon

2nd Ca, 3rd Co.

BADGES: C HELMET COLOURS

forward: @

cal, Aseautt &and [
ntified by

Red Yeflow Blug Gold
{Tactical}  (Assault) - (Devestator) (Horor Guad

irila at the
dard bears

Blood Angels bear tha Chapter badge on their left shoulder pad and a company badge on their right shoulder pad. The
Chapter badge is norfally black on & red lield, except for Sergeants. who have a yeflow badge on a black field {and their
campany badge on a biack field as welll, Honour Guard use a black skulf emblem instead of a compary badge, and Veteran
Assall Marines use a white skull in place of the comparny badge. Captains replace the Ghrapter badge with their own parsanal
emblerns [which are unigue te each caplain) which are usually rep=aled on a banner ar standard, if they carry ane.

LET2 :
BLOIC AED i =

- j y i
IAAlst, e HONOUR GLIARD VETERAN ASTALLT
BLOOD AMGELS SERGEANTS BADGE |RIGHT BADGE [RIGHT
CHAPTER BADGE = CHAFTER BADGE EHOULDER]) SHOULDER)

ARMCUR

ELOGC RED
AFNCLR

J.TRAMEIIKES
SLUE HELWET

SERGEANT TACTICAL MARINE ASSAULT MARINE DEVASTATOR MARINE

The colour swatches show which colours were predominantly used to paint each model.
Permmigsion granted to photocopy banners for personal use oy



BAAL PREDATOR

Out this month is the awesome new Blood Angels ‘Baal’ class Predator. To help ynu
get it into your Blood Angels battleline as quickly as possible White Dwarf presents
the rules for this devastating Space Marine tank.

The Blood Angels’ hunger for close quarter fighting s
prabably greater than any cther Chapter. To this end, many
Blood Angels wehicles hawve supercharged engines and
some have been medified to carry weapons that aid the
-~ Blood Angels in their favoured style of fighting.

The ‘Baal class Pradator tank carries a differant weapon fit
to s more standard cousing, the Predator Annihilaior and
Destructar, The Baal is anmed with twin-linked assaulf
canngns, noted for their high rate of fire. The tank is
designed to lay down a torrant of supporting fire as the
Bisod Angels advance. It is able fo mow down enemy
infantry and light vehicles with horrifying afficiancy.

‘BAAL’ CLASS PREDATOR |

Paints|Front Armour Side Armour Rear Armour BS
Predator | 110 13 11 10 4

The ‘Baal’ Predator is a Heavy Support unit and takes uﬁ! T
one Hedvy Support allocation  slot on  wour force
organisation char.

Type: Tank
Crew: Space Marines

Weapons: The Baal is armed with turret-mounted, twin-
linked assault cannan.

Options: The Baal may be upgraded with two side-
sponsons armed with heavy bolters or heavy flamers at
+10 pts each.

The Baal may be equipped with any of the following
vehicle upgrades at the cost listed it the Space Marine
Armoury. dozer blades, extra armour,  hunter-killer
missiles, pintle-mountad  storm. bolter,  searchlight,
smoke launchers (see Codex Space Marinas).

Nofe: the "Baal’ Predator is a unigue Predator variant and
can only be used by the Bicod Angels or Blood Angels
successar Space Marrne Chapters .rsea Codex Blood
Angefs}



Even amongst the Space Marines, whe often live for
several centurics, the Blood Angels are noted for their
excessive longevity. Bome amongst the Inquisition have
pointed out that this longevity seems fo be incrrasing
gradually with cach passing gemeration, but no-cne can
offer an explipation a3 1o why this should be so
Theic slow aging process has been ancibuted by some
to the peculiar nature of the Chaptor’s pene-sced.
while others fear that the Blood Apgels’ lives are
sustained through more grisly meins. Whatever the
reason. @1 1% not vocommoen for a Space Marine with
Sanguininy genc-sced to live for wp to ten ceoturies.
In fact, the carrent Lord of the Chapter, Lond Dante,

has served the Imperium: for over LIM years and

shows linle sign of succumbing ta old ape

Terminator Assault squad
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iy C@ﬁx ok S“‘ f - Those dtdlcatf:d Snns of Sangulmus amongst you will
N o it L [ '.. already have Codex Space Marines within your grasp
BLQGD AN I!E-.j" ok  and have scattered the Emperor's enemies before you.

: & Now your mighty task of cleansing the Imperium of g
- heresy is a little casicr - Codex Blood Angels s here!

This 24 page book is a supplement to Codex Space :‘.;

Marines and contains:

All the unique Blood Angels entries to add to the fo ™
Space Marine army lList, with the full low down on
the special Blood Angel rules, troops (such as the
rightly feared Death Company), vehicles and awesome
wargear available.

Full rules for all the Blood Angels heroes
(Commander Dante is well ard!). And a special

Blood  Angels  battle

y o mission, 'Frontal Assault” "0

An  excellent  section o
packed full of tips on §¥
collecting, painting and
playing with the most &8
bloodthirsty fighting force = I8
in the Imperium. A0

Get it before the enemics
of mankind get you..

Codex Blood .Jl.ngl.']fi is not a stand alons Codex
You will need 2 capy of Codex Space Maripes

to make full vse of the Blood Angels army list L;I.F'ta.l:;il 'lp-im &

“Cry Havoc and Tet sllp




i lood Angels ¢
% are the most
ferocious of all
- the Space Marine
- Chapters, falling
upon their foes
with a superhuman
strength and the
berserk fury of

madmen.

_ z il
Bland Asgels Deuth Company

8 This Codex will fet you focus the
black rage against the vile heretic.
Available now for &4

This.is.a supplement tar ke Warkammer 40000 game and Codes Space Marines. Yoo must possess 8 oooy of thie Wathammer 40,000 garme i
1 Codex Space Blarives in arder 1o be-abie o use the content of this back.

L3l the Ctgda Cpels g mes Waikatop, the Games Vireeng fioc and Waaimer 20 fegsiened taasaks of Smnes Worsshon Lid £ Games Borshan Lin. 1995 Air 1l fezenved
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FRONTAL ASSAULT
ON SHUNTA’S PEAKS

A Warhammer Battle Report by John-Paul Brisigotti and Gordon Davidson
Reported by Gav Thorpe

In this month’s battle report, the fury of the Blood Angels
is unleashed against a warhost of Saim Hann Craftworld Eidar.

Gav: For this issue's
Warhammer 40,000
battle report we
thought we'd go
completely over

the top! The new
Warhammer

40,000 rules are
written o enable
plavers to fight
large battles in a
reasonable amount
of tine and with as
Sew headaches as possible,
Sa,owe ook this 1o e exlreine

and asked Gordon and John-Paw! to
pul together a 3000 point farce each
from their own armies (bear in mind tha
ungder the old svstem thiy would be in the
repion of 3,00000,000 poines! ), Gardon has
the mighty Blood Angels and Sofn-Paul the
Jawt-maving Eldar

Ter decide wiich mission was 1o be plaved |
rifled on the Siandard Missions chart and
got a vesule af ‘Change of Orders’. This
meand that John-Poaul and Gordon would
be plaving a Baitles scenario, They
rolled off und determined that the
Blood Angely were attacking, and
renerated a Meal Grinder mission.
However, in Codex Blood Angels
you'll find the rew Fronial
Assaull mission which Blood
Angels fight instead of a
Meatgrinder. So, 3,000 points
of frenzied Space Marines
trying o wipe our 3,000
poinis of elusive Eldar -

-'": this showld be interesting.




Frontal Assault is & new Battles mission. If the Blood Angels are aliacking and roll a result of 3-4 (Meat Grinder),

play the Frontal Assault mission instead.

OVERVIEW

The Blood Angels are attermpting to eradicate an gnamy from a paricular battlezone. They must attack swiftly to
utilisa the element of surprise and destroy any threat they encounter.

e

SCENARIO SPECIAL RULES

Frontal Assault uses the Victory Foinls, Reserves, Random Game Length, Infiitrators and Deep Strike scenario

special rules.

mi The defender deploys his entire force up to
24" from one of the short table edgoes.

: The Blood Angels player deploys his entire

force at least 18" from the defender’s
deployrment zene, Any units which deep sirike
may be kept in reserve. Any Bfood Angels
infiltrators may deploy anywhere outside the
defender's deployment zona,

% The Blood Angels receive the first turn as they
laurnch their assault.

MISSION OBJECTIVE
The Blood Angels must destroy or break as many of
the enemy as possible. The defendar must eliminate
as many of the Blood Angels as he can whilst
preserving his own troops.

The Blood Angels score double the normal number
of victery points for enemy units destroyed (including
units falling back at the end of the game or having
already fallen back off the table). The defender
scores additional victory points for each unit that is
not destroyed, equal to the peoints value of the unit.
For example, if the defander had an inlact unit warth
150 points, they score an additional 150 victory
points.

RESERVES
Blood Angels troops who can deep sirke may be kept
in reserva,

board edge of their deployment zone, using the normal
Fall Back rules.

T E AT
SRR -

GAME LENGTH
The game lasts for a random number of turns

(see the Scenario Special Rules secction on pages
132-137 in the Warhammer 40,000 rulebook).
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THE BLOOD ANGELS

Gordon: When the large round man with the spectacles

reed {in what alternate reality did
that happen, Kitface? — Paul Sawyer), Actually there
was na debate in my mind. I've played anly a few games
but found the scenarios to be really challanging. When |
discovered my opponent was John-Paul {an ancient and
many times Warhammer rival) fighting with his hated
Eldar, how could | resist?

his part | dutifully

THE PLAN

Whilst my army is huge {5,000pts in old 40K), it is
currently under re-construction. In the old 40K Blood
els were merely red Space Marines and the only
thing that made them special werg the Death C "_'JI'I'Ip:lﬂ‘-."

and their characters. However, that nice man ¢
Thorpe has done a marvellous job of turning them into a
characterful force where the terrible curse of the Red
Thirst has a huge effect in gaming terms. What | love
most about the new game is the fact that the entire
emphasis has gone from super powerful
_Fr-w:a characters and tanks in a never ending arms
race, to a troop based game with sweeping

being the order of the day. With these
facts in mind | began to pick my fo 00 points is an
awful lot uT men, even for Space Marines (man for man
they t|rr|E-~. more than E'HIF.'_'IFT every other 40K
: this size
we both ::qnaad to have two frarre o isations {see
pg131 of Warhammer 40.000). This meant | could pick
up to faur HC units and had to choose a minimum of four
Troops with up to six Fast Attack, Heavy Support and
Elite choicaes. As | menticned earlier, my army was
designed under the old rules which has made it very elite
and heavy support oriented. To help me out of this |
planned to borrow some additional troops from the GW
Studio's cabinets, to round out a more balanced army.
: v | need to paint mora!

moves and tasc

Commander Dante w 1y first port of eall. This mighty
and venerable general, with his personal Honour Guard,
would dive right inte the heart of battle as an example of
true courage for the rest of the men to follow. A Chaplain
is @ must far any Blood Angels army; surrounded by the
psychotic Death Company he is a terrifying prospect h::r
mast  enemies. My final command choice w:

Sanguinary High Priest Corbulo with his personal
Honour Guard, including a standard bearer with a Holy
Shroud {allows any Blood Angels model within §" to



enable 1t r-:m to qF't into cnrnbai r:|u||;[--ll.,-l | n—-qulpped Th-am
with an overcharged Razorback.

len-man al squads painted so | broke them into
three squads. | had a ten-man squad with heavy bolter
and meltagun and then two squads of five men each,
one with a missile launcher and one with a flamer. My

fou igatary Troops 5 made up with the
Studico's Scout squad, including a heawy bolter,

Choosing Efite troops is
stopping yourself from a
pe ssible. | chose both of my five-man Termr
. one with close combat capabilities (God bless
in-at an appropriate moment. My final Elite choice
as picked purely to annoy John-Paul, a Vindicare
Assassin  (You should have seen his face when |
deployed it, tee hea).

Fast Attack is where my army needs the mast strength
added; 1| could anly field my freshly painted nd
Speeder. Once again | raided the 'Eavy Metal cabinets
and came up with an Attack Bike, a second Speederand
six Assault Marines. Blood Angels excel in close combat

WADRIANMED

anann

and filling up my fast attack slots with. Assault Marines
would have i the order of the day. Te round my force
off | chose a five-man Devastator squad, a Whirlwind
{Crdnance is cool), both my Dreadnoughts and the
frashly painted studio Baal Predator variant — with its
twin-linked assault cannen and heavy flamers itis ideally
suited to close suppart.

That's what | picked, now to the plan. As usual for ma it
: charge into close combat with my
commanders, Death Company, Terminators and Assault
Marines, whll St Lsing iy heawy support and infiltrators
te fake out the Eldar guns and power sword-armed
Aspect War mission was a ‘Meat
Grinder h, ght by & gels force
becomes a new mission called ‘Frontal Assault’. In this
n | weould gain bonus points for each complete
Eldar squad or vehicle | utterly destroyed.

The last thing to be done before battle was roll for my
Death Cnmparw which swelled from five to twelve

arity for everyone but me).

Commander Dante gave his final pre-battle order,
"Kill them all, let none sunvive...”

BT T e



FRUONTAL ASSAULT ON SHUNTA’S PEAKS

WARHAMMER'

ADNAn

SAIM HANN ELDAR

The chance to play one of my closest friends
Warhammer 40,000, with 3,000 points, in White Dwarf?

Well, who could r ! With new Wart

get a lot of truupn-'r' for your g

no exXcep . In fac
nEﬂdr’*nd to hurrnw a few uf the ‘:»tudlu;
Viypers to get 3,000 points

at new

[} you

In a battle Thi’-‘. big, choice is not too much of an issue. |
got to take rything. which was just great as it meant
none of th‘it Do | take this or do | take that? Trying to
prepare for the onslaught of the new Blood Angels drm-...
seemed futile, as it had never been u._.Ed rm t

before, but | did ge

that | had lots mora
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They come. We wait for the sign.

The Farseer's thoughts sliogned info the minds of fis

warriors, along with an ampathic profection of emolions, gi

reassurance and courage. They readied their weapons,  the coruscating arcs -

waltching the valley as the red and black armoured —©réature, its eyes burning with fire, blood dripping from.
creafures, their cruids war engines clanking basids the iz hand in a crimson flow: :
aporaached quickly. The air seemed thick with the  Itis the time appointed in the stars. The Avatar of Khaing
Elgar's thoughts of halred and anger, infused with the :




ARMY NAME: ASURANS SAIM HANN HOST

g Uit WSIBS | S | T |W|I|A|Ld Svd Notes Faipts
m Avatar Wiofe 6453 |00] 5| Wailing Doom, Fearless, Slipts
q Mopstrous, lnveloerable
E ) Phoenix Lord |6 |6 | 4|43 (7 |3]10]3=] Shusiken canson, power Weapon 7 5pts
Maugan Ra
N B3 Phocoix Lord |6 |6 [ 4|43 |7 |3 |10]3+| Ranshee Mask, power weapon 70pts
-'q Jain Zar Silent Death
h m Farseer S|3 13 (43151 [10]4+| Shuciken pistol. witchblade, rune armour 62pts
z 2 Warlocks 414 (33|41 |8|4+| Shuriken pistol. witchblade, runc armowr | 52pts
: E 5 Warp Spiders | 4 |4 | 3 | 3| 1|5 (1| 9[3+|Death spinncrs Lilpts
e Exarch S{5]3[3]|1[6]2]9]3+] Two death spinners
'_m' ES Stwikeog Scopions | 4 | 4 (4 | 3 )1 | 3|1 | 9|3+ Shurkes pistol. chainsword, mandiblaster | 128p1s
z Exarch S05)1413|1|6]|2]9]|3-]|Shurken pistol, powerfist
o E 3 Hoeling Banshess) 4 | 4 ) 3 [ 3|1 [ 5| 1| %|4+]| Shuriken pistol. power weapon Blpts
BT ﬂi Fire Dragons | 4 |4 [ 3| 3 )1 |31 |9|4+| Fusion guns, melta bombs 108pts
: Exarch 03316293+ Fusion gons, melta bombs
:' E.ﬁ Wraithguard [ 4 | 4 [ 3| 5| 1|41 |W 3+ Wraithcaanon (counts a5 meltagun) | 200pts
q ﬂ 3 Dire Avengers| 4 |4 [ 3|3 1|51 |9|3+| Shuriken catapult lpts
m n 0 Defender Guardians | 3 | 3 | 3 (3| 1 [ 4] 1| 8(|3+]| Shuriken catapult, 1 scatter Jaser 120pts
m []Jﬂ Deleoder Guardisns | 3 | 3 | 3 [ 3| 1 [ 4 |1 |8(5+| Shuriken catapult, | missile launcher |[125pts
q n5 Rangers Jp41 3|31 4] 1| 8|5+ Sniper rifle, shuriken pistol 6ipts
d Infaltrators
q H.S Rangers 3|43 3|14 1| 8|5+ Sniper rifle, shuriken pistol B5pts
h Infiltrators
z EHS Jerbikes 33341 [4]1]|8]|3+] Twin-linked shuriken catapults 220pts
8 P45 Jetbikes 33341 4]1]8]3+| Twintinked shuriken catapults 20ipts
h shuriken cannon
E:a.i Swooping Howks | 4 (4 [ 3 | 3 (1 | 5| 1| 9|4+ Lasblaster, frag and krak grenades Wépts
Exarch 31331 [6]|2|%9)3+| Lashlaster. frag and krak grepades
5 Dutk Reapers 413131 ]35|1]|9|4+| Reaper lamacher 150pts
Armaur
Vehicle Front | Side | Reur | BS [ Type & Notes Points
E:H 2 Vypers 0 | W [ 10 |3 |Twin-linked shoriken catapults, shuriken cannon, skimmr,
fast, open topped Hipts
EH 2 ¥ypers W | 0] 10 |3 |Twin-licked shuriken catapults. shuriken cannon. lascannon |IlSpts
skimmer. fast. open topped
2 Falcons 12 | 12 | 10 |3 |Shuriken cannon, pulsc lascr, scatter lascr. skimmer. fast | 330pts
Fire Prism 12 | 2| W |3 |Shuriken cannon, prism capnon [33pts
Armour
Walker WS BS | S Froat{Side|Rear| 1 | A Notes Paints
War Walker 3|3 (5| 4|0 |w)|4]|2 Scatter laser, missile launcher Qapts
Wn Walker J(3 ]S WO |(Wj4]2 Scatter lascr, lascannon 105pt

TOTAL: 251pts

0 ; Fast Heawy
tHH.Q. EEntes nTrDDps et Suppo i




AR ANMED

ARMY NAME: COMMANDER DANTE'S BLOOD ANGELS

-

Notes

Points

4 Homour Guard

Yereran Strgcant

E Chaplain
H Brother Carbule

5 Honowr Cuard
Weteran Sergeant
Standard Bearer
Sanguinary Priest
Tech Marine
E 5 Terminators
E 5 Assault Terminatars

E Vindicare Assassin

n 5 Sconts

n Tactical Squad
3 Space Marines

Tactical Squad

3 Space Marines

Tactical Squad

1 Spal:c Marines
EE Assault Squad

b Space Marines

Veteran Sergeant

EH Attack Bike

Devastator Squad

3 Bpace Marines

Yehicle

L
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Infeeno pistol. Troo Halo.

.| Death Mask of Sanguinios

jump packs, 3 power weapons

2 plasma pistols, Terminator Honours,
frag prenades

Terminator Honours. frag grenades,
jump pack

Terminator Honours

The Red Grail

Termizater Honours, 1 flamer
Heoly Shroud

Servo arm, plasma pistol

| chainfist, | assault canmon

B L T e 7,

1 [’1:1\'}' balter
I {lamer. frag grenades

| missile [auncher, frag grenades

1 I-.n:av},-' halter, meltagun, frag grepades

Power sword

Heavy bolter, missile launcher,
laseannen, heavy plasma gun

Type & Notes

20pts

237pts

n Razorback

EH 2 Land Speeders
Baal Predator
H Death Compary Rhino
Whirkwind

Lascannon, twin-linked plasma gun
One armed with multi-melta, skimmer

Sponson-mounted heavy flamers

Walkes

NDICS

Dreadnought
Dreadnought

Assault capoon

Twin-linked lascappon, missile launcher

N TOTAL: 2.99%s
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FRONTAL ASSAULT ON SHUNTA’S PEAKS

WARHAMMER"

BLOOD ANGELS ARMY

Ten-Marine
Tactical squad

Five-Maring
Tactical squad

Five-Marine
Tactical squad

Twehe-Marine
Death Company

Commander Dante with
Honour Guard

Corbulo and
Haonour Guard
Vindicare
Azsassin

Six-Marina
Assault squad

Five-Maring
Terminator squad
Five-Maring

Terminator
Assauit squad

Scout sguad

Death Company
Rhino

Razorback
ila "annon and

plasma qunwl

oy
e
=
)
W
L B

Dreadnought
[assault cannon
and power fist)

Dreadnaught
{twin-linked
lascannon and
missile launcher)

Whirlwind

Baal Predator
(heavy flamer
SpONSons)

Altack Bike
(heavy balter)

Land Speeders,
oneg armed with
heavy baoltar
one armad with
multi-melta



ASURAN’S SAIM HANN HOST AD000
Ten-man
Guardian squad VA -

ona Vyper armed
with l[ascannon,
ohe armed with

Ten-man
Guardian squad A with missile
with scatter laser launcher

Five-man Five-man shuriken cannon
g Fira Dragon squad Dire Avenger
and Exarch squad
Five-man Five-man
¥ Striking Scorpion % Howling Banshee
squad and Exarch squad Vyper Squadron,m
; bath with shuriken
;5 1st five-man \%’ E:‘?p”gg - cannan
Tangarsquad squad and Exarch
2nd five-man Fhie:han
i Wraithguard
% Ranger squad XN sqflelld g
Five-man
% Dark Reaper The Avatar
squad
Five-man :
% Swooping Hawk @ dain e
squad and Exarch 6 Maugan Ra

Farsaer and
2%5 bodyguard

2 Falcon grav tanks

Eiitman War Walker THE DEATH COMPANY

Jetbike squad ] (lascannon and  Gay:. Before the batfle started, Gordon had fo
ﬂ Souterlase) determine which, if any, of his warriors sucoumbed to

the curse -D;a?he Black Rage. Basically, you rofl a dice

) for gvery infantry and bike squad: cnarollaf a4 ar 5
: War Walker
Eﬁi }:nea;quad %@ (missile launcher ~~ 9NE member goes berserk and joins tha Death
179 and scatier faser) Company and on a rolf of 2 6 a Space Maring

suecumbs to the Biack Rage and you roll again for the

squad. Two of Gordon's Tactical Space Marines and

an Assault Space Marine were overwhelmed by the

DEPLOYMENT Black Hage. Not only that but three (yes three!) of

You can see the deployment of the two armies on the
map cpposite. Gordon elected to keep his Terminator
Assault squad and Assault squad in raserve, so that they
could use their Deep Strike capability to appear latar in
the bafile. His Scouts and the Vindicare Assassin
infiltrated closer, setting up in the ruins of the old refinery
control station. You'll also notice that not all of John-
Paul's army is con the table. Normally, Frontal Assault
dopsn't use reserves, but since the players had such
large armies, and the game is played along the length of

the table, it spon became obvious that John-Paul didn't
have a lot of space for his units. We thought it would be
entirely reasonable for him to keep any forces he wishad
in reserva, and they would follow all of the normal rules
fi.e, roll to see when they turn up). You may like to do this
inyour own battles, when using large armies in missions
with small deployment zones (such as Cleanse and
Might Fight}. This is also true if you have only a small
area to fight on.

and hatred of their enemies and can barely rastrain
themselves in battle. At the start of every turmn the
Blood Angels player has to test for every unit in his
army. If they fail they surge towards the enemy.
Although this is good for assault troops, if's bad news

for units with heavy weapons and vehicles with

erdnance such as ¥indicators and Whirlwinds, since




FRONTAL ASSAULT ON SHUNTA’S PEAKS

BLOOD ANGELS TURN 1

Upon seeing their enemios, the Blood Angels were
driven inte a battle-frenzy. Commander Dante and his
Heoneur Guard, the Whirlwind, the Tactical squad on the
army's laft, the lascannon-armed Dreadnought and the
Land Speeders all surged towards their foes. With the
exception of the large Tactical squad on the right, the
Scouts and the Devastators, the Blood Angels closed
with their enemies as quickly as possible. Brother
Corbule and his Henour Guard roarad forward in their
Razarback, which used its overcharged engines for an
added burst of speed, and disembarked in front of the
refinery.

Corbulo and his brathren fired at the Rangers on the
gantry above their heads, incinerating two with the
flamer, which also engulfed one of the Dire Avengers.
Two maore Dirg Avangers fall to fire from the Scouts, but
they held firm. The Baal Predator opened fire on the
Rangers l, but despite hitting three times with its
twin-linked ault cannon, it failed to inflict a single
wound {Gordon rolled three 1s!). Another of the Rangers
fell to the storm bolter fire of the Terminator Tactical
squad, and they fell back from the Blood Angels’
shooting.

The Striking Scorpions taking cover amongst the crates
and barrels beside the refinery became the centre of a
storm of fire. The Devastators, Attack Bike, both
Dreadnoughts and the Land Speeders all targeted the
wall-armoured Aspect Warriors, but between their good
armcur save and the cover, only three of the Striking
Scorpions fell to the hail of shots! Howewver, this was
enough to farce them to take a Morale check, which they
failed, and so the Striking Scorpions also fell back from
the Blood Angels' ferocious attack.



Taking careful aim, the Vindicare Assassin levelled his
Exitus rifle at the Fire Dragon Exarch. & soft squesze on
the trigger sent an armour-piercing bullet through the
alien's skull, flinging the Aspect Warriors' leader to the
ground. The last to fall were two Guardians from the
missile launcher sguad, who fell to long range heavy
bolter fire from the ten-man Tactical squad.

Raising the Red Grail above his head, Corbulo led his
brave fighters in a charge against the other Ranger
squad. Filled with bloodlust, the red-armoured Space
Marines easily cut down the Eldar, trampling over their
bloodied corpses as they advanced towards the Dire
Avengers.

ELDAR TURN 1

The Eldar casualties had been relatively light,
particularly in view of the huge amount of fire absorhed
by the Striking Scorpions. Both the Rangers and Striking
Scorpions who were falling back passed their checks to
regroup. The Howling Banshees, Wraithguard and
Avatar advanced on Brother Corbula’s Honour Guard,
readying their weapons, while both War Walkers mowved
trom their places behind the lines to take up positions
where they could target the advancing Space Marines,
The foremost Guardian sguad advanced towards the
Scouts, thair missila launcher gliding alongside them on
its anti-grav platform. In the shocting phase the Howling
Banshee squad used the Fleet of Foot rule (see Chapler
Approved in WD227} to mowe slightly closer to Carbulo
and his figrce warriors,

Tha Sanguinary High Priest and his Honour Guard came
under fire from the Dire Avengers, but the well armourad
Space Marines lost no-one ta the hail of shurikens, The
Fira Dragons fared better, melting one of Corbulo’s men
with their fusion guns. The Guardian Defender squad
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with the mizsile launchar turned thair fire on the Scouts,
but their firing was ineffoctive and inflicted no casualties,
though two of the Scouts” number fell to fire from the
closest War Walker.

Jain Zar hurled the Silent Death at Commander Dante's
squad, and although its spinning blades hit three limes,
their superhuman toughness and thick armour proved a
sure defence once again. The War Walker aver an the hill
tor the Eldar right opened fire an the Terminators with its
scatter laser and lascannon. Their armour proved loo
much for the beams of the scatter laser, but the
lascannon succeeded in punching a hale through ane af
the elite Space Marines, his smoking, armoured form
toppling to the floor in a heap.

The Wraithguard levelled their wraithcannons at
Corbula’s Razorback, slicing through its armour and
sanding it tumbling to cne side as internal explosions
wracked the hull. The Dreadnought behind the
Razorback was enguifed by a ball of plasma from the
second Guardian Defender squad, which burnt through
its armoured sarcophagus and terminated the
Dreadnought in a spectacular explosion thal cut down
onc of the nearby Terminators! The Eldar had scored
several crucial hits this turn, with a shooting phase that
had boen, as expected, rather more effective than the
Blood Angels',

In the assault phase, the Howling Banshees and Avatar
charged into the midst of Corbulo’s Honowr Guard. The
Banshees' power weapons swung in glittering arcs,
slicing through the armour and flesh of the Honour
Guard, killing them all. The Avatar's mighty sword, the
Wailing Doam, crashed down on Corbulo's armour four
times, battering the most revered of the Sanguinary High
Prigsts to the ground. Na less than you'd expect from the
incarnation of the Eldar god of warl
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BLOOD ANGELS TURN 2

An expanding sphere of erackling energy appeared next
to the refinery, disappearing in an instant to reveal the
Terminator Assault squad who had just teleported in
from the Blood Angels' orbiting strike cruizer. Seeing
reinforcements arrive, the drivers of the Attack Bike and
Baal Predator accelerated towards their foes. To their
right the Death Company fought their way through the
jungle in their eagerness for battle, smashing aside
trunks and branchas with genetically-enhanced
strength. As haefore, the Blood Angels continued their
sleady advance towards the Eldar, anticipating the
bloody retribution that would be exacted in close combat.

The Avatar was the main cbject of the Blood Angels'
wrath this turn, The Devastators opened fire on the
hulking behemoth first, but the combined fire of their
lascannan, plasma cannon, heavy bolter and a krak
missile only succesdead in inflicting a single wound, Next
the Dreadnought to the Avatar's right levelled its storm
belter and assault cannon, inflicting ancther wound. The
Terminator Tactical squad's fire joined the fusillade.
Though their assault cannon failed to cause any
damage, the Avatar was wounded by the squad's storm
bolters, while a krak missile from the Tactical squad in
front of the Devastators sireaked past the Avatar, failing
to hit. With a screeching of gears, the twin assault
canncns in the Baal Predator's turrel swung round to
target the living war god. A blaze of muzzle flashes filled
the air, sending a torrent of shells into the unearthly
creature. With an inhuman bellow of rage, the Avatar
slumped to the ground, its body dissalving inte a mist

that faded on the wind. The Avatar of the Bloody Handed
God had been banished back to its Craftwarld!

& salvo of rockets from the Whirkwind impacted around
the refinery. engulfing the Howling Banshees and
Wraithguard. The toughened arlificial bodies of the
Wraithguard resisted the attack, but the blast tossed two
of the Aspect Warriors into the air. As the smoke from the
barrage cleared, the Attack Bike fired into the Howling
Banshee squad, but failad to inflict any damage. Another
three Banshees fell to a hail of fire from the Scouts, and
they failed their Morale chack and broke.

The Guardian Defenders with the missile launcher came
under fire from the Death Company and Dante and his
Honour Guard, losing five of their number. Back amongst
the crates and barrels on the other side of the refinery,
the two Land Speeders targeted their weapons at Jain
Zar. The multi-melta managed to hit the Howling
Banshee Phoenix Lord, but failed to wound — Gaordon's
roar of frustration could probably be heard the other end
of the building! However, the heavy bolter of the other
Land Speeder did give Gordon some comfort, inflicting
two wounds on Jain Zar. The Vindicare levelled his rifle,
intent on finishing off the Phoenix Lord, but his shat did
not wound the Eldar war leader.

Unsurprisingly, Commandar Dante and his Honour
Guard cut down the Fire Dragons without a loss, using
their jump packs to make a sweeping advance into the
Wraithguard at the front of the refinery, The Blood Angels
had certainly struck back this turn, inflicting some
sarious losses on the Eldar. In the next turn, John-Paul
could start relling for his reserves, and there
was sl an awful lot of Eldar waiting to attack.
Had Gorden dene encugh damage to the
starting force so that he could turn his
exclusive attention 1o the reinforcements?

ELDAR TURN 2

Al the start of his second turn, John-Paul's
arrmy was bolstared by the arrival of a pair of
Falcons, a squadron of two Vypers and the
Drark Reaper Phoenix Lord, Maugan Ra. With
the exception of Maugan Ra, whose shuriken
cannen is a heavy weapan, all of John-Paul's
new arrivals could move anto the table and fire
at full effect if he wanted them to, with a rather
considerable amount of firepower. And that's
just what he did! The Warp Spiders and Jain
Zar moved towards the Attack Bike and Death
Company, while the Striking Scarpions moved
back into the refinary to rejoin the fray. On
each flank the War Walkers stalked forward
seeking targets for their heavy weapons,

The Warp Spiders opened fire on the frenzied
warriars of the Death Company, but the thick
armour of the Blood Angels stopped any of
them being sliced to ribbons by the clouds of
monofilament wire engulfing them. Shurikens
sung from the guns of the Dire Avengers into
the black armoured Space Marines, but these
too failed to penetrate their power armour.

The Assault Terminators became engulfed in a
hail of fire from the enemy units around them,
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ELDAR TURN 3

The whing of anti-grav motors heralded the arrival of the

gight-strong  jethike sguad from reserve, along with the

Farseor and his two Warlock bodyguards. The War Walker on
the right backed off from the approaching Dreadnought,
levelling its guns at the advancing behemcth. To its left the
Striking Scorpions moved through the refinery, intent on the
blood-red warriors before them:.

The War Walker fired its lascannon and scalter laser at the
Dreadnought, tearing through its leg armour and immobilising the
metal beast. The other War Walker fired at the Death Company, ita
firg joining that of the Striking Scorpions, Dire Avengers, jethikes,
Wraithguard, Rangers and the Falcon! Despite the torrent of shurikens
and las-shots pouring into the unit, the Death Company's armour, and
insane determination to shrug off all but the most crippling of injuries,
meant that only four of them fell to the Eldar fusillade!

Maugan Ra levellad his ancient shuriken cannon at the nearest
Tactical squad, its razor-sharp discs cutting two of them
down. The Guardians with the missile launcher aimed their
fire into the Tactical sguad as well, but failed to do any
damage.

With their mandiblasters sending flashes of energy into their
foes, the Striking Scorpions charged the Death Company. To
their left, the jethikes assaulted the depleted Tactical squad, whilst
the Warlocks and Farseers attacked the Blood Angels Terminators
who were in combat with the Guardians in front of them.

The fighting between the Scorpions and Death Company was fairly
incffactual, as neither side could penetrate the ather's thick armour, The
exception was the Exarch who used his powerfist to crush the head of one
of the frenzied warriors. The Death Company cared not for their losses and
the meles continued. Likewise, the jetbikes and Tactical squad could inflict
no casualtiss on each other, and though the Space Marines seemed in the
superior position, the Jethikes held their ground {John-Paul loat the Moral
High Ground roll but passed his Break test).

The Farseer, his witchblade gleaming with
unaarthly light, cleaved through cne of the
lightning claw-armed Terminators, whilst
the Warlocks managed to fall anather with
their ancient waapons, but not befare ane
of their numbar had fallen to the lightning
claws of tho Emperor's servants, The
Guardians could do little against the
massively armoured Space Marines and
twa more of them were smashed to the
ground with the swing of a thunder
hammer. Seeing his counter-attack falter,
the Farseer fell back from the fighting.

The Farseer, his
witchblade gleaming
with unearthly light,
cleaved through one
of the lightning claw-
armed Terminators...




BLOOD ANGELS TURN 4

As much of the Blood Angels army was now getting to
grips with the cnemy in close combat, the Blood Angels'
shooting was becoming rather sporadic. Having been
forced back from their firing position, the Scout squad
advanced through the ruined building ence more. Most
notable was the Baal Predator, which gunned down the
remaining Wraithguard with its assault cannan,

The Wypers opened up on the Tactical squad in front
of them, but were unable to cause any harm. The War
Walker on the Eldar right flank targeted the
Dreadnought with its lascannon, the beam of enargy
punching through the Space Marine walker's armour
to send it toppling to the ground, gouting oily smoke.
The other War Walker opened fire on the Terminatars,
but was unable to do any damage. The jethikes could
not Kill any of the elite Space Marines with their fire
either. Then the Fire Prism opened fire, its shuriken
cannon cutting down one of the Blood Angels' First
Company warricrs, before the monstrous prism
cannon obliterated two more in its murderous biast,

Maugan Ra turned his® shuriken cannon on the
approaching Land Speeders, stunning one of them
with a glancing hit. Beside him, aided by the
Runesight of the Farseer (who had gathered his wits
and stopped falling back), the Falcon unleashed its
many waapons against the large Blood Angels
Tactical squad advancing towards the Eldar, tearing
apart two of them with its shuriken cannon and scatter
laser, but unfartunately failing to cause any harm with
its pulse laser, Three more of the valiant Blood Angels
were gunned down by a storm of shurikens from the
[etbikes. Another Tactical Marine was picked off by the
Eldar Rangers, but the Sergeant and his single
surviving squad member held firm against their foes.
The Swooping Hawks, having dropped down behind
the Blood Angels’ attack, fired on the Devaslators
squad with their lasblasters, but the las-bolts proved
insufficient to pierce the Space Marines' power
armaour,

With their jetbike engines gunned to a piercing scream,
the squad on the Eldar left assaulted the remnants of the
Tactical squad, killing the last of the ordinary Space
Marings squad and following the Sergeant as he fell
back from their attack in a controlled retreat. Once again
the Guardians on the hill were unable to find a weakness

in the armour of the Terminator Sergeant

Then the Fire Prism Op&ﬂ&d fire, itsand the body of another of their number

tumbled down the hillside, its head crushed
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Company warriors...

In the combat between the Striking Scorpions and the
Death Company, the Blood Angels were now aided by
their Chaplain. Bellowing his wrath, the Chaplain struck
down the Exarch, while his frenzied comrades finished
ofl the rest of the Aspect Warriors. Treading over their
blood-slicked corpses, the Death Company advanced
into the Dire Avengars with murderous intent. The
Guardian Defenders fought waliantly against the
Terminater Assault Sergeant, but another of their
number fell to his thunder hammer. Bloodied but
unbroken, they fought on.

ELDAR TURN 4

The Eldar were bolstered by a whole host of arrivals,
with the Swooping Hawks, Dark Reapers, a second
squadron of Vypers, more jetbikes and the Fire Prism all
turning up from reserve! Would this be enough to turn
=3, back the Elood Angels who were threatening to

4 eradicate the Eldar in bloody hand-to-hand fighting?

Blood Angels Chaplain swung left and right
with his Crozius Arcanum, single-handedly
wiping out the remaining Dire Avengers!
Their thirst for battle still strong, the Death
Company leapt on towards the Rangers.

BLOOD ANGELS TURN 5

A roar blanketed all sound across the battlefield as a
Blood Angels Thunderhawk gunship swept over. Spilling
from its open bay, an Assault squad was silhougtted
against tha sky, the jets of their jump packs igniting
occasionally to slow their descent. With their hoawy
boots thudding deep into the earth they landad,
strengthaening the Blood Angels' left flank.

Cnce more, the Whirlwind ground forward an its tracks
as the Black Rage momentarily overcama its driver. The
Scouts also felt the rage of Sanguinius rushing through
their veins and rampaged over the ruins to get to grips
with their foes. Seeing the Assault squad dropping from
the skies in front of them sent surges of pride and
henour through the hearts of the Tactical squad in frant
of the Devastators as they too charged towards their
foes, sensing the end of the battle was near.
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Giving no thought to the unfortunate Rangers. the Death
Company leapt into the Dark Reapers, with the Chaplain
singling out Maugan Ra. Behind them the survivors of
the two Tactical squads swore paths to Sanguinius’
shade and charged at the jetbikes.

Up on the hill, the Terminator Sergeant brought his
thunder hammer back for another killing blow. However,
in doing 2o he must have exposed some weak point in
his armour, as the Guardians finally managed fo
despatch him. The Tactical Marines marnaged to bring
down one of the Eldar jetbikers, but lost two of their
number in return. The lone Sergeant from the smaller of
the squads fell back cnce again, but the others held firm,
trusting in their armour and weapons, and their
unshakeable faith in the Emparar.

The Death Campany fell upon the Dark Reapers with a
vengeance, battaring them to the ground and tearing off
armour plates with their bare hands. Maugan Ra struck
with the powered blade on the end of the Maugetar, but
the protective shield of the Emperor's rosarnius saved the
Chaplain from harm. Maugan Ra had no such defance,
and fell to the Chaplain's furious assault.

ELDAR TURN 5

Once again the Eldar counter-attacked fiercely, The
Swooping Hawks located the Imperial Assassin lurking
in the ruing, managing to wound the Vindicare with their
lasblasters. The unengaged jetbikes on the right of the
Eldar line fired at the approaching Assault squad, but
only succeeded in kiling one of them, despite their
numerous shuriken catapults and cannons. The fire from
the War Walkers was equally ineffective, with naither of
the walking war engines doing any damage.

The Guardians fired at the now unengaged Death
Compary, but none of the bloodthirsty Space Marines
fell. One of the Death Company was obliterated by a

pulse laser shot from the Falcon, but the grav fank's
ather weapon systems could not increase the death toll.
The Tactical squad on the other side of the hattlefisid
last a man to the shuriken cannan of the Fire Prism, but
luckily far the Blood Angels the prism cannon itself could
nat hit its mark. It must be noted that John-Paul had
soma sericusly bad luck at this stage, rolling at least
eight 1s to wound for his shooting that turn.

Seeing perhaps a chance for victory, the Farseer led the
sunviving Guardians in a charge against the Death
Company — better, after all, to charge them than let them
charge youl The Chaplain exchanged blows with the
ancient Eldar psyker, inflicting no damage on his
adversary only to be cut down by the Eldar
commander's witchblade. The Death Company struck
down one of the charging Guardians, whe could not
match their foes and failed to cause any casualties,

As the baftle on the hill raged, the jetbikes swarmed
around the last two members of the Tactical squad, but
neither side could do any damage to their foes. Sensing
that perhaps the battle was lost, the Guardians pulled
their jetbikes around and fell back, cutdistancing the
pursuing Space Marines (John-Paul had lost the Maral
High Ground roll again, but this time also failed his Break
test!}.

And so it ended on the fifth turn, as John-Paul relled a 1
for the variable game length, bringing the battle to a
close. Things were hanging in the balance, no-one was
surz who had won. Some thought the Eldar had done
enough damage early on o bring victory, while others
thought that the Blood

Angels' bloody assaults

had tippad the balance in THE RESULT
their favour. All that could ; ELDAR:

be done was to count up 3,122 Wictory Points
the wvictory points and ‘BLOOD ANGELS:

see who was right,

Gav: So the Blood Angels scraped a victory. Things
were a lot closer than the 700 victory points difference
waould make you think. For a start, the jethike squad that
broke right at the end of the battle lost John-Paul 200
victory points thus swinging things a total of B00 points
in Gordon's favour (the defenders score victory points
for intact sguads at the end of the battle).

Throughout the whole battle there was a real fesling of
“Will they, wen't they?" as the fight swung from one
side's advantage lo the other, At the autset of the game,
after Corbulo had charged unsupported into the midst
of the Eldar and died, and the Terminator Assault squad
was surrounded by a ring of Guardians, Fire Dragons
and the Wraithguard, everybody {including myself) was
ready to write off the Blood Angels. However, by wiping
cut the Fire Dragens and engaging the Wraithguard
with Dante and his Honour Guard, Gordon prevented
the Terminators taking the horrendous casualties thay
would otherwise have done. It was also unlucky of
Gordon to have too many Death Company te fit into the
Rhing, because if they had been able to make an
assault alongside Corbulo, the final result might hava
been much more in the Blood Angels' favour. Cverall,

Gordon's attack was slightly disjointed and

uncoordinated, which actually reinforces just how hard
in assault the Blood Angels are. If he'd made a
determined attack across an even narrower front, the
results could have been more akin to butchery than
fighting a battle!

John-Paul's choices of what to keep in reserve were a
bit baffing. The Dark Reapers, in particular, are
possibly the best anti-Space Marine squads available
and should have been there right fram the start, picking
off the most dangerous opposition with their deadly
reaper launchars. On the other hand, keeping the shart-
ranged squads, such as the Wraithguard, Howling
Banshees and Striking Scorpions in reserve would
have given the Eldar a very scary counter-attack, John-
Faul also failed to use the flexibility allowed to him by
his Falcons, which could have been used to move
these squads to where they were most needed.

All-in-all though, considering that both Gordon and
John-Paul are adapting to the new rules, both of them
did very well. The body count was considerable on both
sides (and it must be noted that the Eldar scored more
victory points before the scenaric's special victory
conditions were added cn), and I'm happy the mission
turned out as tense and exciting as it did.




FALL OF THE ELDAR

Joehn-Paul: As you read through the battle report, you
will see that it was a massacre with only 2,000 points out
of the original 8,000 remaining alive at the and of the fifth
turn, and that neither Gordon nor | knew who had won
until Gav counted up the points.

Mew Warhammer 40,000 was still so new when we had
our battle, it was great being able to experiment and
learn how my old army had changed and what strengths
and weaknesses it had with the new rules. The lessans
| learnt fighting against Space Mannes with my Eldar
were that firstly, being in cover and benefiting from a
fixed save is a must for infantry urits like the Eldar and
Imperial Guard; secondly, being indecisive is a killer, as
the few times | hesitated to get stuck in, Gardon made
me pay dearly, Thirdly and in particular when fighting the
Elood Angels. stay away from the Death Company
because, despite their limited numbers, | spant one
round trying to kill them with a hail of shurikens (a
hundred dice warth) and anly managed 1o remove one,
They then proceeded to annihilate my Warp Spiders,
Dire Avengers, Howling Banshees, Wraithguard, two
Warlocks and twao Guardian Squads with firing and close
combat. These guys are really, really hard and the
second 44 save means you have to think hard before
you waste firepower and manpower on them.
Aemembar that after moving &' and assaulting anothar
&" and then following up, the distance between you and
you enemy is not that far at all. Don't sacrifice units in
close combat needlessly as the resulting advance move
can be mare costly in the long run.

The last of my lessons was not to be afraid of having all
my army on the board at the beginning of the batfle.
When Gav gave me the choice of keeping some of my
army in reserve, (because it looked, at the beginning, a
bit like a busy night-club on a Saturday night, with my
entire army deployed in an area 48" ¥ 12") | was oo
afraid of the firepower ol the Marines and the fact that
Gordon had the first turn, so | left too much off the table.
| paid the price, of course, by being a bit unlucky with my
reserve rolls and anly got a handful of my units on in turn
two. The new scenarios are great and add a new
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element to the game. Don't be overly suspicious of them
— the best tactic is still to get as many models as
passible on the board, firing at the enemy. There is no
real defence against an epponant who rolls more dice.

At the end of the day Space Marines are very hard but
everybody else in the galaxy will outnumber them, so
don't be a coward, stand your ground and give as good
as you get. Despita the final outcome, Gordon's Blood
Angels lost some wvaluable gene-seed this day: the
taftered and charred remains of Dante and his
bodyguard and Corbula's entire command squad, as
well as the Death Company Chaplain going down to an
overly heraic attack by my Farseer, meant that the Eldar
Spirits sang loud this day in the praise of Asuran's Saim
Hann Host,

ANGELS OF DEATH

Gordon: What an absolute bloodbath! The casualties on
both sides were harrendous, but luckily | achieved my
mission and got away with a victory. Playing & game of
this size with the new rules was vary daunting and both
myself and John-Paul made several tactical errors, the
most notable being the Eldar decision to keep a third of
their force in reserve. This seemed very sensible at the
time, o both of us, but more than anything else it
probably won me the baftle. The biggest lessons |
learmed were:

a) Use bigger squads. Had | had ten troops
accompanying both Dante and Corbulo, they would
have survived their initial conflicts and probably the
entire battle, If vou're geing to spend the points on an
upgraded command squad, go the full distance and get
the extra men, if only as a shield tor your commander.

k) Mever atiack piecemeal. The greatest strength of
Blood Angels is their close combat ability, but this means
nathing if you butcher your measly opponents but are
then wiped out in a deadly crossfire. Putting Corbulo
ahead of the resl of the army doomed him to an early
grave at the hands of nasty Mr Avatar — just because you
have a supercharged Razorback doesn't mean you have
to use it.

c) | need to paint up lots more close assault troops.
Jes has made some fantastic new plastic Assault
Marnes (available next month, plug, plug). Thirty of
them in three squads for me.

d) Don't take too much heavy support. Watching my
Whirlwind succumb to Blood Rage on three out of five

turns was infuriating to say the least.

There were three men of the match for me: the Baal
Predator which killed bikes, Wraithguard and dealt the
killing blow to the Awvatar; the Death Company who
slaughtered pointy ears right back to their baseline and
in one turn had 1,500 points of John-Paul's army shoot
at them for only a few casualties; and finally my
Vindicare Assassin who ook out an Exarch, Jain Zar
and caused a squadren of Rangers to rout — 50 points
well spent and a model that became a focus of rampant
absession for John-FPaul.

Owverall a super day playing a scenario that really suits

the style of my army. And best of all, | finally got my -
&

hands on Shunta's Peaks,
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. This is the bcmk no Space Marmc Commander
« + can afford to be without. It’s abaﬂlutf:]}r crammed
b full of special rules and background information |
4§ § for the legions of the Adcptus Astartes.
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This invaluable 48 page book contains:

The complete Space Marine army list, with the
full low down on the troops. weapons, vehicles
and awesome wargear avaifable.

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

An excellent section packed full of tips on B9
collecting. painting and playing with the most =
feared fighting force in the Imperium. :
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: épac: Marines arc
Humanity's
y

ultimate warriors,
dedicated to the " g s o
B T ; Dark Angels Space Marine Scouts take oo
dﬁtftnc& Df t{hth Y S, Night Lords Chaos Space Marincs
mperor and the s s
_ Imperium of Mankind.
: Eqmppcd with the
. best weapons the
Imp:rmm has to offer

power armour. Space
® Marine armies are the
Emperor’s finest.

. U]t'amannl..a ‘l?i'hnlwmd Tank

P Lct ‘thlS sacred tonif: bc yOur
: shield against the heretic.
* Available now for 8.
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With its great selechon of short stories, brilliant artwork, comic strips, illustrated 5
features and more, INFERNO! is essential reading if you want to know more about =
the worlds of Warhammer and Warhammer 40,000. Ever wondered what it would be
- like to be on board a Marauder Bomber, flying headldng into the devastating .

onslaught of an Ork space hulk? Do you really want to know how horrifying it can be
to summon a long dead Necromancer back from the grave? Or how about withessing
the sheer, brutal carnage wrouth by a fuil tharge of the Knights of the White Wolt?

The answers to these, and many more questmn lie within the pages of the latest
INFERNO! Do you dare miss it? -

AVAILABLE FROM NEWSAGENTS;’I GW STORES AND ALL GOOD BOOKSHOPS
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We draw a veil over the Dogs of War as we bring you the last
instalment of releases from the Dogs of War book. Don’t worry though
— we’re going to be bringing you more Regimenis of Renown
exclusively through White Dwarf! Yep, that’s right, the rules for these
all-new units will only be seen in this magazine! From Halflings to
Giants, Amazons to Hobgoblins, there’s something for everyone.
Weatch this space. In the meantime, feast your eyes on three of the
Regiments of Renown and Mercenary General Lorenzo Lupo...

LORENZO LUPO

Mercenary General

225 points including magic
items,

Your Dogs of War army may
include Loreneo Lupao. 11 so,
bhe peplaces the Mercenary
General in the main list,

Lorenza is very prowd af his
line of descent from his
city™s Tounders: Lucan and
Luccina. As well as this he is
guite an antiguarian and a
collector of arg and antigue
artefacts. His palaszo on the
old acropolis of Luccind is
decorated with frescoes in
the antique stvle, and the gardens and colonnades
display old statues found in the acropolis. His prized

A& Lorevizo L,
Mercenary General

Mudel sendpited try Michael Perry

possessions are heirlooms of his house, said to have
been owned by the city's fTounders.

Lorenzo wears armour of the old-fashioned style and
fights on foot in the manner of his ancestors. This s a
sirange eceentricity of his and woulld be congidered
quaint and maybe even ridiculous by his rivals if he
wasn't such a pood geoeral and didn't beat them so
regularly. Tnsiead, his reputation - for hravery and
fighting hand-to-hand in the frond vank of his troops has
carned him the respect and awe of his enemies.

MWSBS 8 T W I A Id

Lorenzolupo 4 6 6 4 4 3 6 4 10

Weapons/armour: Armed with a sword, heavy
armour gnd shield.

SPECIAL RULES

Fights on Foot

Lorenzo is rather an eccentric in that he prefers wo fght
on foot in the soyle of his ancestors. He usually takes his
place in the front rank of the pikemen and sometimes
fights on hoard ship. This s very inspiring to the
soldiers he accompanics, who aot only benefit from his
outstanding leadership, but will be cager 1o protect
their Prince in hand-to-hand combar. To represent this,
any Tilean infantry unit accompanicd by Lorenzo adds
+ 1 to s cornbatl resolution as long as he is in the front
rirk.

Mighty Athleie

Loreneo is g well-built, muscular man, much like the
colossal bronee statees depicting his ancestor Lucan. He
follows the ancient, classical Tilean athletic pursuits, as
practiced in Luceini in the days of his ancestors. This
means that he eogularly hurls the discus, wrestles or

43



fights hand-to-hand with the strongest opponents,
rows on the Tilean sca in the galley races, trains with
bronze weights and runs the great race from one end
of his princedom 1o the other, as messengers did in the
distant past. When he trains intensively for one of these
pursuits he improves his strength, toughness or agility

To represent this, roll a dice before the baule 1o see
which athletic pursuit Lorenzo has been training for

recently. e will benefit from the effect of che training
throughout the battle.

D6 Pursuit Effect
+1 Toupghness

1-2  Running
3-4  Wrestling or gladiavorial combai +1 Artack

5-6  Weighdifting or rowing +1 Strength

Ring of Luccina

LN T s R e o I e 10 poinc
Luccing, sister of Lucan, was said to be a sorceress,
Lorenzo waars @ ring which bears a cameo gom depicting
her, and which may cven have been hers. The gem
contains a spell known as the Glamour of Luccina, which
can be used in any one magic phase, requiring no power
o cast.

The: ring sings our an inspiring batle-cry, which oo true
soldier of the city can resisl, exhorting Luccing's warriors
tor uphold cheir ancient bonour. When cast, the Glamour
of Laccina will rally all friendly Accing units within 58"
autornatically.

MAGIC ITEMS

Lorenzo Lupo carries three magic items,
These are always the Sword of Lucan, the Ring of Luccina and the Shield of Myrmidia.

Sword of Lucan

MRk Wi R e e
Loreneo carries a short sword, belicved to be the actual
sword used by his remore ancestor, Tocan, the founder
of Luccini. The sword is magical and will ignore che
effects of magical anmour. Mapic armour ctherefore counts
as normal ammour of its type against the sword, with no
unusual effects.

25 points

Shield of Myrmidia
Magie Armomr o ) s

This old shield was found during the rebuilding of the
temnple of Myrmidia on Luccini’s acropolis. Tt dates 1o the
time of the founding of the city, or perhaps even earlier,
The shicld bears the sun svinbol of the war godcess and
hasz the magical ability to daezle one hand-to-hand
combai opponent so that he loses T3 attacks. You
choose which opponent is dazeled.

...... 4 points




VOLAND'S
VENATORS

Models sculpred By Alan Perry

Voland, leader
of ihe Yernetlors,

Voland and his brother knights are soldiers of formune, interested
in only two things, namely money and spending it (usually in the
most violent tavern they can find). Voland came to Tilea from
somewhere within the Bmpire. Tt wasn't long before he had risen
to prominence as the leader of a wnit of knights called the
Vienators, which means ‘hunter’ in low Tilean.

Thaose who joined Yoland were often as not dispossessed,
disgraced or bored sons of the rich and famous. They usually

owned nothing more than the armour they wore and their well-
bred warhorses,

Veland's Venators have fought their way through the Old Woeld,
hiring their services our for gold, which is usually spent on
debauched drinking sessions in which wine is consumed by the
gallom, For entertainment between hattles the Venators will joust
amongst themselves, usually wagering on the cutcome, 1t is guite
comumen for Venators o be injured or even killed in these contests
or i the drunken brawls that inevitably follow:

T

on anyone Ihat wasn’'t an Dgre So wlgp :
lo they fight like the personal guard of Ibﬂ
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PIRAZZO'S LOST LEGION

Muodels sculpted by Alan Pervy

Fernando Mrazzo,
cufateiine of the Lost Lezion

Pirazzo's Lost Legion are all that remains of
an expedition sent o Lustria by Tobaroan
Merchants. Fernando Pirazeo was hired w
command cne of three regiments made up of
poverly stricken youths wha joined up in the
promise of untold wealth. Before leaving for
Lustrig, Pirazeo personally trained his men in
the use of both pike and crosshow:

No sooner had the soldiers set foor on the
Lustrian shore, than the sailors weighed
anchor and set sail for home along with the
mercenarics’ pay chests. Pirazzo had advised
against leaving the chests aboard ship but had
heen outvoted by the ather two captains, The
regiments commanded by these two then
mutinied, joining with Piraseo (o form the
‘Lost Legion’, but not before casting their
former captains adrift in the Lustrian swamps.

After clashing with Lizardmen and Undead in

’WLustriu they have since fought as mercenarics
- in the service of Araby and Sartosa on their
march home to Tilea, amounting great wealth
in the process.
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VESPERO'S VENDETTA

Models sculpied by Michael Perry

Tilea's most Vespero and his hand picked men are now carning
notorious  band  of themselves a reputation as Tilea's most notorious
freelance duellists is assassins, for hire to the highest bidder.

undoulitably Vespero
and His men. Young,
reckless and given o
sell indulgence, his
dangerous cloak and
dagger duelling siyle
has earned him the
name. “The  Wasp”.
Vespero was the
FOUNZEr son

All the duellists in Vespero's band, including Vespero
himsclf, are armed with clegant duclling swords and
left handed daggers, which they keep concealed under
their cloaks so not to draw unnecessary atlention to
themselves. Always dressed in the latest Tilean stele,
Vespera and his men all bear impressive duelling scars.
Vespero also wears a grimacing death mask to hide his
true identicy,

A Vespero, leader of the Vendetta one af ! KR POINTS: 2
I_uT.um.-_‘ muost UNIT: i yHPELTh Rt il
powerful T = W P g I SIS

merchanis, but due to a quarrel with a rival ARROUTWEAPCNS: g LD o — % i ST T

family cver a noble lady, he was forced inm exile ;‘.mmln.\':"iﬁﬁzﬂ'l}_ e _w_ b A LD SAVE

in Vereszo where he joined a mercenary R e M Wi BS. 3 TR N TR

bodyguand, However Yespern's romantic lifestyle .I.—,ﬂF.—,al-._‘ = A4 G _4 R :1_ _.E_ 1 e E_T_

eitded in the deaths of so many voung nobles that s e F 8 3 5_ b T ST

several of their families swore vendetras against
hirm. With the bounty on his head totalling one
million ducats, Vespero was hunted through the
strects by rival duellists and barely escaped with
his Lifee,
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By Tuomas Pirinen
bis month I've got a brand new warband for you to collect for
Mordbeim, the gold-grasping Du.rm:fs.

I —-..—..—-q,.,_-—w-.-—_-.-.-.j
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“The nm"h?‘ o5 Sy
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- K Lt are wilng to
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& oan ancient race, grim as the mooant
Thuv are 'hm'r hut l.'.'\"[n.‘l'lli'_‘l";' 'atnc!n' and

] rrlb._
g WAL against thvn' oueny
> 5 anl Gohblins, Skaven — the
rat-men of the underworld, human bandits and many
others. Their numbers have dwindled into a few
¢ Drwartholds have
ol Grungnd will never |
their axes or forget their gmdp,u as long as even one of
their warriors is alive, 15 has grown the n ol
Diwarls: sirang, enterprising and brave.

i one weakness in the character of the douar
s — their unreasoning greed for gold and treasure.
g ing comp
Is and com
ited by a particularly impressive treasure hoard,
such is the maddening power that riches have over
them,

From Karak Kadrin, the famed Shver's hold, come the
Drearl : | rugged and
of all Dwarfikind (and all Dwarfs are known for th
stubboroness and stolid countenance). They come in
search of riches, and the huge peice offéred by the
Imperial nobles for Wyrdstone means that Mordheim is
an almost irresistible lure for Dwards, despite the cio
™ rEpuUiation,




The dangers of the city do little to derer the Dwards,
Mrwarf warbands  are  invariably well-armed, well-
equipped and crazed by the promise of riches, Dwarfs
are the greatest smiths and craftsmen in the world, Far
surpassing humans and even elves, Thus their weapons
and armour are always of extremely high quality, and the
bravery of the Dwarfs means that they fearlessly lace
even the most horrific enemics without flinching. There
is o finer heavy infaniry in the world than Draarts.

Drwarf warband leaders often manage to lure members
of the Troll Slaver cult to join them. These psychapathic
ancd dangerous manidcs are obsessed with finding an
honourable death in banle, and they are some of the
mst fearcd of all che Dwarf warriors.

D'WARF SPECIAL RULES
All Dreearfs are subject o the (ollowing rules,

Drwvarf Geit, Dwarts ave hardy individuals, On the Injury
table trear cesults of 1-3 as Knocked Down, 4 as Stunned
and 5-6 as Taken Out, Special rules for Hammers do not
affect Dwarfs,

Armour. Dwarfs never sulfer Movemenl penaltics for
WLACIE AT,

Hate Ores and Goblins, All Dwarfs hate all Ores and
Gobling regardless of the type. Sce the Psvehology
section of the Warhammer rules for details,

Thearf Engineer Urgrin
Wiarbammer, This model
bas beied @ pisiol added,

Duwarf Leader Bruern
Battleaxe

CIIOICE OF WARRIORS

A Dvavar! warband must include a minionum of 3 models.
You have 5300 Gold Crowns to recrait your warband.
Maximum number in the warband is 12.

HEROES

Leader: Each  Dwarl warband must have one

Leader: no more, no less!

Troll Slayers: Your warband may include up w0 two Troll

Shavers,

Engineer:  Dwarf warbands may have one Trwarf
Engineer,

HENCHMEN

Clansmen:  Your warband may include any number of
Clansmen,

Thunderers: Your Warband may include up to 6

Thunderers.
Beardlings:  Your warband may include any number of
Beardlings.
HEROES
1 DWARF LEADER ............. 70 Gold Crowns to hire

Traar! Leaders are forune seckers who have recraited a
band of like-minded Dwarfs and set off rom their
stronghold in search of riches.

A Dwarf Leader is respected by his men. Perhaps he isa
member of one of the noble families of the lost Deacf
strongholds, dreaming of collecting enough treasure so
he can restore the former glory of the Drhwarl Kingdoms.,
Proxdile i) Ws BE 85 0T W 1 A Id J
3 5 & &% & 1. z 1. 1 |
Weapons and Armour: A Dwarl Leader may be equipped '
with weapons and armour chosen from the Dwarl
LEruipment st

SPECTAL RITLES
Leader. Any Dwarl within 6" of the Dwarl Leader may
use his Leadership characteristic when taking any
Leadership 1ests.

Areely Sharman s Dwerf Warband 'Clan Battleaxe Fxpeditionary Force’,




HAMMER |

DAWARF ENGINEER .............. 45 Gold Crowns to hire
Trwrarf Enginecrs are respected members of Dwarf
socicty, 1t is they who build and design the complex war
machines and devices which have made Dowvarfs famous.

Profile M W5 BS 0§ T W I A 14

3 4 3 3 4 1 2 1 9
Weapons and Armour: Dwarf Engincers may  be
equipped with weapons and armour chosen from the
Dravart Equipment list.

SPECIAL RULES
Expert Weaponsmith. A Dwarl warband which includes
an Engineer will gain a 41 Strength bonus to all its
missile weapons,

TROLL SLAYERS .................. 45 Gold Crowns (o hire
Troll Slayers are members of the morbid Dwarl cul
obsessed with seeking honourable death in combat.
Maving committed some unforgivable crime or been
dishonoured in an irredecmable way, a Dwarl will
forsake his home and wander off o die fighting the
enemies ol Dwartkind.

Trall Slayers are insancly dangerous individuoals,
psychopathic and violent, However, there are few betier
fighters in the Known World, so they are much sought
after by Diwarl Treasure Hunters.

M wWhs o Bs 5 T W T A TId
3 4 3 3 4 1 - | 9

Profile

Weapons and Armour: Teoll Slayer may be cquipped
with weapons chosen from the Devart Equipmoent list but
they may never Wedr armour or carry missile weapons.

SPECIAL RITLES

Immune to Psychology: ‘lroll Slayers seck an
honourable death in combat, and nothing in this world
holds any tereors 0 them, as they already consider
themselves dead. Troll Slavers are immune too all
psychology and never break off from combar.

HENCHMEN (bought in groups of 1-5)

DWARF CLANSMEN 35 Gold Crowns to hire
These are Dwarl warrioes in their prime: Tough,
stubborn and hrave warriors who can be celied o hold
their own against any foe.

Profile M WS B& 5 T W 1 A ILd
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Weapons and Armour: Dwarf Clansmen may  be

equipped with weapons and armour chosen from the
Drwarf Equipment list,

DWARE THUNDERERS ... 35 Gold Crowns to hire
Dwearf Thunderers are experts at using missile weapons.
Many Orcs and Goblins have died by the stng of a
crosshow bolt or a roaring handgun buller shot by a
Drevarf Thunderer.

Mo WS
3 .

Prolfile
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Weapons and Armour: Dwarl Thunderers may be
equipped with weapons and armour chosen from the
Thunderer Equipment list,

BEARDLINGS ... 20 Gold Crowns to hire
These are voung Dwarfs who have joined the retinue of
an expericnced Dwart Treasure Tunter in hopes of
making their fortune.

Profile M W5 OBS 5 T W I A 14
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Wieapons and Armour: Beardlings may be equipped with
weapons and armour chosen from the Thunderer
Equipment list.

DWARF EQUITTMENT LIST

Hand-to-hand combat weapons:

AT ECEr o W o i crenki v s v AR et 1st free/2 GC
e A IO R e R e e AGC
Hamrmer ... Y T
Battleaxe ... AR s
e o e 0 R B L RO
DPouble-handed weapon PR e e
ST b A o e RL T < S BT 0 100GC
Halberd e L T
Missile Weapons:

BIEBESHOM i Ll i fhe e GHE

Pihal e 1S D ok 4 Brade)

Armour:
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THUNDERER
EQUITTMENT LIST
Hand-to-hand combat weapons:
BRSO, S L o e, 15t free/2 GO
R L e e b 3 GO
Hamnmier ... % 0
Bartleaxe 5 G
T o o it | STt M, 5 GG
Double-handed weapon e 15 GO
Missile Weapons:
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Get them while you can. These back issues will never
be reprinted so this may be the last chance to get
your hands on these classic issues of White Dwarf.
Many have already sold out or are now limited.

PHONE MAIL ORDER ON

0115 91 40000

White
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Take out one of this Take out a Take out &
month's subscription 2 year subscription 1 year subscription
deals, and you'll get extra (24 White Dwarfs) for £75 {12 White Dwarfs) for £40
R ’ and we'll give you & more and we'li glve yvou 2 more

issues of White Dwarf issues FREE! That's 30 issues FREE! That's 14
absolutely FREE! months for the price of 24! months for the price of 12!

To fill in the gaps in your collection give Mail Order a call on
40115 91 400007




Chris Fitzpatrick:

BORN IN
THE U.S.A.

hris FitzPatrick is the latest addition to the Citadel
Miniatures Idesign Team. He has been sculpting miniatures
for Games Workshop for the past year. In that time he has
designed a stunning variety of superb models that take pride
of place in both Warhammer and Warhammer 40,000 armies.
Andy Sharman heads off to find out a little more about the

Anely: After long bowrs of searching, I finaf
canght ufy udth Chris in one of the darkest
corners of the GW Studio, tatking with felfom
scudpror Pawd Muller Seefng my chamce, |
dived in asfing guestions before be bad rime
o ruR,

So Chris, when did you first
start modelling?
I first gave it a go back in 1990, [
think. [ was at college at the time,
and ran info some folks who had this
small company making miniatures. A
sculptor named Sieve Lorte showed me
the basics, and got me searteed - he was a
hig help 1o me, T sculpred three Hgures
then, but pave it up for a while. There
were (oo nrany diswactions al school,
voou knowe | otricd it again a fow years
Iater, and that's when things
ook off

Wias there one wdin
event that gave 1ou
the clvince o sculpl,
o s i a gradual

ik Prrupression?

Will, T learnt a lot of
things the hard way, as
I'm mostly sclf-raught, Tt ook a
long time before 1 was pood enough

o get anyong's attention. T was

working at this preat pame score in

the Srares, the Game Prescrve, and

I'd work there by day and sculpt by

night. Aftcr a year or 50 ol this, 1 finally

got a job ac Ral Parcha., That's when 1

really bogan 1o improve,

WARI—E&MMER
MODELS.

man from over the bhig pond.

What made you decide vou wanted o work
Jor Games Workshop?

T just realiscd T had gone alour as far as I could in
the States. Besides, | was a big fan of Citadel
Miniarures when T was a kid, They wete some of
the first fgures | ever bought, ancd 1 ostill chink
they're grear. T guess T had always wanted o work
at Crames Workshop, but never actually teied. It
just scemed so far away

How did you go aboul getting the job ere?
Yesah, well chis is sort of faony, T put ropeiher this
package of sl 1 had done in the States, along
with a female Commissar figure Tmade just for Gw,
anvd just sent it off w England. Buc | had never sent
anything overseas before, and I didn't really
understand how customs worked. 5o 1 declared
the valee of the figures ar something like theee or
four hundred dedlars. Finally the stuff arrmves and
there was somcething like 3 hundred pounds in
custormns fees that GW hacd to pay, just to get the
package! Mobody had any idea who [ was. 1 guess
it was just out of curiosity that they decided oo
accept the charges and see what was in the box.
I'm lucky chey didn’e just send it back to me
unopened.

S0 boaw fong bave you been working at W?

T started in January, 30 what's that, ten months or
s0f The British government has decided to ler me
stay [or two yos,

You're desigring « ot of the Dark Eldar and
some of the Dogs of War Is there o favourite
minicture that you bave actually sculpted?
well, it seems that  everybody's [avourite s
Lucreszia  Belladonna, the Tilean
Sorceress. She's actually the second g

S fiab bl lleta



Work-if-progress shot ol one
of the new letrk Ebdar Hellions

figire that T-did here. Bverything just Folb ity place with
that ome - e 51l really pleased with her, evien nose As
far as mv favowrite goes, Foeguite fond of the Dack Eldar
Wrch Beastmaster.

Winal models bare you done for the Dk Mdﬂr el
st s comting u o e futnve?

Fre dane all ol the Weehes and Tneubi, the close combag
tresaps. Craey ariel Paol have doni niost of this rese. o
crrely working o the Hellions, and then U Raish ofl
with theee special charsceers. Um Tocking forsard 1o
those = 163 3 chanoe o really go over the 1op!

Whetht vour actuaily started working on Davk Fldar.
where did you gel your ideas from?

Well, we all stareed with the Eldar of course, there
needed: 1o be some. supibwities o them: folur Blanche
and Thve Gallagher «did somdé eoncept work, dnd Gane
designed.all of the plastes 1 came ke the projece cather
fare, win ] fust crivel o keep i stvle weith sehiac had sy
Been done. Stk Pve bad a log reedons in desigaing the
mestlels:

Tve noticed tBal the Wehes aond fellfons Dave quile
o o of mavement by thenr, very dramatic — what
was the idea bebind them?

Pve gried o pive them a very comic baok feel in their

poses, mgkingabem look ke they wore jurnging. leaping
andl rurning aboat. They are supposid o b ghudiacoes,;
a0 they'd really pur ome 3 shoms

Where oo yon gel your inspivoafion from?

Well Fre pdways been into faneasy and scicnce licion
stull, just Bke everdbody else. Frank Frasetia has albways
imprissed me;, and there's ancAmcrican fankisy asist
matveiedd Broan that 1o eeally admice. | Eodod some af 1 H
Cipers woek-very inspiragtonal foe the Dack: Bldac

Hae dn yon aotualfy po about designing e fipnres
= dli youe bave a clear idea in your head oF do pon
Just skarer and see Wil bapiens? ;
Well, sametimes 1 do bave w clear delea: 1 did with the
Tacuaby; T skerehed them all o i detail beloreband, 1cs
wrice e know exacthy what vou want before vou srare, buat

Dark Eldar Incubi

Chris Tavourile mindatoere,
the Dark Eldar Beastipastier,
painted by Meil Green

Dark Fldar Wych
Succubns

Ddark Eldar Wych

st of the Gme 1 just make it
up as. T g glong. The
Beaspnaster, - for instance — |
wanted hiny 1o have 2 wild, foral
lowake, like s Warp Deases. Fle
STArTed &5 A comversion from an
earlier mocel. and | ook that
fignee -a0d- 1 sorl ol suirled
scadpting on it - anel that's
what: T came up with, e
happened vy quoickly  and
sasictreally plapned ot ar Al

Wiart cfcr yos fhinfe poie 'l fe
working o i the fulure?
Aleer the Dark Elclar, thens's
talk of some aew Crdiworld
Eltlar for =0K. Fve alwiivs
soally wamied 1o make some
Dark: Ebves fior Warhammior
Fantasy Batele. | bad a0 good
time - with the Huar Chicen
figure, and: T have plenty GF
itleds for g whole range. U'd
Tike o rmake them muel more
sinister and  pvsoeEanss — a
wehole new Jook! Bal we l have
o3 waie- and sec whar the futgre
holds

Chris's concepl skefches [

Jov the Dark Fldar
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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
Workshop. Featuring fantastic, full-colour
l artwork by many of the best
\ ‘ l artists in the business...

— ““" g JOHN BLANCHE
KEV WALKER
/ / ' GEOFF TAYLOR
MARK GIBBONS

Availahle from all good
newsagents, hobby shops
and Games Workshop =

stores around the planet. : -




AIR-MOBILE

~ They strike without warning and disappear before the -
enenty can react The Dark Eldar more than any othier

- army have to rely on speed and manoeuvrability to win -

. their battles. Compared to all other armies (with the
‘exception of their Craftworld cousins) the Dark Eidar do

nat have the numbers or armour to repel serious firepower

 orforgue 2 commandars ot

Up to now the biggest problem the Dark Eldar faced was
- gelting 1o grips with the enemy - your Wyches always gol -

The first squads you should mount up are the Archon, with
his Incubi bodyguard, and your lightly armoured Wyches.
Use the speed of the Raiders and move them down your

- ten models. Mot a proble
 solutions. One is not putting any models onto the Raider.
~ When the transporied Dark Eldar dismount, place the
 squad onto the table {similar to what you do with enclosed

problem though, as there are several



‘transport vehicles). This is very practical,
but what you really want to do is
intimidate your opponent with  your
Raiders full of froops (he could be
pushed into making rash decisions when
he sees the Archon and refinue bearing
dawn on himt).

Another solution is to e all }*GUI'
Raider squads onto Gorkamorka bases,
Be warned that with their fong splintar
rifles Dark Eldar Warriors are going to
fall over lots during a batile {uze blu-
tac!). Yat another good solution is to glue
several Dark Eldar {without thioir bases) SRRy s ; :
directly to the Raider's running boards. Kabail of the Biack Heart Raider {note. the Warmiors
This gives the impression of a Raider full have been glued info place)

of troops, nobody falls off and it looks
great!

Cr finally you could place jusl a handful
of the Dark Eldar squactonto the Raider
{the mosl intimidating ones - the
Sybarite, heavy weapon, ele, ele.) and
when they dismount. place the
remainder of the

squad  on  the ;

table with them. o

However you :
chooge (o represant your
_transportad squads,
remermnber ta strike
fast, sirike Hard and
strike first.

Habal of the
Subsect Cypher: Reaver Bloodied Claw Raider
Subpect Clissification: -~ Jocycle
Subject Cingia: Eidar [Pirate] ok i
Subject Descrigtion: ~ The Resber yeicycle s s if you are using ihe Darkc Eldar army st in the back of the WHAOK ritebook then |

onc—<rew vehic, emplaying anti-grnitic impulke. | 18VE 50Me bad news — the cost of the Raider has been increased o 55 points! If
The asti gravite, peneratar is fughly acvanced, Bomsed | WOU e e proud owner of Codex Dark Eldar (if nof, why not?) this goesn't effect vou.
within the sizvciee of the vehicle gisr bescab tbe | Remember all point costs, stal charges and rules ina Codex replace those from the
rders  pasition. It i propelled forward By 2§ aemy lists i the Warkammer 40000 book. Gel ahead of the game, get your Godex
seaphictzsted  combustoes jet, whach urilisss & foel ard Q'E.!.Emﬂ'k int

scaric @ peb wnknown o o echeadeprs Te: bulk i

al the jetcycle appears ta be of varuble coaliguratian.
The frostal cenopy, rear canards apd- kel hlade are
ali capable of assumisg wenous forms, Whober this
& for caesthecic reisans, csome kisd of  contral
meckanise or qust A aler fhe whicles comban
perlormance an dibicrost - bartleficld sstuations. 21 s
impassible to tefl The Reaver jetevcle s capable of
very bigh speedh. vsdng 2 scoondary Booster o prape]
itsell farward at an astounding rate for shart periods
uf time Primiry armament is of standied Eldar pirate
design. aring 2o bail of splioier bk amansorkue.
edten coated with toxic substances. Oiecasianally these
st replaced by dibiereat - weapans - [croeabils
FEidarBlaster azd  SEldar Skredder]. Altbcugh
monating o sanged - weapon, the [rvoueed method of
altack appears fo be Closc combar, usizg the wapudity
of the Reever 1o clase quickly. slashing at foes with
the r.}';.lt': biades s Ahe aztacker swongs F'usrr Pt

bantde. reports have sheos ABat the riders of these
vebucles are highly skilizd ae this type ol ateack, 2bic
o dissmbewel o Oppoasnd, sever 3 Hmk ar 2ven
affain: such s zcewrate. attack rus that the carotid
arteey or jugniac van i scvered durisp the pass.

& L

Dr.'fc fu'r Heaer 'erb.'lffe squzad




he Dark Eldar arc piratical raiders

who utilise speed and firepower on
the battleficld. They scythe round the
flanks and rear of the coemy, vsing their
fast Raider transports and jetbikes to
make slashipg hit and run attacks,
% cutting down the enemy's strength to
- prepare for the final killing blow.

So, what's inside the box?
+ Dark Eldar Warrior squad (20 models) -
" - 1 Dark Eldar Raider

|+ 5 Dark Eldar Reaver jetbikes
oLt of IungI: Trees

The galaxy does not hold
enough souls to quench

DAR Ei:'aggén' B ™ thtn‘ thjrst
BATTLE ; o S A SR S ..

J}mﬁ Efd.a-r rm:rdar.s dez;gned by C-.‘ar}- t:l'an'e}r. mn }tdm ._i. & ﬂam

thcy don't take v u alive.

Availablc now for £40 B
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Gtz e Cliadkd Uastie, Dames Winlahog, e Gaves '.'.'c-rt.au..,ﬁ Vs e WAt e resishi e s s of Gamas Winmkskop L,
s Warkshoo D1, 1 anagiis Téﬁn-&:l. :




Archon

Dark Eldsr thrive oo domination

;nd pu-.l.'l.'r. ahd lfln&l: ‘.I-':hr:l are
viciows and ruthless enough will
quickly rise o pusiions  of
authority. The Durk Eldar Lords
lead  their scrvants isto battle ao
the starch for slaves and souls,
leaving worlds in rwin and 2
monntain of ded hesped in theie
wake.

Incubi .tluar:;fs farm g argung r'r Lard

™
# iE a2

Noe can tell what the truc sims of the Iocubi are. Ob the surface their
;:m]].r need ;wéarn to he excelling in their martil skifls. It is claimed that
they battle with cach other. to determine their position withio thesr own
tanks: the victor of each deadly ducl given the privilege of taking the
weipons and armour of ‘their opponent. Somie have even challenged the
Dhark Father himself, but whether they won ar died, none can sav. That
they have some hidden plan, some wnfullilled agends, is without doubt
Whatever their reasons, po Dark Eldar Lord warthy of any thought is
without a force of these incredible warriors to protect him. They guard
s muth against the machinations of those within the Kabals s aftacks

“from enemizs on the batelebicld.

"] want to feast on
their [iving hearts and
drink every drop of
blood their wretched

little human bodies
can hold”

Dack Locd Azaren
of the Scventh Kabal

wa.r Beasts attack!




URIEN RAKARTH, MASTER HAEMONCULUS

\

Haemonculi are the chief torturers of the Dark Eldar. They treat the
infliction of misery and pain as the highest form of art. The greatest, most
dreaded of all is Urien Rakarth, master of all the Haemonculi.

A Dark Eldar army
may. be joined: by
Urien. Hakarth and
he is counted as one
of its- HO choices.
Unen must be used
exactly as described
below, and may not
be given any extra
equipment. in
addition, he.  may
anly be used in a
battle  where: both
players have agreed
to the use of special

characters. Urigny Rakaith

Wargear: destructor, stinger, peisoned blades, Crucible
of Malediction.

SPECIAL RULES

Independent Character: Unless accompanied by a
Retinue, Urien is an independent character and foliows
all the Independent Character special rules as given in
Lhe: Warhammer 40,000 rulebook.

URIEN RAKARTH
PointsMods! | WSBS § T

Urien Rakarth 100
Libar Grotesqus +15

Master Haemonculus: Urien i a master of his craft,
and the weapons: he uses are amongst the finast
examples of their kind. Toreflect thair superior guality
Urien’s weapons automatically wound if they hit = no ‘to
wound’ roll s required. Armiour saves are faken
normalhy:

Retinue: Uricn may be accompanied by a Retinue of up
to five Uber Grotesques. The Uber Grotesques dre
chosen in the same mannar as a normmal onit of
Grotesgques-and castthe same number of peints, but do
not use up cone of the army’s Elite choices. The
Grotesgues are hand-picked by Uren and are amongst
hi= finest creations, and therefore have the improved
profile shown abeve. With the exceplion of the improved
profile  they follow the same wiles as normal
Grotesgues.

o P B
defenses,

e o K R A o v e = R o
Urien Hakarth, overrun the fmparizl
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Lirien Bakarth,
Masier Fhaemopcnlus
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" most cvil of races

il I-*«

The cruel. twisted Dark Eldar are pn‘atlcai raidc:rs who
strike without warning, killing or cnslaving all who stand
in their way. Codex Dark Eldar holds many of the
dr:adfu] secrets of this wvile race It's IueralI}* crammed o,
Wﬂh special rules and background information for the

This invaluable 48 page book contains:

« The complete Dark Eldar army list, which allows you
to choose your forces for a battle - includes information - - Wi
covering alr of the weapons, vehicles and wargear used by .

Dark Eldar.

- Complete rules and background information for Dark
Eldar characters like Asdrubacl Vect, Kruellagh the Vile,
Utrien Rakarth and others...

« A remarkable section packed full of tips on collecting,
pamtmg and playing with these, the cruellest of all the 7%
races in the Warhammer 40,000 universe. i

Thcy arc 'not your worst mghtma



- This invaluable
tome will help
you reap ytt
more souls for

your Kabal.
Available now for £8.
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cy ate your cvery nightmre

Thig B 8 sagpkment for the Warbammar 40,000 game. Yo mus pessess 8 ooy of the Warhammee 200009 game in order Lo B able 1o use the corients o this saak,
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Contents and components may vary from those illustrated. Models supplied unpainted and unassembled. Glue and paints not included.




Warhammer 40,000 is a tabletop
wargame for two or more
players where you command the
: fm'cts of the Impr:num or one
' of its deadly enemies. The game
. provides you with all the rulcs.
- sceparios and army lists you
~ w nced to fight a battle, and
~* guides you through how to
- paint the detailed plastlc Citadel

" miniatures in the box and then
~ how to collect together your

~own army.

There is no
time for peace.

No rr:spitt_:;

The Warhammer 4ﬁ;ﬁﬂﬁ

Boxed Starter Game contains:

- 10 plastic Space Marines

- 1 plastic Land Speeder

- 20 plastic Dark Eldar Warriors
- 288 page Rulebook

- 2 Card Playsheets

- | set of Gothic Ruins

- 3 Plastic Weapon Templates
- 7 Assorted Game Dice

- 2 Range Rulers

- 4 complete Jungle Trees

+ Assorted Barricades

Gam&s \'I'Drkﬂhﬂp Lﬁd G 1998, All rrghls I‘csanred



IT'S

by Dave Cain

Dm)e Cain, one of the combatants from this month’s ‘Battle of the Beards’
battle report, is an accomplisbed Warbammer general and regular
contributor to White Dwarf. Herve be looks at the finer poinis of the Psychology
rules, and bow to use them lo your advantage when choosing your army and

during the game itself.

In games of Warhammer, where plavers compete for
victory over war-torn battlefields, a successful general
needs to consider 2 great number of variables, from his
initlal army selection to the execution of his cunning
and well thought out plan.

Less experienced players will frequently put much of

their faith in their army selection, with wough characters
being the norm, while their tactics are less refined and
consist of little more than charging across the table.

As in real life, things seldom go according 10 plan. One
of the most common reasons for battles going awry is
troops Riling 1o respond in the manner you would wish,
Some might cower or even flee from termifyving monsters,
some mipht run at the first sight of trouble, some may
refuse to hold their position and so the list goes on,
Such psychological reactions can therefare he crucial 10
the outcome of a Warhammer batile, as even the best
general can be outdone if his troops refuse to carry out
his commands. $o the psychology rules should carefully
considered before selecting your army, o minimisce the
annoving effects they can have on your army, while at
the same time trying to maximise such effects on your
unforiunate opponent.

It is an element of the game which is casily
neglected by less experienced players.

Nearly all  psychology  tosts
(including such phenomena
as Infighting, which is no
stricthy & psychology test

as such, burt is similar
in its effect on the
wame) are based
on a 2D6 dice
roll on  the

highest Leadership of the unit in question. 1f the resule
is less than or equal to the units Leadership the test is
passed and all is well. 17 the result is greater than the
unit's Leadership then the test is failed, Because ol this
it is obvious that superior characters such as champions
or heroes included o lead anics will greatly bolster theic
resistance 10 failing such tests. Indeed with certain low
Leadership acmies, such as Ores & Goblins, their
inclusion could be seen as almost mandatory.

PANIC

The most commeonly encountered, and therefore
probably the most important, of all the possible
psvchology tests on the Warhammer bardefield is Panic,
Unfess yvou are plaving Undead where the majority of
your grmy will be immune to Panic tests (and the other
psvchological reactions as well) you will have to deal
with this problem on a [airly frequent basis.

The causes of Panic are numerous. See page 47 of the
Warhammer Fantasy Battle Rulebook for the complete
list oof when to test,

I gaming terms the most frequent trigger for g Panic
test is when a fricndly unit is destroved or broken in
hand-to-hand combat. All the rest of your units or
characters within 12" of the brokensdestroyed unit must
then test to sco if they lose their nerve and lee.

This process is often mishandled as players rush to
complete their Mee and pursue moves.

What should happen is that no physical movement of
troops takes place until all the combats are fought, all
the resultant Dreak tests are taken and the identity of
which units are actually going to break and flee have
been readily identified. To is ae thart

point,  before  fleeing and
pursuing moves are made,
that all fiendly troops
within 12" of those
broken or destroved
take their Panic tests.




This means that a unit that has broken its combat
opponent can still fail its Panic test for @ fidendly unic
being broken in another combat within 12", The unit
will have to flec away from ils heaten encmy without
getting the chance to pursue.

However, at what point do you measure this elusive 12"
If you measure this distance from any point on the
broken unit's border, the affected radius is expanded
dramatically il the unit is a big one, With extremely large
cegimens this can grossly alter the outcome of a game
as far more Panic tests ensue.

Far better to decide on d fxed point or diameter and
agree this with your opponent before the game.
Measuring the 12" distance from the broken unit's
leader (although the leader model is not always
obvious), or from the exact centre of the broken unit’s
formation are two such possibilities.

Certain units have an immunity o all psychology and
Break tests and so are quite pivotal in developing your
battle plans. S0, Dwarf Slayers and Empire Flagellants
are guaranteed to hold their position come what may
and are a kev element in creating a successful strategy —
do you need a core fighting regiment to spearhead your
achvance or a relisble rearguacd o plug the gaps in Fou
ne? Such troops cannot themselves be broken and so
avoid Panic ests on nearby units that might otherwise
resulr. Because they are also immune to Panic, there is
no chance of them running away il friendly woops
within 12" are hroken,

Other units, although sl subject to Break 1eses, ane
immune to psvchology such as Panic. Therefore woops
like Wood EIf Wardancers, Brewonnian Grail Knights,
Slaanesh troops with the Rapturons Standarnd elc. are
good units to intersperse between other more fragile
troops, In this way a bulfer is created, hopefully
preventing a single failed Break or Panic test sweeping
away the majority of vour army.

A recent introduction into the rules concerning Panic

tests came about during the last revision of the
Warhammer pame. Now if your general is slain, all your
units on the table (and yes this does include characters
andl war machines) must take a Panic test. Since there is
no limiting radius for this test, it is often the crucial
turing point in a game. Onee again low leadership
armies are hit hardest by this ruling — after all, there is
only ane Crown of Commeand 10 go around, More and
more Empire or Ore & Goblin players are finding. It
tactically advantageous o resist throwing their general
into the 1hick of the fighting, Less common is the Savage
Ore general laying into all around him. Magic armour or
wards arc replacing magic weapons, and items
bestowing some protection against hostile magic are
ofien considered  crucial. Coupled with the almost
compulsory Crown Cf Comend, the general is more
than likely found ucked in at the back of the line in a
central position, safe from harm, where his enhanced
Leadership can boosl the most regiments.

If a failed Panic test resuls in a unit flecing from combat,
then the opposing troops can pursuae ondy i they wion
the previous round ol combat, If they lost, or no prior
combat round has been fought, then pursuit s not
pussible.

This can sometimes be used 1o your advantage. Some
players utilise small flanking forces 1o protect the sides
of their main combat regiments and prevent the Panic
tests and the =1 combar modifier that accompanics any
flank artacks. However if you can break one of these
flanking units whilst ¢ngaging the main combat
regiment with another unit, then you could sirike lucky
if your opponent fails his resultant Panic test I you
managed 10 win the previous round of combat you can
pursue, and hopefully cach, his feeling combat unit.

Certain armies can avoid this scenario by careful
selection  of the troop types  involved.  Hence
Siormvermin flanked by Slaves or Black Ores Hanked by
Gobling both work well, since the main units are
immune to Panic if the “lesser’ roops flec,

Bretonnian Halberdiers peric when their couniryriien are broken by a fearfidd Skeleton regiment.




FEAR

The Warhammer world is indeed a scary place for those
of 4 nervous disposition, The denizens of these lands
include many fear inducing creatures, ranging from
large imposing monsters such as Trolls and Ogres,
through the supernatural horrors of the shambling
Undead to hideous Dacmons from the Kealm of Chaos,

Fear can strike at the core of most armies and an adverse
rcaction can prove decisive in close combat situations.
Troops may either refuse to charge a Fearcausing
enemy, or if they are themselves charged, may have their
fighting capabilitics reduced significantly by requiring
them to roll a natural & to hit their opponents in the
close combat phase.

Failing to charge an enemy often places troops in an
unenyviable position, since they are left in charge runge
of the very enemy they themselves had tried w engage.
This is particularly galling if your woops rely heavily on
the impetus of their charge, like mounted knights or
chariois et, Trying to manoeuvre such fast moving
troop tvpes inte a position where they can reach their
intended target but are out of range of their opponent’s
charge is the key to safeguarding these shock troops.
Even if you fail your Fear test to charge the enemy, they
sl cannot reach you. To achieve this vou need o think
ahecad in the 1urn before you want to charge, to decide
where you want to start your charge move from in the
subsequent turn,

Failing a Fear 1est as you are yourself charged is a pretoy
drastic situation as your chances of inflicting casualtics
an your opponents are greatly diminished. However all
is not lost — remember combat is not decided by a
wounds count alone. The combat bonuses awarded for
exira ranks, banners ete. can all help o swing the
combat in your favour. Large units, comprised of
mediocre or even poor fighters, are therefore much
mare resilient to failed Fear tests than are smaller, hard-
hitting units, Another tactic o reduce the effeet of a
failed Fear test is o invest in magical items that
improve your chances of hitting, so the Banser
af Might means your craven warriors

can strike back
on a D6 roll of
a 5+ rather
than the
Customary
O+,

A chargcter with the Blade OF Ensorcelled Tron would hit
on a5+ (ora 4+ of the unit was sll accompanied by
the Harner of Might). OF course, the best bet is the
Blade Of Dariing Steel which means your character sill
hits automatically — not bad for someone who is shaking
in their boots!

Fear has a much more profound effect if it is causcd by
large units. Enemy units ownumbered by troops that
they fear will automarically break il they lose a round
combat ~ which is very usetul for disposing of high
Leadership opponents such as Lizardmen, Tiwarfs or
Elves.

Fearsome creamres are normally large and expensive
(point-wise) and so it is rare w find large units of such
creatures. The exception is Undead, where large units of
Fear-causing Skeletons or Yombies are the norm,
Another common tactic available to all armies is
equipping a large unit with the Dread Barrer, In effect
this turns them into close combat specialists, as they can
beat their opponents and automatically cause them o
run if they outnumber them,

In this sitvation characters should concentrate on
magical weapons that will help them deal out death and
destruction rather than investing heavily in items that
are mare defensive in effect. Magical banners such as the
Wiar Banner ar the Battle Banncr (please — not both in
the same unit, unless you are prepared o grow a large
beard!) will also help tip the balance of the combart in
your favour,

Having his troops run without cven the chance of a
Break test will cause a marked decrease in your
adversary’s morale, particularly if he is unused o his
troops flecing e.g. units suffering from hatred, roops
led by a character bearing the Crown OF Command or
Lizardmen of any description'

Obwviously troops that are immune to Fear in paricular,
or psychalogy tests in general will not be forced to break
il they are beaten in combat by Fearcausing creatures.

Howwever it is sometimes the case that a normal unit can
include some Fear-causing individuals, This is usually
encountered when a character that canses Fear joins a
unit. However another common cxample is 2 regiment
of Skinks containing some large and imposing
Kroxigors.

The rule bere is that a Fear test (or Terror test if
applicable} is only required if the unit is going o have
to face the Fear-causing creature itsell. 1f the unit is only
eligible to fight Skinks for example (ie. there is more
than one rank of Skinks berween them and the
Kroxigors) then no test is needed.

Similarly if a unit of Skinks containing Kroxipors is
beaten in combat by a Fearcausing enemy that
outnumbers il, then because the majority of the unit
flees, the Kroxigors must also flee, even though they are
immune to Fear themselves (since they cause Fear), The
same applies to a characier that is immune 1o
psychology within a unit which flees.

Fear is therefore one of the most powerful of all the
psychological reactions, which should be exploited or
defended against with careful forethought,




For example if you are playing with an Ef army and are
facing an Orc & Goblin horde, then give some
consideration 1o wsing a large hlock of the (relatively)
cheap rank and file Elven warriors, like High EIf or Wood
Elf Spearmen or Dark EIf Warriors. Goblin units - fear
Elven unils that are more than twice their size. This fact,
coupled with the legendary low Leadership of Goblins,
makes this a serious threat to greenskin generals,

Similarly, Undead plavers should go for a fow large
blocks of Skeletons or Zombies rather chin more
numerous smaller regiments. Not anly can the large
units ghsorlr more casualiies, saving precious ¥Victory
poines, but they may automatically break opponents if
they succeed in beating them in close combat,

TERROR

Qerror is, in effect, a one shot weapon, as once a unil
passes @ Terror test it becomes immune from further
such tests, reating then as Fear tests instead,

However despite this resteaing, the elfect of a lailed
Terror test can he dramatic. Any encyy that fails this test
must flee immediately away from the source of their
terror: As described above under Pandc, such behaviowr
can sood apread since subsequent Panic tests caused by
flecing troops can SWeep voul Opponcnt's army away.
Hewwever even il only one unit flees it is still one less unit
you need to fight or worry about, and if you are
exceptionally lucky it may include a powerful hero or
wirard.

Think carefully about where vou position your dragon
or other Terros-inducing monster. Since such creatures
are ofien powerfal in hand-to-hand combat it is often
tempring o charge them into a melee and hope that i
can rip ity opponents apart with ooth and  clawe
However scrutiny of your encmy's barde line can
sometimes  revesal better  places to position. your
Creglure,

Remember that Tecror has an 8" mdius and the more
units you can include in this sphere of influence the

The nieve presence of the dacmonic Vermin Lovd canses a unil of Savage Ores fo flee in terror

better. Good targets to concentrate on are wir machine
crews or chariot crews who are frequently felded
without characters to boost their leadership. The beauty
here is that these are some of the key threats to the
lomgevity of your monster itself Plus commaonly fielded
anti-fiver items like the Scarecrow: Banner or Talisman
af Kavensdark are rendered useless as you are not
maving into actal base contact with a unit,

Other good targets to Jand near are unis already in
hand-to-hand combat I such undrs fail their Tereor test
and flee, and vour unit won the previous round of
combar, then vou can happily pursue the craven
covards and run them down with shouts of "easy, casy™
or other such sporting comments. Dragons are by far the
best choice of creature to use in this way, for a number
of reasons. Firstly, they can Ay and are therefore highly
mobile, frequently able to alight in an advantageous
position in your first movement phase provided your
opponent gained the st tuen.

Secondly, since they are immune from the irritating
{particularly if you fail ity Bound Monster rule, they can
happily be used without 2 character o contrel them and
this greatly saves vour valuable character points
allowance, And lastly, but by no means least, Dragons
possess a uselul breath attack which means you can still
cause some damage to your enemics even if you don’t
charge in directly.
Livw  Leadership armies are obviously the most
vulnerable to Terrorinducing monsters landing in their
midst. An obvious deterrent o this tactic is to put up
fivers of vour o, A hero on a cheap mount like g Great
Eagle or Pepasus works best as your opponent can only
guess al whal nasty magic weapon you have cquipped
vour character with. (fren this threat will be sulficient to
sirn off your opponent from flying high with a Terror-
causing monster, For this deterrent to work vou need to
get the first move o ensure your fAyers Ay high liest, and
in case this does not happen it is best to allow for two
such flying mounts to prevent your opponent getting
the drop on vour flyers,
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STUPIDITY
Stupidity is a less common occurrence on the
battleficlds of the Warhammer world, generally found
with Trolls and Cold Ones.

With Cold Ones, the high Leadership of the Dark Elves
and the beneficial Leadership rules of the Lizardmen
mean that failing such a test is uncommon. It is unusual
to find a Cold One regiment non led by a character.

Trolls are excellent troops with the much prized
regencration ability  greatly enhancing their combat
potential (regenerated wounds do not count towards
combhat resalution). Although they can use the peneral’s
leadership if he is within 12", the risk of them being split
by Mee/pursuit or other compulsory movement means it
is hetter 10 include the army general or other high
ranking character to lead them.

With Stone Troolls, in particular, their 44+
magic resistance henefits the general
or character and cffectively frees
upr A magic item slot if vou
consider someihing Fke
the Amulet of Fire
wontld need to
b usecd
instead.

FRENZY

Probably the most feared troops in the Warhammer
game arc those possessed of the ability o become
frenzied. The doubled artacks and immunity to other
psvechology tests has meant that Dark EIf Wich Elves,
Savape Ores, Skaven Plague Monks and Khornate troops
accompanying the Basser () Rage have laken on an
almost legendury reputation for dealing ouwt death and
destruction.

However chanpes to the Frenzy
rules in the last edition of
Warhammer went 4 long wayv to
reducing the cffectivensss of this
ability, Unlike the other psychology
tests, no 206 roll is needed and
the rules for  Freney  apply
automatically:

Under the new rules frenzied
troops must always charge il there
is an coemy within their charge
reach when charges are declared.
No longer is there the option of a
Leadership check for the troops
restrain themselves.  However
there are a number of cther points
to note here:

A regiment of frenzied Witch Elves charge ouwi of a temple of Kbaine.,

Firstly, the other ohvious criteria for charges need o he
met, Lo the enemy must be within the frenzied troops”
charge arc. I they are not, the berserkers cannot charge.

Scecondly, if other friendly units lie between the frenzied
troops dand their tirget thea the berserkers cannot
charge, although they are obliged to move as far as they
can towards the cnemy:

Thirdly, if a frenzicd unit finds itself with the option (o
charge ™wo or more enemy units then it is under no
comnpunction to cngage the nearest one and can choose
tor charpe whichever ane it pleases.

Because they can no longer restrain themselves (as wis
the case in the old rules), frenzied roops are much
maore vulnerable 1o being lured away by fase moving
skirmishers, Flvers or other skirmishers can be used as
bait 1o get the frengied woops w charge into difficul
terrain. The ‘bhait’ can flee unhindered through the
difficult rerrain and the berserkers, hampered by the
movement penalty imposcd  for such terrain,  will
invariahly fail to reach them. This then leaves the cnemy
stranded in the bad tecrain and it must either persevers
until it reaches the other side or else spend a wrn
manoeuvring back out of the difficult ground before
finally facing up toward their original targer. That is
three pame oms wasted for a powerful hand-to-hand
combat regiment.

Alternatively, use a skirmish screen in front of your main
combat regiment o invite the charge from the frenzied
enemy troops. Use the skirmishers (o Mee (Wood EIf
Glade Riders with their feigned flight are excellent at
this tactic) or sacrifice 1them in combat o position the
berserk enemy conveniently in charge reach of your
orvn combat regiment.

The other change 1o the Freney rules is that now Frenzy
is lost it the troops subject to this psychology are beaten
ifn hand-to-hand combat as determined by the combat
results. No longer is it necessary to break them as it was
in the old mles. As a consequence, the Cromwn of
Comtirggrd is not as often found upon the bwow of
characters leading frenzied units,

S0 fast shock oops that can hit hard, following behind
a skimmnish screen as described above, can often knock
the crazed Ireney outl of your opponents, leaving them
to fight as normal warriors foe the rest of the battle.

i




The wse of magic ivems that will boost combat resolution
is therefore valuable o both sides, 1T wsed by the
frenzied troops it will reduce the chances of them being
heaten, and used by their opponenes it will enhance
their chances of removing the threat of freney for the
remainder of the hartle.

Frenzied characters are  another  problem.  Their
numerous attacks, usually enbanced by the addition of a
potent magic weapon, can frequently win a coimbar on
their own, never mind with the support of their berserk
followers, However, after cach time they fighr, frensed
characiers must test o see if they retain their numiber of
attacks. Roll 2D6 and if the resule is preater than the
number of attacks the charucter made that turn then the
individual sufters no il effects. IFthe dice roll is less than
or equal o his total number of atacks, the individuoal
reduces his Attacks profile by -1 for the cost of the game,
As g renged character’s atacks are doubled, this will
elfectively reduce his attacks by 2.

A useful tactic therefore is to use troops that are immune
to Break tests 1o engage the frensied characier theic
immunity o Break tess deprives the dangerous
individual of a quick win, hopefully reducing his actacks
to 4 more manggeable level, Swarms with their large
wonds profile and skeletons which can be wopped up
with the appropriate Necromantic spell are probably the
best choices lor this role,

HATRED
This powerful emotion s usually considered a major
advantage in Warhammer Like Frengy, there is no dice
role involved and the riles apply automaticalky,

Crtically, it allows Break tests 1o be taken on an
unmodified 204 dice eoll of 10, so regardless of the
combat resules, a unit that Hates its opponents will only
fee if they roll an 17 or 12, This is like equipping @ unit
with the Crowsr of Contmand bt is even more polent a5
with the magic item vou can at least Deadinock it (High
Elf spelld, negate il (King of Corin or Sword of
Prestraection) or kill the hearer,

In addition, troops who Hare their adversaries can re-
roll any misses in the first round of combat, 11 is
therefore imperative to ensure troops who are subject 1o
Harred get to charge their enemy, so that every front
rank model can amack and maximise the re-roll
advantage if they miss. If they themselves are charged
then it is likely chat the unit will suffer casualties and
have fewer troops w sirke back in the first tom, therehy
wusting what advantage the re-roll male offers.

Certain plavers seem. (0 promote. somewhat gencrous
interpretations of the Tatred rules. Hatred only allows
Break teses to be taken on an unmeodificd resualt of 10
“andd does not bestow immunity to other psychology tests
as does Frenzy. Indeed, all the ather psychology tests are
still taken on the noomal leadership of the unit's leader
or character. For example, a Night Goblin unit led by a
normal Boss (Leadership 5) fighting against a Trearf
army akes Break tests onan uomodificd 10, but Panic,
Fear and Terror 1518 on 5.

It a character subject to Hatred i included ina normal
regiment (such as Zhatan the Black — the Chaos: Dwarl

special chamerer) then the special rules for Hatred are
notl applied wo the unit itsell. The nic does not get to re-
eol miisses i the fiest turn of combar and takes Break
tests on the normal Leadership of the chamcier, which is
modified by the combal resubis as usual. If the unit ees
then the character flees also, despite hating his enemy,
since he is carried along with his companions. All things
considered it is better to Beld such a character on his
owrn, 2% without the cloving cffects of a unit his Hatred
will wark as normal and allow bis personal Break tests
to be taken on an unmodified 20Da rall of 10

As an aside, an interesting dilemma exists with troops
subject to either Frenzy or Hatred being equipped with
the Banner of Defience. Both of these psychology states
mean that such roops must pursue flecing encmies
while the magical banner prohibits such pursuil.

The geoeral rule in this sorr of sitnation is that magic
takes precedence over more mundanc rules such as, in
this casc, a unic's psychology, So the banner's special
rules take precedence over the Frenzy or Hatred rules.
This is pne of the few occasions when sach troops e
prevented from pursuing their enemy if they Aee,

By carcful consideration of the abave six psychaological
redotions, the cunning tactics you employ against vour
opponent will have a much preater chanee of yvielding
cventual victory, since vour troops are more likely 1o do
what you want them . Newhing s guaranceed, of
course, bur getting the odds in your favour certainly
helps to swing the course of 4 battle vour way

A perfect example of purting all this theory into practice
was amply ilfustrated by Tuomas Pirinen, in the “Shadow
of Death’” battle ceport in White Dward 217, Facing up to
an Lndead horde, with is exiensive range of Fear and
Terror-causing troops, with a Beastman army bedevilled
with low Leadership profiles and Infighting rules,
careful forethought was required.

Tugrnas equipped his Beastlord General with the Crows
of Commeaind and kept him positioned in the centre of
his wrmy, giving most of his units a Leadership of 10 for
psychology and Infighting tests. Giving the General's
regiment the Banner of Rage also meant the unit would
be immune o psychology (a5 they would be frenzied),
although combining chis with. the Execulioner’s Axe
wouldn't win many Army Sclection points!?

The elite Bestigor unit carried the Banner of Dofiance,
which meant it would be much harder to beat them in
combat and reduce the chances of them fleeing because
ol losing a melee 1o a large Fear-causing Skeleton unit.

Other army  selections . were Fear-causing crealures
themselves, namely Chaos Trodls, Minotaurs and Chaos
Spawn, which would be immune from the Fear tests that
are 5o previlent when fighting Undead,

All Jinall, a very good example of how considering
psychology can smooth the path o eventual victory on
the Warhammer battlefield!
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Short of Halflings?

Lheir Wlite Do
T oan & dedicarsd Warbammer plaver b Fas

- wedthessed mcry changes in White Dierf fnfersio!

cerel the fowrmal. Mgy T deke the obborindfy 1 5oy
At £ Bink thr! Byaed Large these chetges are all jir

b hest aned that ok e weents o be befter Hiar
- e lest

W s fracdying aned demme o U renl gl of

Hris fetter Firshly, Dhave noticed dhat e peofile for a
Merkyrcin s the Reibfanelor Mercenary warbandd for
Meebbenr, Cle of e Dmned 2 sHglhily off In ha
Betebprannd i states el surve af e are able o
el gy b cobn ab 200 perces. Fer bt pertueks me i
siar they only bave g BSof 37 Ul bave execped
Tovest or BS of 4 ax Uz wowld put their archery on o
pare aeadith dBe Miavheeien of Wireipline, who o o 45
o Cilrone iy can F e too powerfud Bt they conld
sarel)t be bettar than 37

U5 TATI ' ' T A ) r'eg;.lm":ng J'?In:,lg:' Qf Wer: W avrme
Hualflings' ive ws Halling mercenaries or el
Fesivge Lambon for 2 pear amid g oy, then Butcher ary
FRredbors wiibont mercl, Bwa-da-ba. . Al

Wedd, F B yeoace ik sy Selvces - § et e prebvond of
wndersize piercewaries fiopnd  of seord bedbg
shirpenedd dral cvdnvie beeghler,

Foaters vy winverel
Hawmgs Toler

Okey dokey, Mr Pirinen can deal with the
Murdbeln gquestion Hrst...

‘Tunmas: The reason why the Marksman profile Is
ratheer low is that it represents an inesperienoed
warrior. (oo the experience system (which will
hopefully be feameed dn a future dsswe) s waed,
the Marhsmen cn develop inte legendary
arehers, As you nre playing without the
exporicnce sysiem, the Marksmaen only have a
betier cholce of missdle preapons when companed
e otler warlands.

As Far s alfling merncenavies ave concerned e
are way abhead of youw, We'll be bringing you more
Regriments of Renowm exclusively through White
Drwarf and & regiment of Halflings will he ome of
the: first to be relepsed!

More Battlefleet!

The “wock o progeess' we pubilizhed in W2235
Tor Battbefleel Gohic has really cansed guite &
stlr. Here are jost a fow of yoor commeints sol in
o Adwly Chambers. ..

D Andly Ohanbers,

Aftar recicling through ke reles for secafleel baiiies
Jon i ferest Wlite Do I plaped o foo pawes with
a freviel Sgture the e of the peme  way obiions
thal (s formal {5 @ dneerT Bron e Baste ealfes
wared sonibly most of the e arad we were foft
wemering whiy this basn 't bean released a8 @ pamie
Befinr mu,

This is your chance to bave your say on the topics that

you are pdssionate about — be they gaming, painting,
other gamers, White Dwarf or Games Worksbop’s gamies.
All you bave to do is drop us a line at the address at

the bottom of the page opposite...

Persorally I sincerefy bope that siore advanced rider
will see the Npht of deg in White Duwrf flrther
adliding to twe basic vles and Dopeimlly frcluding
sre ship and wedpon e

e thing ihat et copersd fn White Deoarf was
riefes for raming and colltitons | oely reofived this
when o drifting Carngpe cliss oriiser ran I8t my
Fperial Trant. We camo fo @ oompromine that e
Toraent spnndd Feckee camrape with q strergth egeal to
Hre numper of blast marbers clrrerily on ik drifting
wreck While this kept the game repadng we wonld
ratber bave tie riles clarifled by yourcefaer

As  bave alvecedy soicl, the basic reles make soch o
woodd paewe fae pamers Wil be o desperately
chamoering for vel mord rales witk wiich fo pontigue
Lhier megalomartiara) destruction! Consldertng dhis
ftavawld b dnbusian of pou to keefr us all waiting 5o
Placese, wleorat probfivh puore rivles soun!

Yomrs,
Feratban Mattbes

Anddy: First off, thunks to evervone who's written
i, 1've had a grear pesponse and there's centainly
plenty o thinke pbowt. Cne of the malo things
peaple have asked for is camming and hoanding
rules, which I'll hopefully cover in the next
Battbefleer anticle (when Fal Bloke gives me the

KnECE].

e Mr Clhambers,

Yo agked for sueggestions Sor yoeer BateleTeer Grokic
gatmegt e Winthe Duovref conud e owe flor jone:

It geams anfibely (hat df e erew fuil a lpadershin
it " dor foerformg am cciioe, W e bl sivgdy do
Mg, a aw cfiteer de (b S Craader Corfis and in
nee exfierience i @ crews misundertand an order they
tprovtse what they thoughy they beard (leading i
bigh blood preszure and peptic wicers for thelr
capiatny! A an alfernative why aod iy the folleeing
i sk ship feaily itx bvaclership fest, you rodf the special
arders dice de e Same day af you weld o I apd
dpialy e raneoem resall, This bas been extremely
rood fien durig wy playtesting s far and represends
a cofitain giing the cunring tactical order of
exaciitng g W faen o bring fofpoduey fo bear and
fmling the ship ingaplicaliy rmged for colflison! The
Chinese Whispers rule seemny o i sather ricedy?

Yours simcerily,
el Neartibetek-Weighs

Amdy: This seems like a spledidly eniertaining
rule 1t me, althouph possibly a Little crnel in
some cages (“Nol No! Lock On, oot Ko
Retros®™). 1'd be Interested to koow what other
Battlefleet players think aboul this ruke = oo
mamdom? Ao interesting optional rilef Or just
coterfaining eoowgh that it shouwbd e par of the
mwtin rales? Try It and let me koo

Dwar Arely,

Congratn/ations on anctber fanrastic game in
devalopment. Reitleflect frnkic bas, fnomy grioe,
Bre poteniiad @8 a bowed ganre. After playing Hhe
Bagsdc Fades i Dacorl TRt gpeickidy b sdifiened
fo commanding  my  buge Imberisd fleel and
arribiicting all before me.

After ehatting fo you brigffy gt Ganes Day 97 and
seping the comcept models and mockap: for
Bettleflear Grathic, me gnd iy fellow gamers were
wesperate for more aloud s eeeltter game. Thea dhe
Boisic rades were pueblishpd v Wity Duvef Boorey!

T raedes fow wall, and forpedoes are preal fus and
quite reqlistic. Houweer, during plajtesting we found
that whielils comldn't actuaily be destraved, oy
ddigebled. We ddaped the rales slightly. Fouch sfield
Riocked ore point of demage and one Blast marker
was placed Soseching the sbip. The shield weiy
comsidered diern g earked o our bome-snode
s rnster Ang furtber Bae tabye dodun dy remainaigy
shaielels o pats dhrongh fo the qrmone Derng e el
Dinzse, hefare damage contaol, dhe player woold foll
o revear fest shiekds, For each shicld doun, rolf a a6
and Hhey are replendibed on @ 1. There 45 an
acdditionad <3 wexlifier for each blast sarker an
coract with bhe ship Vi addiftion mede oomibait
ELT BRI T G gk _p.[pl}u-r s.m.ggl,r.!'g.u' o et Pl
sirelals wb defore the enemy Broaghy thed wearons to
futarr

Ity @ shame yon couldn’s bave #cleded & minre
varisd array of ships and races i fhe Dwearf ariicle,
Buit it certainly looks great and &5 a joy o Hlay.
I Bartlefleel Goskic if refepsed Gt owill b the
comyiim weifers dream Endire planetary aisaslis,
orfidtal Bloveade:, ambusbes, the Tt goes on B
KD Berifes cowdal be fonel to establish o beack-
Bead, ffernn! #1 bas heo greal griicles on flanetry
cssetalty e prownd batties follonved by skinmisbes
atd special ops b G0K seade. The possifiliies are
wﬂ:m.'f.lgg
Yonrs falthidly

David Marrison

Anihyr Aha the shield rules, Well. the intention for
Battleflect in the bong term is 1o nse it for guite
Dergre fleets {10-20 ships aside) and for that
reason 1 wanted to bave a way of shiowing that
shields were depleted/down sithout having o
write it down od e ship roster = leey T kinos
but with lots of ships in combart it wonld become
semcthing of a pain. However, when fighting
with just a few ships the role David suggests
could be good Tun. In relation b Ayhtiog
campiigns in S0EEpic40K this was preclsely why
I starfed dofog some space ship roles = they were
originally inspired by the Plscina I¥ campaign
I'vie been ronndng. | wanted o add the extr
elernents of runnlog supply columns to the
planct. batthing with the Orks' space hulk the
Scylla, aml 0 on, With spaceships, massed Eplc
forces and 20K armvics all available toowse in the
campaige, it has taken on sn entieely new
dinicasion!




To beard or not to beard?

Dhaepr Wihite Duvarfers,

A girre m g b0 frest “Blow sunshine' at
o By telling pou bow grear pooer
publications/figuresiveliclesipames  etc,
are. Sufffce § o sey T owas there i 7T
when yow fivst stavied o, ancd D'mstifl
Bgrg, mepre Wrarn 20 years on, ard PN siili
b bevedn 20 years from nmow; if yon beep
wpe phe standdard pon bave already s
ouer e yoars.

P gotully writine swaialy to osk i
there's any posstlifity af you Bringing out
miniiures of Gawnt's Ghosts periad
Criard, along with other well ko and
ek foved characters feoe the Infermo
storigs. Fleving regd episodes fodlotbg
e inception of the regireny, thronugh its
Sirst Blooding and ever ontvard, £ bave to
cedlmlt Dot somnetbing of a confirmed fan'

Fve alveady convertedpatnted wp my
wierr firures to vepresent Grunrson’s
Marareders and  Esteban,  Magter of
Sengrbter fromm earlier isses of fernal,
areed bare gctuclfy envolled on @ sculnting
crirse at coflege, so i con fenrn bow to
mathe  these flgnves for mty private
codfection, ondy i 1i16th scale.

Folgft vhe paning world o while apo,
prefering in corcenirle o my palnting
ard conperting SRl Io omnch success,
astal weovir vre g gy painging service for
colfectors and pamers in and aronmd
Halifax. The advent of Necromunda
Bronplat moe ok feto the gaming fold
and thanks fo o friend with access to the
Ner', T'wve now  amasyed  plenty of
additionl | seenario texts and  gang
variants (along with ariicles from the
Citerehed forerrd).

Ar present, Pmoworking on starting o
garing clwb in my locad area, dnd
meling and painting scemery st every
apperianity, ready for o whben we get
organised. I'm very impressed with the
card scenery  you o bave produced, but
ool you e soske ariicles on building
the farger scaie terrain pieces smm i
background of the photos you pring in
nrtiches on figresitattle repors,

I Bgee the Tow o Make Wargames
Ferrain’ boak you've released, ws well as
Books atmted ar 105500 scale wmodeflers
amel wproars, but rheve dx very Sitle in te
wa) of seiff terrain availiable, and ary
felensiarticles . with . plans/dimensions
toatiled Be more than gratefully recetved. |
still rementher the davs of Blancbe-disn
when that wmester of wmodelfing Jobn
Igrcke, beld soay on the subject of
citeerilons and paint schemes, and
teoeel fove to see a et of sech s
fo Wilklte Dogrf

T onfy pripe I bave abotd ganring is e
frequent aphectrarce of thase who | am
reficelly informed are Peards”

T was ar a ganving clul recently, and was
apteilied By ome particedar individual
wha berated Bis fellow gomers with
teitaiiae of reles  and  rogulations,
qreting ad verbatirm fand dndeed ad
ridtesemm) the sold roldes, whilst fielding
an gy mostly comprised of UNPAINTED

mirtiaiires, the rest heing slathered fn
tidod enats of garishly colonred paing
sohenes.

Moo, fo mey aped andd oft-fuded point of
ofete; rrifes @re meant o be wsed as simple
guidalines for ilay, not etohed on tablets
uf stone, fo be adbered fooal the cost of
imaginative and, fets face 4, fun
irapcpations,

In gawnies pleved in my youth, we Bend,
tristed and deformed i rules into such
shegfs qp (0 semd @ JegE adept tnin o
pbvsical and  morvows breakdown, in
wrder  fo omalke  the gamos  teore
fnteresting, and infurmal, and we bad
FUN doing it w0 boot!

Now, wmuch o my disgust, we bave
rarrony - wrinded,  tunsed visioeed  opks
turning wpy af ofubs, with either eyesove-
stamdlard . podnted  armies, or oqy s
Becoming  wiore  commor,  wnpainted
urifs 4F s a dragon withont wings or
rider being plaved by a Beardy’ player ot
one  club),  hefabourimg  the  miest
infringemend of e rudes dn order dn
ensure thelr tolal annibilation of the
ngapeising fpiayer They dave forgotion o
Fob JLsE extfay o sorely, cirad sel ond o win al
all cosis,

The clish I play ot covben I ged time 1o o)
Dy an unbreaiable bogse rale 478 't
painted, # doesa’t ged playved. This
cfRERT ARERTT 0N O st thvan podn ol
a teoded andd e gl 18, o5 we afso bave
rueles pertadning fo standard of poining
ard T ar LV pictory podnis are given o
ench player for the paint jobs enploved
or bis or ber feures.

Chrir prectest assel i3 (rrwneth, wbo points
o Creviclon Demon standard, fuating most
af ws lads' o shame  with  ber
areriesgangs, and 5o acts as inspdeation
for el hetter next tme,

Heing a ‘feard’ will afienate you froem
otfer players, as they T e par off by your
poserpliving, and 50 poi won’t gel o
pcEme.

Fan wot the preatest loser fn the worfd
(seeing o grown man cry i oa liele of
Frattig), But egch tinre Dve fnst (ukich is
crbout a5 ofter s Gae Thorpel, Pee pone
dauety with g new fesson fearmed s
ciEite Back wdth gome revised tactic or
rther, only to be thrasbed ta within an
inch of the table edge again, But at feast
e eoeolving o pardng steategy thar iy
slorofy: Begiiing to work,

Feulde ciglfusiment 45 vife at our clih, just to
see bow e pame can eeolve, and become
ey prelerfoining AF @ HiNe eccenodc
But this again belps, and the display
Bames we perform for sewcosters bove
HORE @ IORE el foo geliing more and
oy people frvolved i the hofbn That
is the most bmportant poal for a clul: fo
gl omrore peapde fnoodeed, wol foodrive
therr aroay, which iy whal Beardies’ ba
e werforisrate lnack aof doing.

Remernber it's anly o gavee, and you nuay
Bave to Jose g few battles fand a large
churmlz of paur ege) e oorder Lo win the
logr G imio @ cfuwb itk the ddeg of

STAR
_ LETTER

paod  sportsmansiin
Jorernogt in yow i,
awed yowll per alovg fest
Sin,

Remember: faugh, and the world laphs
wiAth you, become o “Beaed, and pou
Lwie alose.

Arcyroay, I back off to my brashes and

paints for another sexaom, so PN just say

thanks - for  reading . this,  and  for

erbancing my spare tive over the fust

cople of decodes,

All the very best for eow arnd the futiire,
Feaed Yaded

Right then Panl, down (o business,
The lirst point you raisc, about
Tnfernn! characters, is one we are
corrently looking at. That nice Mr
Jones at the Black Library does indeed
have plans to make models of
characicrs fromn Black Library
publications — watch this space Tor
developments,

Next, the Issuc of “sci-fi* scenery,
Modelling projecis and advice is
something I'm keen Lo see more of in
Drward and am enlisting the help of
our model-makers (o get (he ball
rolling, Again, watch this space (of
course, if you've got a few good ideas
vourself why not send them in#).

Your last podint abowt ‘beardies™ Well,
a hefty *Bravo!” for 50 eloquently
cxplaining the folly of being a beard.
Asovoun o rightly sav, the eules arc
only 2 guideling for an enjoyable
pame, Ay Rick Priestley podnts ool o
the: back of the Warhammer rulehoak:
“I have always taken the vicw thia
Warklaminer is inherently adaptable,
that the reles and ideas in the game
are @ springhboard to better and
greater things. [ would openly
encowrage plivers who wish to
develop the game to suit themselves
to invent snd change rules to sait
thelr own taste, and 10 explore their
owt ideas about roles, modelling,
scenery and backgrownd.” Gaming for
the majority of 0s is a hobby we arc
totally immcrsed in and we enjoy
battles in a fricndby (and mostly
competitive) manmer. Trying to get
O OVEr DO Your apponent by
twisting the rules (o your own
advantage Is completely abharrent (o
thase of us who are inie gaming. Docs
this mean that there's no place for
competitive games and ouroaments?
MNothing could be further from the
truth. Tonrnaments playved between
players who understand not only the
letter of the law but alse the spirvit of
the rule can be immensely enjoyuble.

The: moral of this (ale is: Don’t be a
git. By all means play to win bl don't
do it at the expense of other players.

%0 ends the sermon according 10 Fat
Bloke. There's a box of goodies on lts
way do you as we speak!

Well, did any of this month’s Fetiers stic you to reply, or have Yo got a gew point to raise? Send your leiter to:
‘Mailbox', White Dwack, Games Workshop Lid, Willow Boad, Tentan, Nottinghaum, XG7 2WS,




ISSUE 29: IT'S A STORMER!

A Warhammer Quest adventure based upon Th'.-: In
stnry 'Mnrme.mr: Ldr!:fi‘]l uhllh rﬂ R

ﬁdei;tus Arbites...’

- The full army lists for the ruthless, black armoured
defenﬁ s of tht-' En‘l].}ﬁ.‘riur'n‘:; laws, plus a whole load of

‘At the Trading Post...
Sheds some light o all the newly discovered
- Archeorech, not toomention the new hired suns o rown.

Did you know that every issue of the Citadel luurnal is | ";\
crammed full of loads of exciting articles, covering all aspect5~
of the hobby - gaming, modelling, painting tips, scenarios and

much more - all written by gamers, for gamers?

AVAILABLE FROM ALL Gmts WORKSHOP STORES & MaiL ORDER

96 pages of hardcé_;fefﬁﬁbby for only £4 — Out Now
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By Tuomas Pirinen

Siege Towers by Owen Branbam & Mark Jones

Out this month is t}ic;‘ at, plastic Sicge Tower kit, and Tuomas has come up with additional
riles for using the new kit! Meanwhile, GW’'s modelmakers have been busy converting siege
towers for the different Warhammer races and they let us in on how they did it...

Tuomas: Recently | have received a lot of leiters from people
wha have been playing Siege games — [ull of ideas for new
rules, scenaring and so on. [t seems vou all want to include even
more variety and choices for your Siege pames, so we have
decided o include more additional rales in this issue.

Note that these rules are not official, so you should agree
beforehand with vour opponent if you wish to use them in your
aames. Having said that, [ would guice happily use any of the
folleowing males in my Sicge zames!

SIEGE TOWERS AND MULTIPLE UNITS
[t is possible to have a separate unit pushing a siege tower and
another pecupying i, This is especially appropriate in armies
like Ores & Gobling, where it is likely that the Ores will foree
the Gobling te push them along, The siege tower and unil
aboward it are considered (o be a separate target from the troops
pushing it. Eneroies may choose which they want 1o shool, Use
the randomisaion charl on page 26 of the Sicee book when
showling at the siege tower,

SIEGE TOWERS AND MISSILE TROOPS

Troops with missile weapons who are aboard a siege lower can

shoot at the cnemy and do nol suller the ‘e hil® penalcy for
mowing. They can even shool with weapons like crosshows
which normally cannot fire if the unil bas moved. It is easicr
to load 2 crossbow if you don't have 1w march towards a castle!

NEW SIEGE EQUIPMENT
FOR THE DEFENDER

Even though boiling odl is the most commonly nsed substance
to repel invaders, there are many other things that have been
used In siege warfare during the history of the Old World. Any
Warhammer army may use a cauldron of bot lead instead of
boiling oil. AIl of the rules Tor boiling oil apply, with the
eiceplions noted below, Note that hot fead (like all other
cauldrons) can be used mors than once per battle.

Hot Lead
Molten Tead is very hot and heavy, though it tends (o cool

down quickly, Usually only the anforunace warrior directly
under the downpour of lead @5 in preat danger, while others
will simply be hit by hunps of coolad-down lead. One model
under the wemplate (chosen by the player using the cauldron)
suffers a Stength 6 hit, causing 123 wounds, with no armour
save possible. (iher medels under the emplate soller a
Strength 3 hit with noemal armour saves. Note that
there is no “Look Out, 3ic™ roll against hot Tead,

Paints cost: 23 points per cauldron of bot lead.

Lising a siege
tower; Frrepire
rivapas besiege a
Brewonmian castle,




By Owen Branbam

Siege towers are an cssential part of any besieging general’s attack plan, They offer plenty
of protection against enemy fire, and once pushed into position, the troops within drop
the ramp and storm the battlements. Sicge towers are used by all the Warhammer races.
GW modelmaker Owen gives us a few tips on how to build and convert the new Siege

Tower kit so it fits in with your own army.

BUILDING YOUR SIEGE TOWER

The Siege
Tower is a
great lidle kit

which is very
ensy 1o build,
As with many
kits of this type
there  are  few
things vou have Lo
do before you
can gor whead and
construct it

Owen:

The siege tower 15 a
model that seams 10
lake a long time o
complete, bul once
you get  things
painted  and  start
putting it ogether,
vou will finish it
very quickly.

Tha mast
impartant  thing
o remember with
this model is to
paint it as “you go,
because there are areas inside
the madel which you will net be able to
reach with a brush when it is finished. You will also need 1o pay
attention 1o the crank — it is easier o put the strings on the crank
first, before you assemble the tower. You need o cut your
strings 1o about 30cm in length, tie a knot in each one and thread
them through the crank.

The Siege Tower

Next get one of the tower's sides and glue the three floors into
place, but leave the top off for now. Place the crank into the hole
in the side of the tower and then thread the steing through the
holes in the tloors. When this is done, glue the other side of the
lower inlo place, making sure the crank can sl wen in place.
This is alse a gowd lime to glue the ramp supporls into place.
Make sure the ramp itsell is in place before you zlue on the
second ramp support.

While the main tower assembly is drying ¥ou can paint the top
of the tower and construct and paint the tower’s wheels, When
the paint is dry put the 1op of the tower into place. Make sure the
string from the crank is threaded through the holes in the top of
s the tower and then glue. Now get the string and tie 1 (o the lop
© ol the ramp — if everything has gone smoothly vou should be
able 1o raise and lower the ramp just using the crank. Finally, to
complete the siege tower, gluc the wheels anta the axles.

PAINTING THE SIEGE TOWER

Our siege tower was undercoated black and the colours were
drybrushed on in a series of lavers, starting with Bestial Brown,
followed by Snakebile Leather, then Bubonic Brown and a Gnal
layer of Bleached Bane. This gives the wwer a nice wooden
finish. We painted the skins on the front of the wwer with
Eotting Flesh and vsed various inks w change the colour of
individual skins. We also picked out the nails holding the skin
on with Chainmail, but to be honest you don't really need to go
it such detail.

Even though the siepe tower has a conventional, human design,
it does not look out of place amongst Beasimen, Cres, Dwarls,
Skaven or even the Umlead. If you want to, the wower can be
casily costomised just by adding a few shiclds, or you could
completely convert it using the metal extras we featured in
W22 s Changing Foriy article.

THE BRETONNIAN SIEGE TOWER

Cher Bretonnian siege tower 15 a very simple conversion that
imvolves very lille work apart from the construction of the
lower itself. We glued plastic Brelonnian knight shields around
the side of (he tower, and the two dragon beads are helmel onests
from the plastic Bretonnian knights. The two hanner poles are
muade out of brass wire and the standard tops are from the Men-
al-Arms standard bearers (3 pood alternative again is (0 vse the
helmel cresis frnm (he plastic Bretonnian knights).

A Bretonnian army i3 very bright, with its many different
heraldic devices, and we wanted o reflect this in the sicge
towar's colour scheme, The top of the tower is painted in red

A

The bagic Siege Tower kit can be veed fy all the
Warkarmmer races with absolutely no conversion work,




and  vellow, and these
colours are then mirmored
by the banners,

1 Arar lashing 49 Ir o 1 placis g ham fege S70WN - UEAg paysheene
= ol Do nal gue e parts licate by the o eolgloe cpmoe, Py wanl he

ramos lo-oner ara clesel Fora working crans, 5o $o: Ganrass anvd iowe Ihe wop
swea, finoa Aeel i o and o $e atving are thimad ©ihicigs e las aladieg al
+a cranks reals, as shown T he cegram

The tower itself is painted
up a darker brown than
our firsl siege lwer
Again

wi layered
the colours,
starting this time
from an undercoat
ol Bestial Brown
spray, which wax then
highlighted with Snakebite
Leather and finished with
Bubanic Brown, The skins
are painted with Scah Red
and Vermin Brown. To
darken the skins down we
used Chestnuat Ink.

THE CHAOS
SIEGE TOWER

The Chaos siepe tower
has a heavier, barogque
Lok, The tower itsell was
conslructed  normally and
then we went to town customising
it! It is worth noling that belore we glued any
of the metal extras 1o the wwer, we painted them first. On the fromt of the
tower wi used the large daemonic head plagues and large skull featured in
W26 Changing Forts article, We also covered the tower with plastic
Chaos Warrior shields, and large spikes from the Gorkamorka mnge of
vehicle extras. These little bits contribute to the look of the tower, giving it
4 brooding, menacing look,

Bretonnican Siege Tower

The siege tower was undercoated Black and drvbrashed with Naoseating
Bluc. The skins were painted in Bubonic Brown and darkened down using
Brown Ink. Finally we painted the Iarge plaques and skull in bronze. The
weathered effect on the bronze
i5 created from a laver of
colowrs, First undersoal
the plague with Black and
then paint it with Jade
Green. Drybrush

with Tin Bitz, then

to  finish off the
wegthered look, drvbrush
the plague with Shining
Gald.

Our two siege lowers
are very quick and easy
conversions — both
wiere: made simply by
adding bits to the
bazic kit. T hope thev
inspire you 1o have a go at
customising  your own
siege fower, Have Tun!

Chaos Siege Tower
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{ALL THE GAMES WORKSHOP |
ACTION IN EVERY STORE!

f you've always really wanted to B
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
cvery Saturday.




GAMES WORKSHOP OPENING TIMES MON-TUES & FRI-SAT:
10AM TO 6I'M. WEDS-THURS: MIDDAY TO 8PM. SUN: 10AM TO 4PM

Stores whose addresses are green are not open on Sundays, Storves in shopping cenlres medy
not adbere fo these opening tines so ring the store for detaifs.

Wentt fo Fnowe wiherve your necrest stare s and whal's gpoing on there? Just drop in or give them a call
Shops muarked with o red civele ® also bave g Games Workshop Gaming Club. Contact vour local store
Jor details! Vor details of independent Gaming Clubs check out the latest Citadel Journal

UK STORES

Use this list of Games Workshop stores
to find the nearest one to you.

ABERDEEMN: Lait 1. 3040« kgale. Te. 01224 821261

ALTRINCHARM: Urit 1, 1T Graton Sireet,

Tl STET S2LAIG

AYR: 10 .f-._'ral' K al, Dalslair Arsade bekird Hoesion
depe, sors). Tal 01292 610673

BASINGETOKE: 3 Poiers Walk, Wabe Sineal.

Tel: 125 468050

EATH: 30 Uppsr Borouga Wals. Tal 01225 314414
BEDFORD: 10 Graylriars Tel: 01234 273663
BELFAST: 70A Casla Courl {leessvrds back of the
santal. el: 01232 253584

BERRINGHAR:

176 Corporalior Slreal, Tal: (121 2387360
BLACKPOOL: & Biray Stoeal. Tul: 01252 TE20RG
BOLTON: Urit 13, 11 Gaka Cenlra,

Ted: 1504 652131

BOUAMEMOUTH: #4 Frat Office Road

Tel: M 202 318282

BRADFORD: 3 Sroadwey Tel: 01274 733553
BREMNT GROES: Linil =9, Lowar mal’ (near Fatw cha),
Brart Cooes Shapping Senlre. Tel: 0181 2022973
BRIGHTON:

T Mig Paviliors, Mie Street. Tel 51273 235333

@ DRISTOL: 13 Broad War. Ta® 0717 9251535
BROMLEY: Lad 8, e Mal, Bromby, Hart

Tel: 0181 4580878

CAMBRIDGE: 8 Brizga Slrael Te: 01223 173330
CANTERBURY: & Iron Bar Lana.

Tarl: 21227 452800

& CARDIFF; 31 Yigh Ssmat. Tek 01222 54437
CARLESLE: 2 Sarls Lane, Lowoer Straet.

Tel 07226 590216

CHELMSFORD: il 42, Fhaes L The Meaidosg
Shapping Carsa Gheimslord, Tal: 01845 450043
CHELTEMHAM: 18 2wl Siraet, Tal: 51242 528415
CHESTER: 112 Faragale Slraet Tel: 1244 311957
COLCHESTER: £ Shast Wirs Siraet

Tl $1206 TETRTR

@ COVENTRY: Lk &3, U&m‘im:ﬂ,

Caltwsdral Larss Shopaing Cand

Tal: (Fl203 2273ty

CRAWLEY: 11 Sroackszy Tl 01235 E52072

@ CRIBBS CAUSEWAY: Linil 129 (nee to &S,
wpzer eaa The Mal al Grioks Cavsewsy Briziol,
Tal: 0117 B332528

CADYRON: Uit 35, Daarrmcnd Sentre [outsice &2 he
Lizck al e ciering), Kestey Road, Tal: D1E1 £3544500
DARLINGTON: T8 Sdnqer Sabe. Te G702 53024572
@ DERBY: 42 Saaler Gale. Tal. 01332 71857
DONCASTER: Uinit 10, The Colonnadaes.

Tal: {1302 Z20635

DUDLEY: Lt 38, Mewry Hil Darte Brierly Hil,
Ducles Ta 01334 481814

DUMNDEE: 113 Corrrnrsss Skheecd. Tol: 0352 202382
EALING: 520 51 Saviours Mall {lowarss ik af Tee
zariel, Ealirg Broazway Gendra, Tal: 2187 B400174
EASTBOURME: 12 Temias Raad. Tel: 01523 414823
EAST KILBRIDE: 4 Rigieas Gule

187 lhe back of MAS). T8k $1355 224680
EDINBURGH: 124 High Siraes, Tal: 2137 2206540
EMFIELD: A5 Genslin Rasd. T - 5747 3533236
EXETER: 37 2rncass Hay 1al 01592 4B03035

@ CLASGOW: 65 Qusen Swast T 0141 2263762 H

GLOUCESTER: 15 Clatarce Stoal
Tel: 01 45E H0E0E3
GRIMSBY: & Wast St Marys Gats,

i Tal D472 347757

@ GUILDFORD: 72 Tursgate,
Tal: T14E3 457 753

i @ HAMMERSMITH: 161 “ing Slreel,

Te. 0781 3d6374d

HARRDGATE: 29 daulen Sraet.

Tid: 01423 RBARAD

HARFACAHY: 288 Sualicn Aloas. Tel: 0181 A81 2380
HEMEL HEMPSTEAD: 1E Bridge St

Tl 1ddn 2dayes

HIGH WYCOMBE: Unit 23, Tha Balcary,

Tha Ortegon Gentrs. Tal: 01494 531484

HULL: % Paragon Straes e 00482 SHESTE
IPSWICH: 2nd Flacr, Daberhiams, Walerdoo House,
Tal: i473 21003

KEMSINGTUM: Shog 7, Lencer Squara,

Krensingiar Chwrck Sieeet, Tel: (91071 83057071

@ KINGSTOM OGN THAMES:

33 Fike Hoar Tei: 01A1 Hdanead

LEAKINGTON: 23 Pars St Tl 01926 JARTT
LEEDS: 12-15 Ceabral Acas. Tel: 0193 2420634
LEEDS (WHITE RGSE CENTRE): Uinit 283 [near
Desenthaens), Wiile Pass Cerbe, Lesds

lai: 013 2723470

LEICESTER: 18/27 Srvar Streed. ‘lal: Z116 2530513
@ UNCOLN; Unll U4 Sakergaie fog aussde of
Weleradde Carive). Tel 01522 ;-13:2?

LIVERPOOL; £+ Loodd Stresd. 151 D151 2381404

@ LONDON (CENTRAL: L =13,

Tae Plaze Shopping Carine, 152 fioar, 116-128 Crtord
Slroet. Ta': G1774 360839

LOUGHBOROUGH: 22 Eggir Shreel.

Tl 41 5G80 2aB10Y

LUTOH: 72 Pk Sieed, Tal; 1562 417472
MAIENHEAD: 2 Sardy Houss,

W% Wag Slresl. 13l GI1528 621354

MAIDSTOME:

Uil 8, 18 Pasding Lase. Tel: 01622 E77405

@ MANCHESTER: #5870 Mursden Couarl Qe el
near Argos), Arrdale Sorie Tie 0161 8328071
MEADOWHALL CENTHE SHEFFIELD:

1B Hagh Strecd, Upaer Mail {ra to entranca near
Sootz). Tal: 0774 2563638

METROCENTRE NEWCASTLE:

Urit Bt4, First Floor fnzes the Mediteransan Villags.
Tel: 0181 4610853

MIDDLESBROUGH: 3% Dundas Stoeat

Tol: 01E42 25091

MILTOMN KEYMNES: L'il 2, Wesl Do Culeqsion, 504
Sibury Baviesasd, Mison Kevras Shopoing Gendra jon
autsdy al cerie rear MAS), Tel: 01809 20477
NEWCASTLE: 63 Clayton Slreel, Tal: 31372 322414
HEWPORT: 25 Scnne: Sireen. lal: 01553 256285
NORTHAMPTOM: &7 The Friany, Upper Lowel (near
Seirsbarya}, Groevenor Geeire, Tel: 01804 G36867
NORWICH: 12-14 Exchangs Sirae. Ta'. 31803 TETEES
B NOTTINGHAM [CENTRAL}: 5ta Friar Lara,

T8l 0115 BLEQES

B NOTTINGHAM [HQ): Games Warkshos H0, Willow
Hoad Lartor, Moingham (near Canta TV sludios).

i Tel 018 318R210
i @ OAFORD: 74 New far, Hall Steat,

: B&E 242142
FETERBOAOUGH:
3 Wentaorlh Streed, Tal: (1 733 280052
PLYMOUTH: 84 Comeal Stroed Tal: 12560 26412
POOLE: Uril 12 Towngale Captm
Han Sraet. Ta: 07252 6A563
@ PORTSMOUTH: 34 A-undal Steat
lal: S17105 BTE2EG

There are Games Workshop stoves all over the world, Tele

i PRESTOM: 10 Bl fovade. Tel: 777 221 BRE

i READING: Urit 3, Thaspside Te: 0718 3536635

RICHMOND: Unt & Wastminstar Housa,

e Foad. Tol: 0101 5286122

ROMFORD: 12 Guadran Arcade, Tel: 01708 T42140
ST ALBANS: 18 lartage Chse,

Higr: Streat. Tel: 01727 361123

SALISBLIRY: th Wirchester Stroed. Tel: 01722 3205405
SHEFFIELD: 16 Filswill'am Gate. Tel: 01°£ 2750114
SHREWSBURY: 2 Hridge Srest oo 00743 SH200T
SLOUGH: 131 High Slreet - Te': Q1783 678674
SOLIHWLL: 697 Waralck Haao. Tel: 0121 7575497
SOUTHAMPTON: 23 Easl Siraet,

Ted: 04703 337962

SOUTHEND: 12 Soatbchursh Foad,

Ted: 01702 487251

SOUTHPORT: Urit KE, Karos ®aze Skoppag Cantra
Tal: 01704 B01255

STARNES: 520 Elmsisigh Contra a1 back of MAS]
Ted: 01784 4E0676

STIRUNG: 14 Bamilzer Streal Tal 01788 448263
STOCKPORT 32 Masey Sguare. Tel: 0161 4041427
STOKE ONTRENT: 27 Sialfond Slaes, Hareay,

le: 34 7E2 20S2ET

SUNDERLAND: 283 Yars Stosal, [just aoll thx kiga
alresd nea M&S). Tet 0181 SETIESE

SUTTON; Linit 26 Lippar kal,

Tres Squase Shappitg Senlre Ter 0151 7705454
SWANSER; 45 Princess Way. Tal {1082 2E5HEd
SWINDOM: 17 Fleet Stresl. Tre: 07 735 38006

@ THURROCK LAKESIDE: Liril 315, Leve: 700
Coedrl, Thurrods Laweside. Tel: 01706 86735

i TORGUAY: 12 Marsal Street Te 00303 201036

TRAFFORD: Unit M2, The Tralfoed Cardng,
raftod Fark, Manchaster 1et.016 TA7E1E1

TRURD: tire: 4, Brivige house, Sow Bridge Streat
Tal: METE 320047
TUNBRIDGE WELLS: 44 Camzen Aaoad
Tal: (1892 325781,
WALSALL: O Square Shapoirg Gerdra.
Tal: §7922 TaR207
WARRINGTOM: Ui 20, Tlra Squane {rear Gurnys).
T 07926 CA1R84
& WATFORD: Lai: G, s ledispain Carte,
Gueaens Roan, Tel 01520 245088
WINCHESTER: & 5t Gioacrpas Slreet.

I: 1562 A6 2138
WOKING: Lnfl 3 Claary Courl. Tel: 01433 7T1675
WOLNERHAMPTOM:
Jis B8, Manger Cante Tel 47902 310466,
WORCESTER: & Chares Streal, Tal: D13H): §96707

: YOREK: 132 Lerdal. Tel 07954 B28014

IRELAND

BLAMNCHARDETOWN: Ll 245, Tae Blanchasdsiown
Cant'e [near Iha yalow anlrance), Co. Oubin.
Tal 01 B2 soEE
ril 3, Lo Loy Slreed, Duliie 1 Ireland.
1

COPENHAGEM: FREDERIKSBORGGEADE 5,
Tek++ 23 12 22 17

NETHERLANDS

: AOTTERDAM: VAN CLOEMBEARNCVELT FLAATS 452
i Tal 4 152 B0 268




Look out for
more armies
from our
stores over
the next few
months.

Paul Hicks
V Hichmond M

PAUL HICKS’

EMPIRE ARMY

Paul: The inspiration for my army comes from the amazing
drawing by John Blanche of the sseel tanks of the
(nights Panther advancing from an Empire city. In the hitl:ing unic o attac
ginning I decided 1o start building the avmy from a core enemy o manecuvre inte the positions I wanted, T
unit of thirty Spearmen, to be led by an Empire general unils of v Horse Archers, They really
J.th'lr.'lj ith a halberd, the Crewn of Ca i and the nr*mh heL..:LLhE nku‘lmﬁlun
vengtl The unil ook a month (o complele and
n o start other uni d o be resisted all the
y. Believe me, & masscd unit of spearmen is a very
warding sight when Anishe t 1 painted up a unit of
and after that [ “rewarded” myself with a
Great Cannon, as a treat for completing so many troops.

leading them. When the new Soldiers of the FEm
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F I
hern bur with

trumpeter. OR
purey!

ouni feo le
that £'a §
feral in now demon
SEIILE FRCRIC TRy s

needead ady had one Great Cannon
and decid wpand il into a batery, with other batteries of
Mortars and Volley Guns.

The latest model 've painted is a Pe
bottom half of the monster and used

; unusual. | used Bestial
hlighoed this with Bubonic
he Enchanted Blus
with Skull White and 1
Flesh for the skin arcas

I've been fighting a campaign against
Sherwell, whose army camo

third in the Grand Toumament (see
sue — PS5 The campaign

1 invasion of Middenheim

£ o fght a huge
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Crawley on 5th Decembar
Brighton on 12th Decembar
Canterbury on 19th December
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BATTLE SETS
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TAKE ADVANTAGE OF THESE GREAT BUNDLE DEALS
AVAILABLE IN YOUR LOCAL STORE THIS CHRISTMAS!
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WAHHAMMEH 40,000 BATTLE SET ONLY £125
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These are just a selection of the exciting events being run in our stores.
Taking part in these events is easy - simply give the store a call for more defails.
Don't forget, all our stores run events just like these, so give your local store a call.

o

s PE P g
[ LEEDS || BOLTON | METRO

| BATTLEOFFABIUS ==  SMASHTHE | ( ENTRE
; | (19th Decemben). /1 coioieo F GOLDEN THHQNE b REUNION

: {5 Eth De::ember} =
: 1 (28-29th November). [ he sacost o

- | CARDIFF
e AMBUSH AT
COMPOUND 13

(215t November).

DUDLEY AND

MILTON KEYNES
HOLD THE LINE

{zﬂth N-::'u'ernhe r}









1998 TOURNAMENT

t’s incredible to think that it was only four years ago that we beld

the first Warbammer Grand Tournament. One of my aims with
that first time was to encourage the use of characterful and well-
painted armies in tournaments, and I bave to say thal since that
first event, the appearance of the armies has just got belter and
better. This year, as I strolled along past the games being played on
the ‘top tables’ in the final round of the event, I was really proud of
what I sase. Every game was a perfect example of what (for me at
least) the bobby is really all about, with well-painted and
characterful armies taking part in exciting baitles that were En‘mg
pfaped in a friendly but mmpr:.tzt:m spivit.

This amazing Snotling Pump ‘
Wapon conversion was built by

Jerverny Mavshall, who came 4th | frent by
crerall fr be lonrnament. ¥ C.-..:_.‘_

At this year's Grand
Towrngement Gareth

flamilton’s Skaven
E" oy wont the guard
S the best painted
arnry. ¥o look oul for
Crareth's Skaven army
in i fulure issue of
While Mhwar,

While Jervis strofls rmmma’ on S:m:fav :.{:e mfmu
starts fo ot up as the last rownds are played ol




After @ bard-fought weekend, everybody relaxes in the
afternoon sum.

BACL Of FAME |

b Ist: Stephan Hess (Goblins)
L 2nd: Arthur Dixon (Chaos)
| Frd: Andy Sherwell (Empire)
L Sportsmanship: Rupert Jenkins (Chaos)
Besi Army: Gareth Hamilton (Skaven)
Best General: David Cain (Lizardmen)

Fanl polle’ Bridge and Michael Andresen, the deemans from
Dermark, cawsed boavoc on the tabletop, as well in the bar!

Well done to everyone who took part in the
event. However, lowrnaments are also about
winning and losing, and the players who you
see featured on the right proved themselves to
be the best at doing the former rather than the
latter! Hearty congratularions are in order for
each and every one of them, but especially to
Stepban Hess, who won every game be playved
using a wonderful all-Goblin army. What can I
sary, other than WAAAAGH!

BrnSh—

Liront the top richt, Andy Sherwell Stepban Hess,
Arthur Dixon, Gareth Hmmfmu,, ﬂat:i'd Cettnt cirted
Y Ruper.r _,ifmkmw

e g S i -é@-%%}f-ﬂ.




CAMPAIGN WEEKEND

1 SATURDAY 16TH & SUNDAY 17TH JANUARY 1999

Following the huge success of
the first Warhammer Empires
Campalgn Weekend, we have
decided to do it again!

Here's how [t works: our purpose bullt
Exhibition Hall will be laid out with
loads of gaming tables, arranged fc

represent important areas in the Old
World. Armies will be able to move
from table to table using the rules for
army movement described in the
J FILES article in White Dwarf 218,
Players will be able to fight batties,
conduct sieges, make sea-borne
invasions and all kinds of other cool
stuff. Pausing only for food, the
ocecasional drink and gnatching a few
hours sleep, this titanic clash will last
the whole weekend. So, if the thought
of carving out a Warhammar Empire
gounds like your idea of a fun
weekend, and you have a painted
2,000 point Warhammer army, then
call Mail Order or pop inte your local
Games Workshop store and get
yourself a ticket!

%

T
\

WARHMAMMER
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GRAND TOURNAMENT 1999

Saturday 20th and Sund, 'y 21st February 1999

B With the new edition. of Warhammer 40,000 now available, it's time
i for rf}e annuai Wamammer 40,600 Grand Tournament io dec_rde this

. ":: conforming fo ﬂ?e new. edman army f;srs and Gade
order your ticket we will send you fqﬂ rules and alf
ihis incredibie weekend! o :

HOW TO BOOK TOUH TIGI(ETS FOH THESE TWO GHEAT EVENTS

Tickets for both of these &Jents are available priced £25 (including lunch on hoth days) through all
Games Workshop stores and from Games Workshop Mall Order (0115 91 4000). on sale from 1st
December 1998, Entry strictly by ticket only. Tickets will not be available on the day. Over 165 only.
unless accomparni ¥ an adult, For mare information either phone Mail Order or send an SSAE ta:
Everits Bunkey‘é:nﬁ Workshop, Willow Road, Lenton, Nottingham, NGT 2WS5.

B,
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' THE GAMES WORKSHOP MUSEUM }

GAMES WORKSHOP NOTTINGHAM EXHIBITION CENTRE
Games Workshop HQ, Willow road, Lenton, Nottingham.

n-'.__ : HF""__ =

.and if that wasn’t enough
you can also come and see
aur awesome selection of
massive games displays
inctuding:

+ The Ultramarines Chapter!
* Big Toof River!
¢ Antoch Plains!

And of course another chance
to see the massive Games Day
'98 display ‘The Siege of the
Emperor's Palace’ plus lots of
other great displays.

ADMISSION £1

Guided tours of the museum are
conducted most days from the HQ store.
Adultz accompanied by gamers under
the age of 16 may enter free.

NOTTINGHAM HQ STORE

Thie slare 3z our Mohinghar H iz cpen seven days A week 2rid
it Aditinn e ol raoes of G gemes, miniaties and | ks
yol- kR -Alsc purchase aoy. misalures -from . our Mail jCocar
serdizean e spos. In dac] ever if @ model is not i sleck, fheys
find e rpotids snd casl Sorme ler wou fheraand Ihun.__f

WARHAMMER WORLD

WRTRETEICE Wwarkd IS a Saall UL Ll CReling s ma s
fior’ &l Games Weokshop fans! Remember mast weesencs you
can A's0 wisit Bugmans Bar for iefreshmbnie. Sore aress of
the HG-will be off linics when theyﬂ'é'.'.-m 1% aoen :

CITADEL LEGENDS

Framamber the firat Citagsl meniatures drom the Serly 8057
el they'e Huck! Wele scoured our ancinl saulds
search-of hoeedes i Gilade! minialuics, s many of which
arer'| evinia ol BEck cataiague. and e seling thermin
it pumbess mo ol Mattinpham HE)- storel - \We'll he
‘eh=ngir thﬂ;"?.dc-n!c on a reguler basis, sotelephane the
=slore {0 seawhat theny Pave awvailabls,

s

is proud to present the all-
new Warhammer World
museum featuring:

Awesome, Iffe-size WH40K characters
in amazing selfings, including Blood
Angels Space Marines, Ork dungeon,
Space Hulk corridor and Chaos
Space Marine battle scene!

VERY IMPORTANT!

Before you set off to visit us, please
telephone the HOQ Store to ensure that
the Museum Is open and that guided
tours are available. Tel: 0115 916 8410

o

Queans
Medical

Showcass
Cirsama
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Chapter Approbed

By Andy Chambers

Greelings cilizens. This month the
Emperor’s Most Holy Column, Chapler
Approved, Is given over fo imparting
information sbout those most foul and
debased of the Emperor's foes, the
Traiter Leglons, or Chaos Space
Marines as they are more viilgatly
called. Naturally this highly
corrupling material is only
suitable for examination by
those bearing Inguisitorial
clearance level Sigma-Tarix
ar fhigher. inauthorised
examination of the
following matlerial can
result in insamnity. inanity,
random miltation and
Betribution  With  Extreme
Penance, '

So this month we begln with Wargear
and Chaos Glfts stolen from the scripltorium of Jervis
Johhson, who Is currently penning Codex Chaos (due out
in January). As with all new material in the Chapter
Approved column, this is officially sanctioned and should
ba falr and balanced. If you think not then write in and let us
know what you d'o ﬂunk and why.

Chaocs Space H-'I;arirwr d"iara:.:tﬂfs Ey dsdicata Jhemsahres 3 ene al tha Chaos Powars
by bearing thyt Power's Mark: A Chaos Space Marine chargoler may anly baar & single
Mark of Chaas, The effect of each Mark s described belew In addiion, oeanng tho
Mark of & Chaos Power aflows the miodel to laks: spﬁcurd fteme of Wargasr, calied

Chaps Gifis, which are specifc to their god Ma:ks ai Chcaus d& nut COLTE as Wargear
choices but Chaos Gifts do; ]

Mark of Khorne — Spte: Models bearing the Mark OF Khornt add -1 o thalr Strength.
Mark of Murgles - 10pts: Models bagring e hMark OF Margle add 7 o their Toughinass,
Btark of Slaanesh — &pfs: Models headng the Mark OF Slaanesh add +1 fg
their Attlacks.

Mark of Tzeentch - - 2Epds: Models Bearir the WMark 0F Traamah qairr the psyvehic
poiveer Flaras of Tzeentch a5 detaled i the Cheaos Sorcerer description. Mote tha
Chaes Sorcersss are considored to already have the Mark of Tzeantck and may' fiak
pick it & second tme.

Mark of Chaos Undivided —free!: Mudals h&armg tha Mark of Ehaﬂs Urdivided may
re-rali faiied Morale chacks.
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SHEE 15 D KEORNE

y. Axe Of Khome - 20 points

The model carfies a mighty Axa of Khome,
suffusad with chactic pawer and laden with daathl
A hit from the Axe of Khorne ignoras armour
savas. [n addition any 10 hit rolls of & allow the
modal to make an addiional attadk in close
combat. Az long as you kKeep on rofling 85 you can
kaop on making addifional aftscks. Thase
aodibonal attacks may be zllocated agains! new
opponants If dasired.

Banner Of Rage = 20 points

The Banner of Rage is a spesial Ghaes Gift which
may be chosen to replace the Chaos lcon in the
relinue of a Chaos Lord with the Mark of Khome.
The banner coniging the bound souls of the most
bloodthirsty of Khorne's semvants. i radiates
palpatle waves of anger and st for sfaughter,
which beat upan the minds of thase near i, driving

them into g &dling frenzy. The banner may be used
onrce per battle, - in -any close cambat © phase
{include your opponants). Any models from the
Chacs army, apart from those bearing the Mark of
Slaanesh, which arg within 208" of the bannar
may add +1 ta tneir Sirength characteristic:

Coltar Of Khorne — 30 paints

The Collar of Khorne that hangs arcund the
madel's neck fs said to be farged frarm the heat of
Kharng's rage &t the very foot of the Blood God's
thrane of brass. The power of tha collar I2 to suck
the enargy of tha warp fram argund o, forifying
the wearer and also protecting him- from: psyches
attack. As a resoll. force weapons hoss thair
special ahilty to kil fhe wearsr cufright, and
pevchic powers that targe! the wearer of include
him in their area of effect are nullified ard will not
work. ;

'CHAOS GIFTS

OF NURGLE

Plagua Banner - 55 points

The Plague Banner is a special Chacs Gift which
may be chasen to replaca the Chaos loon in the
retinee of 8 Chaos Lord with the Mark of Murgle.
The banner [ a frighlering craation of rotted hica,
flapping in & peslitent breeze, Powerful magics
hold a great spell of corruption in check until the
limecig nipa to send disedse and decay scywihing
through .ihe enemys ranks. The Plagua Bannar
contains a poterd spell of destruction which may
be cagt once per battle, The spell inflicts DS
wounds which may be distributed on any anamy
modals within 6" of the banner, but no more than
ofe wound may be appiied par enamy model. No
armour seving throws apply. Note that this only
applies to living foes, not to other Daemons,
vehicles, Talos, Avalars ar Wraithguard.

Beast OFf Nurgie — 15 points
The madel is accompanied by a Beast of Nurgle
which has been giftad te him by the Chaos god.

Ws BS &5 T W I A Ld &w
Beasl 3 0 @ik mmey cOp g5

The Beast will attempt to
rerniin within 2° of its master at
all timas. In efiect the two farm
a special unit and must abey all
the unit cohearancy nles.

Spacial Rules: The Boast of
Murgle haz an invulnarable
save. It has DS attacks in close
combat. Roll fo sea how many
aftacks the Beasl may make
aach time it attacks.

Blight Granades = 15 points
Blight grenades are made from
the shrunken hReads of those
killed - by Murgle's favourite
plagues. The head iz filled with
wirdlart pus and infestad, hiting
flies and then its orifices are
saaled with wax. When the

grenade is thrown it splatlers across the larget
area, forming puddles of dizease-ridden slime and
nolsoma cleuds of buzzing fllas.

An enamy unit that has ane or more maodels
charged by a model armed with blight grenades
suffers a -1 to kit maoditier. Thase effects will also
count against Chaos models in base contact with
modals fromn the enemy unit unless thay are
followers of Muegle (2. they are Plague Marines,
Murgie Daarmnmens oF characlers with the Mark OF
Murgla}. Mote that the whale unit is effected, mot
just the models fighting the modeal armed with the
blight grenades. Alsa nofe that there is no
additional effect if & unit is attacked by 1w of more
medals armed with blight grenades.

Plague Sword = 25 points

The Plague Swaord drips with venomaus slime, No
armour saves are allewed against wounds
infiicted by & Plague Swerd. In addition, a8 wound
from a Plague Sword will kifl mortal creaturas
outright on-a DE roll af 4 or more, regardiess of
Ry many wounds they have. On a roll of 1-3 the
Plagus Sword only causas 1 wound, Note that this
only applies te mertal faes, not ta other Daemens,
vahictes, Talos, Avatars or Wraithguard.

Kurgla's Rot = 10 points

After making normal aitacks in close combat, roll
& D6 far each fving model in base-fo-base captac
{friend or foal}. On & roll of 6 they contraat Murgle's
Eot and suffer a single weund, with ro armour
zave allowed. lnvulnerable saves may be taken as
normeal. Note that this anly appiies to living foes,
not b othar Daagmans, vehscles, Talos, Avatars or
Wraithguard.

How vnfair! Murgle's bays get loads of Gilts
campared ta all the rest... Well, scmry folks, but
ihat’s the prablem with stealing fram wark in
progress. Bul dont worry, Jervis assures me
that Khorna, Tzeentch and Sfaanesh will get
their cwn back in the Codex.
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Rapturous Standard — 40 points

The Baplurous Slandard s a specal Chaos Gift
which may De chosen to replace the Chaos leen
in ko fetinue of & Chaos Lord with the Mark: al
Slaanesh. The Raplurous Standard containg the
pound  essence of  innumerable - Saanesh
follwwers wha died in rapturcus slaughter, The air
around the sandard is filled with their ecstatic
Rowls and overpovenng waves of heady, exatic
musk, Any unit with 3 model within & af the
sfandarg 16 randersd immune to fear by the
overyhelming waves of sensation radiatng frem
it, and will pass alf Morzle checks thay  ara
refuired to take gutamancally

Doom Siren — 15 polnts
Zome Champions of Slaanash are fitted with a
complex arrangement of pipes and tubes around
tEreir falmeds which project a short-ranged sonic
attack. The Doom Siren may be uszed in the
shesling phasa, inslaad ol shaoling with another
weapan. it has the following profile:

Ang 5 AP Notes
Dopm Sirgn Tempiate DE=4 6 Assaultd

Eoll for the- Strength of the attack sach tima the
Cpom Siren s usad,

HAOS GIE] S OF TZEENTCH -

Blasted Standard — 50 points
The Blasted Standarg 5 a specisl Chaes Gift
which may be chosen to replace e Chaos loon
in the retinue of a Chaos Lord with the Mark of
Tzeentch. The standard is riddied with: the power
of change, and. s design shifts constanthy
throughout the battle. Encrgy ard powar grawis
through the standard, and whan an enemy unit
approaches closely the energy is unicashed in 3
learsome roar. The Blasted Standard contains -a
magic spell which may be cast once per battle in
any assadil phage,
after madels
have: mosad bat
befors afiacks
are resolved.
Any waunds
tnflicied
counl lawards

the resul of the combat, The spek inflicts 206 56,
AF 4 hits, which may be distributed on amy anemy
models withir 6" of fhe afandard; Mo enemy may
he ailccated 2 hits untit all enemy within ' have
been alkocaled 1 hil, and 56 on. Tha slain ane
hidecusly mutated and Wwasted by the raw power
of Chaas, and ary unit 1hat suffers one or more
casualties ta the standard must take  an
immediate Morale check o avord having Lo lall
back.

Talisman of Tzeenich — Spis
If an -army includes a model with a: Talisman of
Tzaenich then any oppasing paykers soffer a =1
madifier to their Leadership when they tako a
pevchic test. If both sides have a Sofcerer with
this. reward, the two cancel out and l'h& normal
mules apaly.

uestions
nsSwers

mew MK, Pre discoversd thaf my Bldare Groardians cun o ager
have lasgums. Thie T need to change thedr weagins b shoriken
catapults T

!- Ot |y won're contusging the Alernigve paitern shiviken catapuliz

Q Tir spite of repssiarances thal ol aemics woald e compatible with

which kave wong beer musdennlies as sguns by hnperiad scivelrs,
Wil e wesiapaane carnzd by soeme Bidar Guoandians bear seme

— Gouel Ty, Snzikelites, Evil Sunz and all the rest. Are the Ork clans
gioe for ever? dod i so what am | going Lo do wilth off the Gobl
Bove, Exil Sunz vehicles, et that T alresuly bave in my army?

Q The firk army list in pew 40K mokes ne mention of the Dby clans

0K bk, bt ey wail s covered 10 e forhooring Codes Orks, In
e dnterveing e el those Orks von've oo ame shmply Orks! Whal
eoloars they ane painced wion's allzct dweor Oghnag &1:-|i|l_'f e i,

! Wre ctichi 't reely have the space 1otk abowe Ok clans too much in the

power sworids sind axes, bk io the old edition § conld arm whole

ansaell saprands with ‘e, The result being that 1 new have several

siads which need their wengons bresking ofF and rephcing.
Why. oh, why have you inflicted this deeadful Gate ngeom e fediored
PRraprRrETiRE poig o feee)?

Q En the aew edition of 40K snly charscters are aliowed o use

OF cowrse you could dlwiy s repaint pous poawer Swortlsfes o ool

swords and ancs instead (hoth 2re 'close coimbar weapnns” i the acw

eiditiend, O pou coald sieply leave them as they are and paint oat the
kst e o vour normal swordsfases o vour apponent tbised ezl
cravinaly

superficial resemanee w0 Tmpena) esguns, choscy coaminalion reveals o
rrmber of differenees. . are, 2re. Just as il the peser ssoords guestion above,
107 ot really necessary o gnange vour medels, simply meake i clear what's
g on at the stare of the came. {F conrse since W Guaardians ase sharikong
these days, there's nothing ter an opponent w gor confused wboar.

1o the Bk Eldar army list
Habders have two

different points values

0

Tastesl: 35 amd 55,
Which of these &= correct?

Wi suspect Chios
A Culiist siboage

bere o The coores]
valwe i3 35 puobiis.




A bumper banus for our next piece, again from the Chaos Codex and handlly following up
on fasf month's special characters infe. He's. averyone’s favourite, the despofier of a
thousand worlds, bearar of the Chags sword Unpronoonceable and aff round bad dide...

& |
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BADDON THE DESPOILER

o

(e

ABADDON

Abacddon

Points WS BS S T__W | A Ld Sv
240 & 5 4 5 3 7 .34 10 24

Mark of Chaos Undivided.

SPECIAL RULES

a battle where both players have agreed 1o the uze of special characlers.

tharedore add +1 to thair leadarship i they are within 8' of it,

sword 15 slain aulfighl, no matler how many woadnds it may have,

Chaos Terminator Armour:

invulneralde save, nat both.

Independent Character:
Unless accompanied - by
retinue,  Abaddon . is

40,000 rufebook.

for detafls.

Wargear: Talon Of Horus, Daemor: Sword Drack'mven, Chaos Terminators armowr

Spacial Character: A Chaos Spaca Marine army of 2,000 points or mone may be
led by Abaddon, if you decide to take him then he counts a5 onc of the HOQ chokces
for the-army. He must be used exaclly as describad hera, and may nal be given
additioral equipment from the Chaos Amcury. In ackdition he may only be used in

Talon Of Horus: With this armourcd claw Harus fought the Emperor and stranglag
tha Primarch Sangunivs. I was forn from Horus's armour by Abadden and 5 now
fused 1o his own armoar. The Talon mounts an early version of the Impcrial stogm
bolter an s bacs fwhich Abaddon ray shool in dhe shooling phase), and it is
freated as & lightning claw in close combat, The Talon is an ison of evii incarnate to
the: Imperiom, so all Imperial units with a mode! withine 8" of Abaddes mast subiract
-1 from their Leadearship value, The anly excepdion to this are Blood Angels Space
Marines, who hate the Talon bocause it was used to slay thel: primarch, ang

Dasmon Sword Drach’nyen: The arcana blada beme by Abadden contains the
bound aessence of Drachnyen; & withing warp enfity which an rend dpart reality
whara ihe weapon strikes. In close combat Abadden i alfowad e maka ona attack
with Orach’nyen in addifion fo his normal compiimeant of fhree atfacks with the Talan
OF Horus: The sword may never make mare than one attack per furn, and no aliack
banuses can be usad ta increass this numbar. Any bit inflicled By the swaed will
wound automatically and the wvictim roceives no saving throw for armour, though
vulnarable saves may be lzken as normal. Vehicles struck by the blade are
penetraled automatically. Last, but by na means least, any madel wounded by the

Abaddon’s Terminator armaur
has been blossar by the lickia
powers of Chaes, As well a5 the
abillitles narmarty. eanfarred by
Terminator armour, it provides a
4+ invulnerabie save that may
be used againsi attacks which
would normally peretrate 1he
armour automatically. In addition
the armour wiil nullify. any
payehit powar used against
Abadden ar that includes him in
ils area of affect on a DE rall of
4+, Note thatl Abaddon may take
the Tarminator armour’s normal
2= armour ave ar i3 4+

a

an
independent - charsctar - and
follows all the special rules as
datailad tn the  Warharmmer

Retinue: Abaddon may be
accompanied by a bodvguard of
hiz finest warriars. - See ihe
Chaos Space Maring army [ist




And te ffaish up, just in case you thought that this month’s Chapler Approved was entiraly
dedicaled o the Dark Gods, we have some offier denizens of the Warp who don't serve he forces
of Chaos.

~ LEGION OF THE DAMNED

o —Hemn = oo

There are fafes of tha Lagien of the Dammed from: all across the galaxy Just wao they are, and where their tnc
Ioyarty fies, ks 8 matter of much speculaton Some ovan doubl they exist at all, but the heaps of corpses el in the
wake of thelr swesome, Implacable advance cannot ba disouted

A Space Maring army may incluce a single Legion of the Damned squzd as en Elites cholee.

Marine

Sguad: The squad consists of between 5 and 10 Legion of the Damnad Space Marimes.

Weapans: Belers. Any madel may replace their bollgen with & bolt pistsl and cose combat weapon al no axira
points cost.

Options: One modal in 1he squad may be drted with one of the fotlowing weapens: Heavy bolter at <5 points;
migsile launcher at +10-paints; or a lascannan &t +15 paints.

In additicn ong Space Marine I the sguad may ba srmed with one of the fallawing weapens: flamer af +6 ais;
meltagun at =10 points; plasma gun at +6 prints.

The entire sguad may be giver frag grenades b an additional cost of +1 paint per madel and krak grenades al an
additional cost of +2 ponts per modal,

SPECIAL RULES

Apparitions; The Legion of the Damned appear frem nowhers, compately unheralded. In-overy battle lhey use the
special Decp Strike dopleymant rules, aven o the mission does nat normally allow trocos 1o Deep Strike

Al the end of avery Space Maring furn after the Logion of Darmred arrive; rall 2 D6, Onea roll of a 1, the Lagion of
the Damned disappear as aefly 43 thay cara — femove the madels from the table Immadialely — victory points are
eamt according b thair strenoth when 1he.1.- dlsapp-ear {if anly hatf: uff tham ara: lefl, your opponent scorcs half the
unit's points value in viclory poimts, g1k,

The Legicn of ke Bamned may nat be jeined by an independent character, they always fight alone,

Fearless: Itis debalable whelher the Legion of the Darnned are truly afive and have any real minds. Legion of the
Ciatnned aulomatically pass ang.r Leadcrsl‘lp -based basts irecluding orle checis, that they are requirad ke make.

Terrifying: Any unil-which loses an assauk whilst fighting tha: Legmrs of the Damned suffers an additional -1
miedifier o its Leadership for the subsagusnt Momle cheénk.
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SCANDINAVIA

New recruits needed!

Games Workshop is a thriving NORWAY
company, employing more than 2,000 A0 Indepandant
people, with 180 of its own retail stores Rt i SWEDEN

around the world. Our products are also - A 1HED '_r"dEpE”':'ﬂ"ft
available globally, through independent N el
foy and hobby retailers, thanks to our
multi-fingual sales team, based at our

Headquarters in Nottingham, England. DENMARK gl :
: 75 Independant i ] FINLAND
We are currently strengthening all  gamiiers ana = S 25 independant

aspects of our Scandinavian operations 1GW Store - fam ket il j el
— both Sales (re-locating to Nottingham, .

with our support) and Retail. We need
people with Scandinavian language
skills to sustain the momentum of our
invasion and drive forward our exciting
growth plans.

Sales Management (probably age 22-35)

Do vou have:

= the ability to lead and inspira?

= yision?

= some knowledge of the GW hobby?

= the ability to provide excellent levels of customer service?
« previous selling experience?

= sUpervisory or managemeant experience?

Telesales (probably age 19+)

Da you have:

= sales skills — the ability to close a deal?
= some knowledge of the GW hobby?

* drive and determination?

* previous selling expearience?

» good communicalion skills?

Retail {probably age 18+)

Bro you have:

= 3 good knowledge of the GW haobby?

= gnergy and enthusiasm?

= confidence when talking to peopla?

= the ahbility to provide excellent levels of customer senvice?

H you can answer “yes” to some or all of the questions in one of these areas. we want to hear from you.
Thase positions offer good salaries and benefits, and axcellent career prospects.

Send your G\, sfating which position you are applying for, to:

Rob Griffiths, Human Resources Deparment. Games Workshop Ltd, Willow Road, Lenton, Mottingham, NG7 2WS.
Tet: 0115 916 8341, E-mail: robg® games-workshop.co.uk
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A Warhammer battle report by David Cain, Alessio Cavaiore and Tuomas Pirinen

In White Dwarf 221 former Grand Tournament champion Dave Cain explained how games played in the
‘Spirit of the Game’ are lots of fun. Obviously there is another, darker side to this particular coin (as so
many of you have told us) and so we brought together generals easily capable of going all out to win, in a
battle report to the death using tournament rules. Dave himself is pitted against GW staff champion
Alessio Cavatore, and Tuomas Pirinen. This is a no-holds-barred hattle of beardiness between the might
of the Lizardmen and the swift arrows of the Wood Elves,

Tummas: Fal Bloke old me it was time once more Lo lake on
the might of David Cain. I was thrilled upon hearing this, as
the battle which we have promised each other is long overdue.
In addition, | thought this would be 2 good time to intreduce
the readers to Alessio Cavarore. Alessio will be juining me and
Nigel Srillman as we develop the game and world of
Warhamrmer, and what a better way for him 1o start his career
thant a battle report! S0 I walked downstairs inte the Balian
Studio, and “persuaded’ Alessio to lake joint command with
me against David Cain.

For this balthe repart we decided to try out the rules and
limitations we are planning to use at the Grand Tournament
this wear. ..

WARHAMMER
TOURNAMENT SCENARIO

Tournament Battle Scenaric: With the exception of the
changes desoribed below, this scenarie uses the Tournament
Baitle rules described in the Warbammer Battle Book.

Table Edge: Players should simply agree amongst themselves
as 1o which player sers up on which edge ol the table,

Seemery: Use the following torrain: two hills, twe woods and
two buildings. The plavers then take it in turn o set up a picee
of terrain in their half of the table, bat with sl of the werraio at
leust " away [rom the centre point of the {able, Roll 2 16 1o
see who 5ets up the first plece; and then lake it inturn to plac-::

pieces  of termain, Both

WARHAMMER

I Mo more than 2000 poiris may be spert on the army,

Doy OF Waar armies ey be ized,

ra

TOURNAMENT LIMITATIONS

3 Chaos armies may include allies from the Chaos ammy book,

ard Empive armics may inclide human memenaries. No
other allfes are allowed, '

4. Amendments from Magic Revisiied will apply {see WD21E).

5 The Magic per Fevel rule from Magic Revisited will be wred
(wee WOZIRL Dol Runesmiths count as Lowds for the
prarpeses af this rule,

. . Wizards with a magic tevel of 5 may not be used, even i the 3k
megic level is gained from a magic tem (like the Book of Asfur),

7. No rpecial characiers with more than twa wounds or Greater
Daemens are atlowed. Special charactery or Greater Daemon
models meay be wyed fo represent ‘normel” choracters o Dacmon
FPrinces respectively, i desired.

& The Toiaf Power cand i bareed, IF the cand i5 drawn from the spell
deck, count it as q power card,

9 Dark Eif & High Eif repeater bolt-throwers eost T poinds eackh,

L Stepadons may mot be formed fmio wnis,

players must sef up one
piece ol terrain, but after
that a player may ‘puss’, in
which case his opponent
may set up one last picee
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of terrain and must then stop. Note that this is a modified
version of the random lerrain setup rales from Warhammer,
amt "5 worth referring to these rules before the tournament,
Wood EIF players sel up their extra wood after normal terrain
has been set up, as per the rules in the Wood EIf army book,

Warm Up Period: Before battle commences there will be a
five minule ‘warm-up’ period. During this period plavers must
first hand over their arrmy list to their opponent Tor inspection.
Either player is allowed to ask their opponent questions about
the army list and the roles thal apply 1o the units and
characters in it After inspeciing the army lists hoth plavers
should discuss the terrain For the hatile, and how cach feels it
will effect the units in play (i.c. how do woods effect line of
sight, how do hills effect the ability of units or archers 1o fire,
and s on). They can also discuss any other rules points that
they think may come up in the battle. Finally, both players
must shake hands, and then battle can commence, starting
with the opportunily 1o veto magic items as described next.

Yeto Rule: Before cither side deploys, each plaver must lay
out all of their Magic llem/Chaos Reward cands in a row so
thal their opponent can see them, Chaos players must make up
cards for Daemon Rewards, Bretonnian players must make
cards for characier Knighily Virtues, and Dwarl players must
make up cards for Rune ilems, Bach card must list a single
Virtue or Reward, or all the Runes carved on s single item.
The opponent is then allowed w veto up to two of the cards.
Each card that he vetoes gives the opposing player 1060 victory
points plus the cost of the iem itself. Veloed cards are put o
one side and are nol used.

Big Guy Yeto Limitation: Any model that hag 4 or mone
wounds is counted as a big guy, Chadors and War Machines
count as big guys if the total number of wounds for the crew
and mounts comes 10 4+ (Le. don’t count the wounds of the
chariot or the war machine itsell). Swarms don’t count as hig
guys, as you divide the wounds amongst the models in the
swarm and this comes 1o less than four. Ridden monsiers,

ARCHERS ON HILLS

In reality, even low hills are very tall — much taller than
cven the oldest trees, This, however, is nol casy Lo
represent on battlelield, and thus some paming groups
use shightly different rules. Some use roles where trees
block a line of sight from the troops on top of a hill,

In GW wwrnaments all archers on hills are allowed to
fire, cven if they are on a second rank. In addition, the
troops on a hill can draw a line of sight to any moadel
unless these are behind apother hill, inside o house, cte.
Even though madel trees may be taller than medel hills,
the hills represented are actually high enough to give an
excellent field of fire. This makes the hills tactically
important, and excellent places for missile troops and
wir machines.
COLOUR MAGIC

Warhammer Battle Magic includes an additional section
with the rules of specific spells for the different Colleges
of Magic. These are optional rules, but many plavers
enjoy using them. In this batle David graciously allowed
Tucrnas and Alessio to use these decks foh dear.. . et the
heardiness begin! — Panl Saowyer),

Stegadons, etc., with 4+ wounds sre big guys. Fach hig guy in
your army denies you the use of a veto, Therefore, if you have
one big guy vou may only make one veto, and if you have two
OT MOTE ¥Ou can'c make any!

Sel Up: Follow the sel up mstructions in the Warhammer
Baitle Book, except that units that have a charge move of 18"
or greater may ool deploy within their chargs range of an
ENEmy umit (i.e. vou can't sel up in such a way that will allow
you to charge on the first turn of the katile), O course, if an
opponent is foolish enough to sel up anc of his units so that an
alreaddy sel-up unit can charge them, that's his own faulc!

Special Deployment: Units with special deployment rules
may use them in this scenario. In addition, they may use the
special deployment rubes 1o deploy so they can charge on the
first turn, Remember that special deplovment rules don’t
apply to characters ather than champions,

Who Goes First: Hach player must secretly write down how
many victory poinls they will bid in order o have the first
turn. Players can bid from 0w 1,000 victory points, in
multiples of 100 points (e 0, 100, 200, ele.). After both bids
have been recorded, they arc revealed. The player that bid the
st gets the first e, but must give the victory points he bid
i his opponent. The plaver that made the lower bid does not
give away any victory points. If both players bid the same
amount, then each player rolls a D6, The player that scores
highest gel the first oun, but his opponent gets the victory
points that wers hid,

Tarns: All battles will last for five wrns, or until one army has
boen broken. The pame ends immediately as soon as an ammy
is broken.

The Lucky Seven Card: Each player has a “Lucky Seven’
card, This may be used once in cach buttle to convert ane of
vour own 206 rolls from whatever was rolled 1o a *7" instead.
Note that the dice roll is changed before madification for other
lactors, and simply allows you 1o change an unlucky ol into
an average one, Il alio only applies to 206 rolls (ic. ones
where you roll two six-sided dice and add the scores ogether).
[ recommend holding on o the card for that time when your
army general rolls an 11 or 12 for o panic lesl...

Yictory: If the game ended because one army was wiped out,
then the opposing player wing (obviously), I the game lased
the full five tarns, then use victory points to determing the
winner Use the modified "VP0® fable (this is printed al the
end of the battle report but don't look at 31 yer, you'll see who
won the baitle il you do!) rather than the one in the
Warhammer Battle Book. If one player beats his opponent by
H00 vps or more then he is the winner, otherwise the game is
i draw.




Tucamas
Firinen
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MUSTER OF THE WOODS

Alesein: 1 had just come back from my holidays, when
Tueomas grabbed me and teld me, “Triday you're going w play
vour irst battle report, in joint command with me. .. against
Dhrvid Cain!™ 1t docsn't happen every day thal you can play
with one of the best and most Gnous players inowr hobby! So
I was surprised, a bit scared and definitely very eaciled
[hropreiielly nor THAT excited! - Paul Sawverp

I submitted my Woeod Elves” army List (o Tuomas for perusal.
Choosing Wood Blves was a sort of “if vou can™t beat them.
Join them!” decision. 1 had grown progressively more amd
mere frustrated and tired of ﬂdlu ssly pursuing 1he amazingly
mabile Wacd Tlves of Andrea Calogero (o very u:'xan-.n.,n;‘d
ltalian gencrall with my Bretonnians aml especially with my
Skaven! Eventually T decided that it should be my opponents
gelting Trustrated, not me! So [ swapped my Bretonnian
armonr and lanee for green clothes and a longhow

s

/, THRANDAIL'S WILDHUNT

I'm planning o use these Wood Blves to defend my ttle in the
next Staff Tournament and this game would cerlyinly be g
aood test for them! Tuomas kindly agree:d e iy my army, bt
oo condition that 1 threw in some mors nEsty magic iems,
becanse this battle report was supposed (o show some “very
competitive” armics — some people would say Cdesperately
sad”, S0 1 unleashesd my full beardiness. At the cost of a fow
archers, T replaced the Shield of Frolos of the Warhawk
Riders” champion with the Black Gem of Grar, anl the Jode
Awrlet of the Glade Riders' champion with the Hears of Woe
{oey fralian armv {5 withous one — Pl Sowyerl! Reading the
amended Hst, a dark, evil, rather scary light appeared in
Tueimas” eyes (ne wonder the Chaos army is so bard?) and he
declared his salisfaction. We both sat down to discuss the
overall tactics for this army, and what would be a momaenious
battle against the might af David Cain,

THE TACTICS

Tuommas: The aetics for this army are quite classic for Wood
Elvees — hit hard and disappear! When commanding Wood
Llves 1 usually try o set up a hill in the centre of the
bartleficld. preferably touching my table edge, and then put a
wol right in fromt of i Onthe hill T deploy the Archers,
aive them a good sight of the battleliehE, and with them all my
ﬂx ing umits, so that they can charge anywhere, swooping over
any infervening troops and errain,

In the wood in front of the Archers T deploy the Waywaichers,
creating & very strong delence for my vulnerable and
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expensive unil of archers. In this way,
enemics often choose o po arcund the wood
instead of tuking the fdsk of going through
i, and will wasle more [ums manecuvring
and exposing their flanks.

ATl the rest of the army consists ol Tast,
manoeuvrable  units, especially  the
Warhawk Riders with their 24" move, and
the Glade Riders {in skirmish formation
they can always use the 18" march
move!), These units immediately go for
the flanks and rear of enemy regiments,
slowing them down (il you slay close
encugh they will be unable to march!)
and forcing them to manocuvre o face
the multiple threats at their Mank and
back, The Wardancers have the same
raole and, for their lower cost are
expendable and perfectly capable of
slowing down very song opponents,
The Treeman is greal 1o stop big units
with a low Screngrh value, bul having
mare than Gve wounds, alse makes a
nice choice for a Tank awack (it will
cancel your opponent’s rank banus!y,
s 1 wsuplly prefer an outflanking
manoeuvre with him, rather than the
“rontal approach’

The vsval result of these tactics is
quite close to General Custer's last
stand at Little Big Florn: the enemy
is in 4 big square in the centre of the
battlefickl, facing the Indians
fWood Elves) that are all around
them, wearing them down wilh a
persisten rain of well-aimed arrows before the fnal
charge that will come sinwltancously from all directions, Of

course this is only oue in a perfect world or in che dreams of

a Woowd BIF general - in reality, experienced plavers like David
Cain have the despicable habit of utterly ruining wvour
cleverest plans.

The only unit that is not all that manocuvrable is the Dreyads,
who are nommally deploved in a second wood (1 available),
already in position for a [lank attack on any unit that is oying
to go arcund the lrst wookd and atlack the Archers. 11 the
Diryads are confronted by a powerlul unil, my suggestion i3 to
simply rmove them back into the wood and disappear [Tom the
sight of the enemy. In this way you usually gain one extra turm
lo shool the dangerous unit!

Coming to the shooting phase, [ have just one word of advice:
concentrale your lire! Ynur first targets should be the enemy's
missile troops and war machines, because Wood Flves are
extremely vulnerahle to missile fire (low Toughness and no
armour — Treemen excluded of course!), If the cnemy has no
powerful missile capabiliics, then go for a very strong
unitfcharacter with everylhing you have! As long as you don't
lel sanything distract you, heavy cavalry, Slann, Stegadons,
Ciiams, large monsters and anything like that {op 1o Toughness
6! will definitely have a bad time! It's unbelievable what
massed archery can achieve, especially il you dop it up with
tasty Wood EIF items, such as the Fail of Do Arrow and the
feve of Loven (Iry it with a Potion of Strength!),
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MAGIC

Alesyio: Magic is not a strong point [or the armies of Loren
funless you are prepaved to spend the points For a Tourth level
mage), so 1 went fora totadly defensive option, with two cheap
[irst level wizards equipped with a Dispel Magic scroll and »
precious Destroy Magic scroll, Treally love the background of
the Colleges of Magic in Warhammer, so I always ask my
oppenent toallow me o use the distinctive Jade and Amber
magic (Beard alert! Beard alert! - FPaul Sewver) IF fhe
opponenl kindly approves, Eochin {my she-ell mage) will use
ong spell of the gentle, healing magic of a1l growing things.
Her role fits this siyle — she will stay ar the back with (he
Archers, as far as possible from the bloody melee. In contrast,
Fol (4 younger, more aggressive wiczard) has the Amber
powers of ferocious wildlile, the very soul of the hunl. And
whal o hunter he is! With his Elven steed and lance he is
perlectly capable of routing small units of skirmishers!

s not a wise choice, | know, to choose vour spells from
different decks, bul it's so much more in the spirt of the
forest! Last but not least, the Banner of Sorcery is there just 1o
give some help to our two young mages, and the army is ready
to face the forces of Mre Cain - what a challenge!




THE SPAWNING

David: T must confess and state in my
defence that it was the lure of Mr
Sawver's bacon amd lard Butties tha
convinced me o play this battle
repont-and nedhing else.

Having won ‘Best General' at this
wear's Warhammer Tournament, Paul
decidad 1o bring me down a peg or
two by setting me up lor a
spectacular fall, “You're roing down this time, Cain,” was his
boast and knowing his pencham for sncaky tricks, [ suspected
the worst In fact, T was actually on the point of declining. All
my naval excuses were ready = I'm sickfmentally unstablzs, the
wile won't let me play — when Paul played his trump card and
the affer of the bulties way thrown in. Well, what can I say —
the flesh is weak.

The premize was a battle report [ought under the same
limilaticns imposed. by Jervis Johnson [or this vear's
Warhammer Grand Tournament. So on the duy in question, 1
gamely (and foolishly as ivwmed oul) arrived on the docrstep
with a0 2,000 point Lizardman army devised in what I thought
wars @ Tair and balanced manner (vou poor ol — Paul Sawver),

Soleaving my shaving kil at home, T arrived at Lentorns. After
the traditional warm greeting (namely a slap around the ear),
I was roundly regaled by Fat Bloke over my army scleclion.
Apparently what he had wanted was o desperately cul-throal

i
B B B

game with Toumament type srmics designed purely 1o win,
aee Forces out to win prizes [or T avmy selection. | began 1o
get a had feeling abounn this. ..

I was just aboul 1o st downand seribble down army list
number two whon Paol just happened o drop imto the
conversation that I was 1o be playing twao opponents! He had,
he assured me, picked twe relative beginners for me to face —
Tuemas Pirinen and Adessio Cavarore. This wouldn't be
Tuomas, ‘Crames Designer, Army Book author  and
Warhammer eles gurn’ Pirinen and Alcssio, “Halian
Tournament and Staff Tournament winner™ Cavatore would 07
The bad fecling was geting worse by the minote!

[ ool a cup of coffee, halfl a bacon and Tard budy (Paul was
keeping the other halt to make sare I finished the game)} and
twenly minutes to make some radical changes 1o my army. As
I didn™c knewwe what army [ would be Tacing, a8 not ancommon
sitnation in Tournaments or other competitions, I bad o make
my armey flexible enough o deal with whatever my opponents
could throw at i,

I came up with the ollewing — the Tabled 'Bezephaur Frogs™

I decided to lead my Torce with as high a level Mage-Priest as
T could afford in a 2000 point army. So was spawned the
appropristely - pamed - Master Mage, Tann-Tiino. Although
costly in peints terms, such a- Mage-Friest cembines the
abilities ol a general and spellcastern one modasl and boasts
excellent characteristics which make him goite effective. in
combat. I alse made him the Army Standsrd Bearer so 1 could

e ST = —
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give him (pnd therefore his bodyguard unit) the
Dread Banner, To wmy mind there are 1wo
disudvantages in a Mage-Priest. Firstly, they are
large models and can be picked cut, even in a onit,
by missile traoeps or artillery and secondly they are
subject o Fear and Terror tosts.

By giving him the Oread Banner, it negates the
need for the more common Fear lest and reduces
the impact of Terror tests. In addition, since his
bodyguard unit would be large, any regiments
they defeared thal were numerically  smaller
would break  automatically — no Break tests
respuired, This always comes in handy against
good leadership armies or units with the Crown
af Cammend. For some added protection 1 gave
him the Jade Amuler and armed him with the
Skl Wand of Kaloth, s0 he would have a
chance 1o slay even the most powerlud  of
mensters on a failed Leadership test. Finally, [
cguipped him with the Crown CF Comrrand, an
outrageous lem when used in Lizardmen
forees and one which will lose vou whal males
you have left if vou wy it in friendly games
feare theve those speciol friends that no-one
else con see? — Paud Sawver),

Tarin Tiino's bodyguard consisted of twenty
Saurus warmors ncluding a Saurus hero,
armed  with  the  partigularly nasty
combination comprising the Swerd OF Swifi
Elaving and the Poion of Strength, T wanted
sommeone b sirike frst if my general's unic
waa charged, by cavalry for example, and Tineiwined (it's my
kids thiat watch the Teletuhbies — honest!'s fitted the hill, He
could also accept challenges on behalf of his Lord if | wished.
The combat potency of this unil was [Tightening and should
stand up e Bretonnian cavalry, Demon Princes or whalever
other glite combal roops my devilish opponents chose 1o
field.

This combined unit would form the fulerum of my army
around which the lesser Lizardmen would swarm.

However against a nomerically greater army, a single elite
regimenl is never sufficicnt. It can easily he oul-manoeunvrel
and Tanked, Tex this end I wanted another strong regiment o
take the fight to the ensmy. 1 therefore selected a large unit of
Skinks and included in their ranks two Krozigors. These units
are idedl Gghling lormations sinee the Skinks give the rank
and hanner banus while the Krosigors deal oul the damage. To
lead them I chose a Skink champion cacryving the much
maligned Black Gem af Gaar (iv it me or kas it gene cold in
here P — Poand Senwyver).

A number of amics can ficld fast moving, skirmishing
cavalry, such as Kislev Horse Archers or Wood EIf Glade
Riders, which can quickly encircle your advancing moops and
attack your lines [rom behind. To prevent this happening [
wanted o couple of imposing unils 1o block off both my flanks.
To falfil this dury 1 plumped for a Slegadon (vou can't gel
much more imposing than that!) and a regiment of three
Kroxigors, These creatures excel at this role, since their high
Toughness and Wounds ineans they are [airly resilient, and
equipped as they are with double-handed weapons, they ane
more than capable of dealing out their fair share of death and
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also take into account their high Leadership, which

mesns they can operate oulside the General's sphers of
influence, then you have almost perfect flank support troops.

Tor round oft the army, 1 invested in two small units of
skirmishing Skinks (named Bronze and Geld Swarms) to
range out in front of my lings and hopelully get in the way of
my opponent’s advancing troops. One of these units was led
by a champion carrying the sneaky Heart of Wee foft dear oh
dewr, b dear... — Paul Sawyer).

In came a single Terradon to either draw out Fanatics or pick
om vulnerable war machine crews, depending on which army
Tuomas and Adessio decided o command, And Tast bot not
Teast a Skink shaman, with a fhivpel Magie scroll o bolster my
meagre magical ahilitics.

Al inall, a preity beardy/sad army. However, [ felt it fitted
Paul's requirement of an army designed purely o win,
Apprehension set in as everyvone looked al my opponents’
army list, soiggered and made cur throat gesmures in my
dircction! My bad feeling was getting worse and worse,

Just to reinforce my already gloomy predictions, it appearced
there had heen a ‘leak” somewhere foan 't imagine where from,
snigger, mmigger... - Poul Sowyer) and my opponents were
well aware [ was bringing Lizardmen and had designed a
perfect frog-killing army.

Cordon Davidson going past singing “Checrio, Cheerio”
didn't help my spiries much either, Sull, as & supporter of the
Scotland foothall team, 1 was well versed in hopeless
gituations. ..
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WARHAMMER |

TURN 1

The Wood EIf zeneral followed the example of
his men, and sent four arrows from his Bow af
Loven towards the Slann. Buot wet again the
Slanm was unharmed, much w the dismay of the
Wood EIf lords Cavatore and Pirinen.

Lastly the Wood BlIf mage ook careful aim, let
loose twards the huge toad, managed to hit and
wirind if, and penerated the Shield of the O1d
Cnes as well! The Slann was Torced o use its
Jade Amuler. The wizard planced at the proud
(and now very pale) Wood EN lond Thrandail,
who had always thought of himself as the
greatest archer in Loren, and smiled.

The Waywatchers then picked the Skinks
shiclding the huge Saurus unit as their targel,
and cut down three of therm with their arrows,
but the small Lizardmen did not panic.

The melee between the Warhawks and  the
Terradon was a short one, as the Warhawk Rider
champion skewsared the creatire with his spear,
and it plummeted down, mortally wounded.

In the magic phase Eol read the incantation
Flesh of Storme, which would have doubled the
Toughness of the Womd BN peneral. Buoc the
Skink shaman read his Dispel Magic scroll w
dissipate the enchantment.

The other Wood EN maee followed with the
Fleing Bower, but David threw down a disped
card, and made his roll.
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LIZARDMEN TURN 2

The hissing Kroxigors charped the
Waywatchers, but deciding that the battls
was hopeless, the puardians of the paths
fled throagh the woods,

The other Livardmen advanced, getting
ready o charge the Wil Elves in their
nest tum,. Gold Swarm closed on the
Wardancers, while the huge Saurus
regiment led by the Slann wundled along
wwards the Wood EIf lines, and the
Kroxigor and Skink unit drew ever eloser
to the Wood EN archers,

The Skinks atop the Stegadon unleashed
a hail of javeling at the Wardancers, but
e oo avail; the supernaturally agile
warriors dodged the poisoned missiles
without missing a step in their strange,
rilwalistic dance.

The Slann raised his arms and croaked
the incamation of Hand of Glory, The
Wood Flves failed Lo dispel this, and thus
any chance of breaking (he Lizardman
armny became even more remale than
hetore,

WOOD ELF TURN 2

The Lizardman host was  now
dangerously close, and it was time for the
Wood Elves to start fighting, The Wood
Elf" gencral produced: a flask from his
robes and drank deeply from it The
cnergies of the Polion of Strength coursed
through his veins and lent strength (o his
arms gy he nocked an arrow on_ his Bow
of Loven.

The leaping and bounding Wardancers
charged the Bronze Swarm in front of
themn, The Diryads emerged Irom the woods and charged the
Skink unil with the two huge Kroxigors, bul their charge fall
Just short,

The Waywatchers, who had {led from the Kroxigors in the
previcus turn, rallied at the foeot of the hill, and tarmed G Face
their foes once more,

“The Wood EIf Archers followed the
example of their lord, and once again
arrows rained on the Slann...”

The Warhawk Riders hurried through the skies to interpose
themselves between the Slegadon and the rest of the Wood EIf
army. As David knew thutl their champion carried the Block
Grem of Gror, it meant that the Stegadon coald i1l aftord 1o
charge the Warhawks, The galloping Glade Riders rode
behind the Saurus Warriors, preparing to charge the lrards in
the back. Now the Wood Elf shock troops were in place to
charge the Lizardmen from all sides.

In & desperate effort o save the archer unit, the Wood EIf
emage left the unit, ready to receive the charge of the Skinks
and Savruses alone, This poble sacrilice would buy the
archers a bic more time and allow Wood B reinlorcements 1o
race 1 halp the unil threatencd by the Skinks and Kroxigors.

I the shooting phase the General released four Strength 7
arrows Itom the Bow. ol Loren. und
managed to cause two wounds on the
Mage-Friest, The Wood EIFf Archers
followed the example of their lord, and
once again arrows rained on the Slann,
cansing fwo more wounds, The Lizardman
general was now dangerously wounded,

In hand-to-hand combat the Wardanoers,
unleashing the Whirfing Dearh, slaughierzd the Skinks,
leaving no Lizardmen standing. The champion of the
Wardancers made a Tull somersaull o celebrate his viclory,
severing the head of the Skink leader in the process.

Calling upon the power of Jade Magic and Flving Bower,
Eachin transported himself across the battlefield 1o engage the
Skinks on the Lizardman right Nank,
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The magical arrow multiplied into nine shalis and one of them
penetrated che Shield of the ENd Ones to wound the Slann. The
ather Waywalchers were not so lucky, so the Slaon was still
lell with one wound!

The struggle between the Treeman and the Kroxigors
continued as the mighty Deeproots crushed one of the piant
lizards into an unrccognisable pulp. In return the Treeman was
wornnded by one of the bronze ases, leaving sap Towing from
ils side.

The huge battle between the Kroxigor and Skink unic and the
Glade Riders, Warhawks and Archers began. The Skink
champion issued a challenge, Tt was slain by the Warbawk-
mounted EIf champion. The Glade Riders souck, cutting
down six Skinks and rampling them undethool, The
Warhawhk riders didn't do as well, and managed o wound only

one Kroxigor, and even that wound was saved. The hawks

thermzelves did marginally better, slaying one Skink., In
response the Kroxigors and Skinks slew four Archers. In the

end the Lizardmen lost badly, but the Hand of Glory kept them

fighting.

The magic phase granted twelve cards, bul as both of the
Wood EIf wizards were dead, no spells were cast. Bat the

Wood EIf generals Pirincn and Cavatore forgot
to dispel the Hand of Glory (mainly due 1o the
game being halted for Junch and because (he
players were ravenous!).

LIZARDMEN TURN 4

Thes fourth Lizardman turn began with the
gigantic Stegadon charging the Wardancers,
eager o get stuck into the fray, Sull exultant
over their previous viclory aver the Skinks, the
Wardancers refused o give an inch of ground.

The Slann Mage-Priest and  his Sanms
bodvpuard then charged the Waywalchers,
Torcing these clite anchers w lee once again,
Unahle 10 calch them, the Saurus were left in
the middle of the farest.

Az thers was no other movement and no
shooting to resolve, we moved siraighl nto
hand-to-hand combat,

Following thi command of their champion, the
Wardancers changed the tempo of their dance
inty Weven Mist, making the combat a draw
with no blows being struck.

The huge struggle between the Kroxigors and Skinks
against the combined Wood TIF host claimed more
victims. The Glade Riders killed two more Skinks, as
did the Warhawk Riders. In retun the Kroxigors
mauled one Wood B Archer 1o death, Again the
Wood Elves won the combat, but because of the
Hened of Glory the Lizardmen smbbornly held, '

In the magic phase the Slans Mage cast Deaflook
and robbed the Wood EIF general’'s Bow gf Lorea of
its power.

WOOD ELF TURN 4

Raising hiz lance high above his head, the Wood EID
peneral yelled his warory and charged the Skinks and
Kroxigors, eager 1o lend his strength to that combat.

The Waywatchers rallied once again at the foor of the hill,
while the Dryvads turned to face the main combat,

There was no shooting (guite a novelty for Wood Elves), so
wi moved 1o combal. The Wardaneers mapagesd 1o disgrace
themselves badlv, the Stepadon trampled oeo of them
underfoot, and the Wardancers failed their Break test,

The Treeman landed oo massive blows on the last Kroxigor
opposing i, bul time was running oul, Deeproots would have
bor Finish off his opponent very soon.

The Wood EH general levelled his lance and struck the
Kroxigors. The lance splintered. but managed (o cause two
wounds, The Wood EIf champion, beartened by the exa.mpTe
of his lord, cut down the wounded Kroxizor Warhawk Riders
completed the slavghter by killing three Skinks and  the
archers killed another three, Bl the Hand of Glory kept the
remainder of the Lizardman wunit intact.

The magic phase ended with the Wood Elves dispelling the
Hand of Glory. Now the host of Loren finally had @ chance to
bresk the slubbom unit of Skinks and Kroxigors,
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APPENDIX TWO: WARHAMMER TOURNAMENT *YPHN® SYSTEM
The fillowing Victory Chart replaces the one shows on pape 40 of the Warkarmer Baitle Book,

Each enemy unit cither destroved, flecing or having fled the table

Victory points = points value
eg, if the wmit originallv cost 325 poinis,
ir is worth 325 victory pointy,

Each [wll table quarter wholly occupicd by vour own side

FO0 victory points

Encrmy peneral slain, Oecing, or having ed the table

100 victory points, in addition (o any
ponts already earned for the general as
a destroved, fleeing or fled unit

Fach unit standard captured and held at the end of the battle

100 victory points

Army battle standard captured and held at end of hatle

200 victory points

For each card vetoed by apponem

L) 4 (ost of iem) victory points

Oipponents bie to get to move (it or second

0-1,000F victory points in multples of 100
(1.e. 100 points, 200 points, 300 cte.)

David: 660 vicloery poinls — guile
appropriate Tor o couple of devilish

COMMISERATIONS on o Warhawlk and the other on a Glade Rider, they certainly

oul-bearded me there,

They had used their knowladge that 1 would be fielding
Lizardmen to grear advantage, All their troops. with the

oppenents. : : t :

cxception of the wpit of archers, were small, highly moebile
That was a great langh. 1 chink it was wnits and 1 koew that T would only get into combat sitations
their army choice that won the game on their terms. And so it proved, with my elite Saurus Warrior
=1 felt bad aboul including the Biact and Mage Pricst unit doing nothing for the whole game, Mot
Gram amd Feary OF Woe, but with ang 4 groal relurn on such a huge investment in points,

With  their = greater  speed . and
modnility, il was poing to take 2 lot of
Iuck or & scrious mistake by my
opponents for me G get much out of
this garne. But this was to ultimately
prove a vain hope, for the luck
balanced isell out, and Tuomas and
Alessio are both Tar too good plavers
o make mistakes of the scale T
needed to capilalise on,

There were of course some moments
whien my hopes were raisad.. The
Treeman being caught in the blast
from the Heart COF Woe was one. But
Tuomas cruclly dashed my hopes
with a successful anmour save and
just to rub salt ince the wound we
rolled a dice o see what wouli] have
happenad had he failed. [ rolled a 5
and this would have lefl the Treeman
clinging 1o his oots with a single
wonnd,

A Tailed Fear test would have let me
charge into the archers belore they
were reinforeed by the Warhawks
amed Glade Riders, but Tuomas
remembercd the 'Lucky Seven' card
te change his dice roll of an 11 inlo
a successful pass. But this was more
than evened out by the poor o hit
rills from Tuomas (particularly with
the Treaman} and poor armour save
rolls from Alessio (particularly with
the Diryvads),
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IL ORDER 73 0115-91-40000 MAIL ORDER 3 0115-91-4000(C

CAMESAWORESHOP

MAIL ORDEMN

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

e 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 set,
£4.00 for first class, £3.00 for second class, no matter
how many miniatures you order?

b
]
-

v VEr , ANYTHING AT ALL - GIVE US A CALL

g
a
ﬂ‘

= 0115 91 40000 =

Mail order is open from 7am
to Midnight seven days a USING MAIL ORDER IS AS

week, including bank EASY AS FALLING OFF A LOG!

hﬂlidays. Using Mail Order is as easy as falling off a provarbial iog! If you
have acocess o g credidebit card (either Access, Mastercard,

AltEfnﬂti“Elr you could fax Wiza or Switch) then you can place your order by phone.. Just
ring tha huge number above. If not then don't daspair, simply

ynur nrder tﬂ' us on: write your order out on the back page and send it with a chegue
01 15 91 E m2 or postal order {available from your local post office) to the

Or post it to: Games address on the left...
Workshup Mail OI'dEl', Willow Ses. as easy as faling off & log. Still stumped? Well then, pick
Hﬂad LE“iﬂn Nﬂttiﬂghﬂm up the phone and call Mail Order, we're never too busy to help!
¥ 3 )
NG7 2WS.

# Deutsch/Holland Mail Order,

DIESE LEITUNG IST MONTAG BIS FREITAG GEOPEND VAN MAANDAG TOT VRIJDAG
VON 12 BIS 20 UHR OFFEN (Mez) VAN 12:00 TOT 20.00 UUR Nederlandse tijd

0044 115 916 8256 0044 115 916 8255

IL ORDER 73+ 0115-91-40000 MAIL ORDER 73 0115-91-40000
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onnzn T 0115-91-4 _' 0

SPACE MARINE £15 '
DEVASTATORS £15.00 W ‘!W‘! %‘Q‘!‘E‘! . PSET
1 Space Marine Devastator squad i 40 f‘"“ - 2

{encugh parts to make one 5 man
Devastator squad including T Sergeant,
1 lascannon, 1 heavy bolter, 1 plasma
cannon and 1 missile launcher)

Designed by Jes Goodwin

With this deal you can
choose your own
personal Devastator
squad. All you have to
do is pick one Space
Marine Sergeant and
four Space Marine
Devastators from
this page for £15.00!

Only available
from Mail Order

SPACE MARINE ARMED WITH SPACE MARINE ARMED WiTH
PLASHA CANNON LASCANMNON

A COMPLETE SPACE
WARINE DEVASTATOR
CONSISTS OF:

1% PLASTIC SPACE MARIMNE
MAIN BODY SPRUE
1 x HEAVY WEAPON
1 ¥ HEAWY WEAPOMN AR

1 = HEAVY WEAFCHN el %
BACKPACK SPACE MARINE ARMED WITH SPACE MARIME ARMED WITH SPACE MARINE SERGEANT

HEAVY BOLTER MISSILE LAUNCHER WITH CHAINSWORD
T

[l E o P o L it T T2 ) it T PR W B Tt it S TR S T e B S A B i el s et el Dol b o U ey i o Ey PR TR | T

YETERAM SERGEANT

VETERAN SERGEANT

VETERAN SERGEANT

VETERAMN SERGEANT VETERAN SERGEANT
WITH POWWER AXE WITH BOLTER WITH BOLT MISTOL WITH POWER FIST WITH CHAIN SWORD

Designed by Jes Goodwin
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ORDER T@ 0115-91-40000 MAIL ORDER T@ 0115-91-40000 M

£84 FOR THIS MASSIVE
BLOOD ANGELS ARMY,
WHICH INCLUDES...

» 1 Space Marine Battle Force £40

« 1 Space Marine command squad £15

= 1 Blood Angels Baal class Predator £20

* 1 Space Marine Scout squad £9

= Blood Angels shoulder pad 5 {see below} for all the
Space Marines and a copy of Codex Blood Angels, free!

Bload ;*11:1_.;-:.15 Land Speeder
T

i Buy
QUAD, BatTT E
< FOR
BAAL PREDATGH. AND ?
SCouT SQuan FOR

84.00!

FREE CODEX i
ANGELS aNp O"
SHOULDER paps

BLOOD ANGELS
Blood Angels shoulder pad 50p each

Blood Angels Space Marine 1 £2.00
Blood Angels Space Marine 2 £2.00
Blood Angels Space Marine 3 E2.00
Power sword arm 7op

IMPERIAL FISTS
Shoulder pad

Shield
Equipment sprue 75p

50p each

BLOOD ANGELS
Eﬂp SPACE MARINE 1
10100105

BLOOD ANGELS
SPACE MARIME 3
043100102

BLOOD ANGELS
SPACE MARINE 2
010i 0T

g @

IMPERIAL FISTS IMPERIAL FISTS
EQUIPMENT SPRUE SHIELD
MOT0T0E

IMPERIAL FISTS IMFERLAL FISTS

EHIG110801 oloIgEnzs

IMPERIAL FISTS IMPERIAL FISTS
SHOULDER PAD 5

1110305 G HOGGY

POWER
SWORD ARM
DO HHes

BLOOD ANGELS
SHOLLDER PAD 7
- MonEeET

IMPERIAL FISTS

LIBRARIAN SHOULDER PAD

1T 10EG

IMPERIAL FISTS CHAPLAIN
SHOULDER PAD

010113608

IMPERIAL FISTS
SHOULDER PAD 1 SHOULDER PAD 2 SHOULDER PAD 3 SHOULDER PAD 4
LURLER R R TN

BLOGD ANGELS
SHOULDER PAD 4
L R bR L

BLOOD ANGELS
SHOULDER PAD 7
010115813

BLOOD ANGELS
SHOULDER PAD 2
012115904

BLOGD ARGELS
SHOULDER PAD 5
mgsan

BLOOD ANGELS
SHOULDER PAD &
Mot15814

BLODD ANGELS
SHOULDER PAD 3

BLOOD ANGELS
SHOULDER PAD &
LR b1

BLODD ANGELS
SHOLLDER PAD 9
010115815




RDER T 0115-91-40000 MAIL ORDER T 0115-91-40000 MAI
WARHAMMER®

DARK ELDAR

£18 ; i — 1 DARK ELDAR REAVER
BOXED AR ., | JETBIKE SQUAD £18.00
SET i 1“ \‘Q‘l 5‘* l .l : | Two Reaver jetbikes {one armed with a
19,000 __ blaster and one armed with a shredder) and
[ one Succubus Reaver jetbike

DARK ELDAR RAIDER £12.00

Designed by Tim Aok AGany Marey

— £12
W‘z:::: MER { st

DARK
ELDAR
LORD
£6.00

Casigrad by Gary Morlay

Dark Eldar Lord

CODEX DARK ELDAR

£8.00
The background, rules and army
list for the Dark Eidar

DARK ELDAR
BATTLE FORCE £40.00

20 plastic Dark Eldar Warriors,

T Dark Eldar Raider, 5 Reaver
jethikes and Warhammer 40,000
iree sprues {enough componenis
to make 4 Jungle trees)



)RDER ’E’ 0115- 9'!-40000 MAIL ORDEH T 0115-91.40000 MA

WARHAMMER
DARK ELDAR. ... A
ARMY DEAL &%/ B
£85.00 FOR THIS COMPLETE
STARTER DARK ELDAR ARMY,

WHICH INCLUDES...

= | Dark Eldar Battle Force

# T Dark Eldar Raider £12
» 1 Dark Eldar Reaver jetbike squad £18
s 1 Dark Efdar Lord £5
e 5 Dark Eldar Incubi £12.50
e FREE Codex Dark Eidar

and Haemonculus
%ﬁ" ¥ %\
l‘f SRE .*-KJI’N-}; UJ!- :\ E

DARK ELpap _1

S =
= Sy

- o
i
e

AND INCUg| FCI'Fr

£85.00!

FREE CODEX paR
ELDAR Ah.lnn 3
HAEMONCULyS

£3.00

Incubi with
assault

] £3 P T .' £1 .50
® Beast- o0 s i Warp "
© master | L -ﬁ AR e Beast
) | i e ks

S ]

= "’;*E.‘ gl B
-*.W‘ : o {16

: i ¢ ot : o *;w.
DARE FLIHH BE. ‘ﬁlM ASTER ‘ﬁl} WKRF BLASIS URIEN H;\KARTH

Beprk Efdar maden's de:-'.l'grrc‘d by Trish Moreison. Cheis FitzPatrick & Paul Mufler:



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

i FOR HIRE , e

'm BUNDLE DEAL

Arm
g REGIMENTS OF RENOWN

This month you ¢can choose an even wider variety of miniatures with the
amazing Dogs of War Regiments of Renown bundie 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
itf}, then see which bundie 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 modeils 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 free!

FFT B
WORLSHOR

Individual miniatures
Slayer Pirates £1.75 each or £5.00 for 3

Marksmen of
Mirag_l iano £1.75 each or E5.00 for 3

Pikemen of the
Leopard Company £1.75 sach or £5.00 for 3

Pikemen of the
Alcatani Fellowship  £7.75 each or £5.00 for 3

Birdmen of Catrazza £4.00 each

Golgfag’s Ogres {troopers) £7.00 sach

Galloper gun, warhorse
and three crewmen £10.00 0SS

Bearmen of Urslo £1.75 each or £5.00 for 3
Beslegers L1.75 each or £5.00 for 3

Yespend and fo
Duelliats for

Desert Dogs £4.00 each

Pikemen of the
Republican Guard £1.75 each or £5.00 for 3

Venator Knights £4.00 each
Vespero’s Duellists  £7.75 each or £5.00 for 3

Pikemen of the -
Lost Legion £1.75 each or £5.00 for 3

IF you want to get hold of any individual components
or simply want o choose which specific modals to buy, Lorenzo Lupo
check out this month's Mail Order 'Troll’ magazine. Designed by Alar Parry

Dasigrad by Y.chasl Farry

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



Phone 0115-91-40000 to add any of these models to your collectiol

(WARHAMMER.

EXTERIOR DECORATING 1ES¥# Dres

In- White Dwarf 226 Owen Branham
discusses using the new metal architecture
extras for the Warhammer Fortress. Here is
a selection of just a few that you can use on
the Warhammer Fortress.

WARHAMMER
SIEGE TOWER £20.00

el by the Citadel Design Team

ARROW SLIT 1 ARROW SLIT 2 ARROW SLIT3 ARROW SHIELDS CHAODS GARGOYLES

i 1 I i Gz

Emsmu iCkhs f)

215 AARHAVIMER
oy S ARAVHY MR
t B Brdp o b |
o U AR
NEW! Warhammer Siege Tower £20.00
Warhammer Siege bock £15.00
Siege Attackers boxed set £10.00

Siege Defenders boxed set £10.00
Warhammer Fortress hox L7500

NEW! Arrow slits £1.50
NEW!I Fortress doors £1.50
MNEW! Plliars £1.25
NEW! Chaos star corner £2.50
NEW! Wooden step 1 30p

NEW! Wooden step 2 £1.25

MAIL 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...

: By taking advantage of Mail Order’s monthly

Advance (hrder deals! Don’t forget thar if you
place an Advance Order with us we only charge
£2.00 PEP - that's half price!

: How can vou not only get all the newest

Games Workshop boxed sets, models and books
when they come out, but also cosure vou get them
hefore anyone else?

UK
LsA |
AUS 590
lﬁ; NEW SU‘BSCHIFTIDNS DEAL Germany  DM90
Games Workshop's professional fanzine ~ France  FF320

featuring gaming ldeas for gamers by gamers, Spain
Witha by 1t rhu Atadel Jouinal — Eurape

_you gan tl.‘t or e Annal free?  ROW

Games Workshop's action comic featuring
stories aboud alf your favourite Warhammer armles

nEner Ml l:.t1]1]1 [ J.ull :h..lll'-n]1

fons will
ile throuwgh
other Mail Orders)

IAIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-40001

3



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

This month’s issue of Troll, Mail Order’s own
magazine, is full to the brim with deals and
crazy ideas, including...

* Chaos vs Blood Angels in Arena of Death

« New Blood Angels Baal class FPredator components
* New Dark Eldar components

= Great terrain deals

WARHAMMER 40.000 AND HERE’'S THE REST:

WARKAMMER 46,000 BOXED GAME : - fEna ViR FOATRESS WALL SECTION pe0

:;STT::::;G;:; ';‘;L;E?_‘;m (B SLI “-'*'"".“‘:‘E:'......‘i_ﬁ_-gn WARHAMMER FORTRESS TOWZA SECTION £12.00
H L SIEGE ATTAUKERS BOKED SE1 £10: 00

ezt b Lol ta " SIEGF DFFFYTFRS ROXED 85T £10.20
ODEX OARK CLDAR .00
MEW! DATK ELDAM NAIDEA BOKED SET £12.00 REGIMENTS OF RENOWMN
NEW] DARE ELDAR JE [BIXE SOUAD BOKEL SEI £18.00 DOGS 07 WAR 300K £15.0%
THEW! JARK ELDAR BEAS MASTER £3.00 NEW! PFINAZZCS _OBT LEGIDY BOXED SET 20,00

THEWI LaH4 ELOWH WARS BEAST R NEW! VESPERLYS VEMDET [a DUE_LIZ1S BOXED SET £5.00
NEW! DATK ELDAR ORD [ TREW! VOLAND'S VENAIDRE BOKED SET FR0LE
HEW! DARK EIl TAR NGLIR, 1Ol NEW! LOREMED LUPG g0
HEW! DARK ELZAR INGUDIWITH ASSAILT WEAPON £3 00 HGOO'S BEFJALIGAN GLIARD ROXFD 8ET £20m
MEW! DARK ELOAF URIEM RAKATTH CE o0 Al MUKTARS DESFRT DOGE NOKED BET T L2000
DARK CLOAR BATTLE FONCE BONED SET T Edc.a0 BORGIC THE BESIEGER TA.C0
DARK ELDAR SYSARITE £4.00 BOLGERAG'S OGRCS GOKCD SET £Z3.00

T DARK ELGAR HAEMOMTULLS £3.00 LECPOLE'S LEORAAD COVRARY BOKED SET CEOLOG
DARK ELOAR WYCHES £200 MYDAS THE WEAN BONED SET £13.00
DnE4 ELDAR WARRIORS ROXED SFT e T BMAGANIAE BESIEGERS BOXED SE1 E10.03
WA ELNAR WITH SPLNTEA GANNON £a.00 BIHDMEM OF GAIRAZZA HOKED 527 £20.00)
NEW! BlLODD. AMGELS DEATH GOMBANY BONCD BZTCINGD LONG DRONG SLAYESS PIRATES ROKED SFT £15.00

ALCATAMI FELLOWSHIP BOKED SFT
ARONT DS GALLOPER GuXN BOXED SET
AZARMIL ZEAGON LORD GOXCD SET

HEW!] BLOOD ANGELE GAAL CLASE FAZDATON £20.00

HEW! GLOOD ANGELE DEATH CCMPANY CHAFLAIN  £4.00

D AMCELE SPACE WARINE £2.00

MEW! EL AMUELE DOMMANDEAR DaM E e7an LUGREZZIA GLLLADONNA o
MEW? BLOOD AMGZLE APLTHESARY GORBULO L MERCEMARY GEMERAL
MEW: BLOOD ANSELS CAPTA N THCHO £6.00 TATKSY EM TIRAGLIAND

BEUHO I:!I':.‘-.FibIH.Jul‘i.& BEARMEN SOEED SET

MNEW! BLOOD ANGELE CHIEF LIBARIAN MEPHISTON £7.00

BPATE MARINE NEVASTATORSE DOXED 857 C16.08 BLACK LIBRARY
SPNGE MARINE LAND SPCCOCR GOXED SCT E15.00 EAMES WORKSHEE CALENDAR fE 06l
" EPACE MARINE COMBAT SOUAD BOXED SET £5.00 NEW? WARLAMMER MONTSLY Carmia 376 e g
E7ALE NARINE VETENAR SERGEANT WITH FUWER AXE €400 NFESING, Taina of Eaniasy ard Adwalirs 49 cern
SRACE MASINE b';-’ul-_l! ) ” £1.75 HEW! JCUFRNAL #2496 pages of lerdoo hul:hg,-' £4.00
WAREAMMER 40,000 TEMP_ATES B 00 FIREPOINES. CPIC 20,000 aormpiaan oo
WARFAMMER 40,000 SOTHG SLINE FR.00 per hag)
WARHARMVER 40,000 TASES ERO0 tper ba) CITADEL MINIATURES ’
EPACE MARINE BATTLE FORGE GONED SET £A0.00 HEWET296 ARNEIAL E70
- =
EPACE MARINE TACTICAL SOUAD BOKED SET Cio.0n __MEWEMEGA, PN SE £100.00
ST m T nTE ST : MEW! HIGH ELF BANNESS 35 1
WARHAMMER SIEGE MEW! DAA4 ELF SaNMEARS EAE)
HEW! WAHHAY WER FIATRESS SIEGE TOWER 20000 HEW! UNDEAD GAAVEYARD £d.50
WARHAMMER FORTACSS GATCWY SCCTION £15.00 HEW? BRETONAIAN CANE T

ids Preches Cmpon of ths Dirnat, Lavas

REGISTERED TRADEMARKS ‘he ‘niiy wre al
Lot of Thadze,

ﬁba:pmlu.d,m a1 Craret Woiiemop 112 Asuagmeton

Bow', Cvedy S, l'tmlbflmfiﬂﬂ
Jl.rl IM Coartra 'ﬂzgugqam_ Ly '-'Ill.ll.
Fizmr apack Fps, I& agmen” Workahip

e el Emj

CORRESPOHDERCE Mo WaTome Sommenis 320ur While
Dvarl Gamas Vecrkerog ganes drd sk mnibne 88
Tellans arcazt amﬁm and Mal Crdsr atadd he
aodrezsed b The Wols Jwart, Gareo .'u‘h'maq I..lun -
Pesd _erkzs, MzHogheri MY ews’ -!Pq.ﬂmm PmAFbll Prostelzr. 5

t Faraswns, dobe i wm&mnm ‘}\a'l.d

Flaspe =gz rr svsbezg cdeprly il e pass ol P e
VO 2 W=7 10 1 At K e wanda e’ you susteoisy
2 ealasmesod SDTPOS CURIANE e TRAs ma T shookd
s FIT) e reeral 87 o s sl mar Wa
ROl ey B WG E marndt 3 F 10 ke ik 0 2ol D
el seprse bepalent!

oar'cn s Serties Wirkelws o e Mfﬁ.ummm
bt i i R QA WO o
SURBMEEE ORS B nalked simoke ko us S pusieris 5
only aceepnd o the assrpln Bal be gt AR, by
e wsy ac o e dnvimden B iy sodgrmd by N

Boor 4 benshi cemar e wrh Bl e MR 12

Arks o el 4 "ismiﬁ. S Lyma ke it win® o ibsap
coppil i Pk g, Sheass oz it seed o5 eour sbrvkaslet
Wit I WE SannG! et Ay st

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

Gm#uﬁmbrﬂ W0 ghe reeei tha ng ol o ecd anzier)

Werkshog, e @R b, ‘The G Fome
st Space ool Szeca Thik, %th&n
Padennars ol Moo Wixoures Lol Jscd weh poirksion, -

TRADEMARKS [-0 bojirwrg sm £] Fsimaris o Games
Wl L A S, i Atk S

Wecha=itl Bessid Hyboss: Ama Chase, Atasd rsms,
AiTodn Aot Wemer vy Aacsl Tlannd Weeer Bz
Liztary, R é-'g-cp, Bl Blooisiogn Cadan,

Calgchos Golertee, - Changons o Craos, Cogow, ot
Worzmh, Cugsle, .)I.um'\eue Dtk b, Daos Mappn
I'xﬁh"m

Horcmn, Hames Saver, |mmcainy, mads, bl boma!
Hegrar 0 Geroatn dhariek e Gow By oo, £oigob of

S.Trht"l.ﬂ.'

Toretst Wsthsvay g el Wtidadie Wareubset 5 R gehtene: 320l Encting, Sgace Wogs Spanne: Euil 2900 Elarg

G ol Bt Srivel, Sareinr, Seeen, Satnesr, Se,

(Sosen, Susabe, Swoop g Laws. Syzamae Taam. Teans
ol e Terrio Tl Glewsy, Tmenh Fvéieac i
Woihadlz, Yelti Ihee Ainzes, Wyper, Wemorme Cuew,
Warkdooe: Ve Dwerl - the dhie Draant Gore: “Wondasba,
Vst rf, Wpas Youd grad Tesrrivinen Toe Shoiel pien] o 5
L roghrres demgn Sn 30078 Smrer Do o ok
megeiared desgan Mo 2T 5
CORYTRMHTS AMD TRADENARKS

'uuzmwmunmnm-‘uﬂmwmm

Winsinop Lid 1EE

A1 st il Vs Weakali S'TIJ-NS LLE R
zanaled Irgrin hae begn fiaduces The” 15005 o7 6
“woek: b hes " he nederrg copmghtn e sprenss snd e
QmayAl i Srob B B caopety ol Samas Wonkshop L 3
oGl Gaees Vesrshoy Ui 202, A cphex rnaeoms.




WHAT’S THIS THEN?

This is your Mait Order form. Mow that you've seen all the models and new releases in this 1ssue, we know
that you can't wait to get your hands cn them. Alf you have to do is fill out thia form, stick i in an envelope
with your payment and post it to the address shown at the beginning of the Mail Order section.

CODE DESCRIPTION | PLUBLICATION/PAGE

021002201 High EIf Spearmm ANNUAL
010110401, Space Marine Imperial Fi ! ite Dwarf 223

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

| would like to subscribe to White Dwarf for 1 year [/ 2 years [ POSTAGE & PACKING

Ring Mail Order to find out what subscription deals GRAND TOTAL
are available now on 0115 91 40000. (TOTAL + P&F)

POSTAGE & PACKING

s T UK & BFPO: 2+ Claga 20 Dwersecas including
(] Please start my Chadel Journal subscription with issue number: ... [ 5300.27 day defvery 11 Chse Bire)s Acn 405 o you croe
wike PA00 243wy ey walae Fwod pay by ook pand,
Epacid Dollvery (LPK anlyl zad paslags At dcking wil ba
ET.00 Dirder Ao s o TSN ceamed ol casl il inss than s

b R ! wekore o i 1y meedin  imicp d v
0 Please start my Warhammer Monthly subscription with issue number: ... e Tt B i

MANIES o R e A R s

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

Card No: DDDD :DDD UDJD BDDD DDD] Card Expiry Date: _.............

Switch Valid From: ............... Switch Issue No:_............ Cardholder Mame: . ..o

Cardholder e——
SIGNATUIE: .o eseeee e s eren e VisA J

Games Workshop Mail Order, Willow Road, Lenton, Nottingham NG7 ZWS




'NO SERIOUS COLLECTOR

Are you converting, painting
or collecting an army of Citadel
$990 miniatures? Then you won't
want to miss this book!

This Citadel Miniatures Annual is the vltimate guide for
gamers and modellers. Inside you'll find photographs of
the thousands of metal and plastic Citadel models
available for the 1999 range of Games Workshop games.
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