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THE BLACK GOBBO COVER
A brill portrait of yours truly by Wayne England.

GAMES WORKSHOP NEWS

Mewshound Graham Dawvey searches out all the latest

Games Workshop news,

NOTTINGHAM HO

Look out for the Warhammer 40,000 Tournament as well as
the Warhammer Empire weekend. The Goblins will win!

MAILBOX
Get writin' dose letters ta da Black Gobbo!

GAMESDAY 98 HIGHLIGHTS

This month we take a look at the whole Games Day event,
including an up-close wiew of the amazing Emperor's
Palace display. Mot enuff Gabbos on it though...

GAMES WORKSHOP STORES 6l

There's an Imperial Guard army for you to look at this

month. & Goblin army would 'ave hin better, though!
COLDEN DEMON US A WINNERS 70

Those American gobbos can really paint you know! Take a
look at the 1998 painting and modelling finalists.

MAIL ORDER

. i ¥ant a new Warhammer 40,000 army? Well, we've got the
1;." f B i L \ .‘. ‘&' ? n deal for youl As well azs loadsa 40K deals, the Troliz are
i s . .h ! 19 __"--_L | _ ‘ _ L | {”'.‘_ being overrun with Goblins. Serves "em right!

In the Grim Darkness of the Far
Future there aren’t enuff Gobbos!
RAINING DEATH!

If you love the new plastic Space Marine models then youw’ll
go mad for the Assauit Marlnes. And look out for all da new
Goblins tool

BLACK SCOURGE 28

Mow this is more my style! The Wyches and Scourges ook
great and the ‘ooge Talos is dead 'urty.

48 HOURS 34

Nick Davis rants on a hit about his new Dark Eldar army.
Can't see what all the fuss Is about = dey ain't grean!

ARENA OF BLOOD 46

Once you've got your Wyches why not try them out in the
arena? | likes a good punch up (partleularly when it's
somecne else gettin® hit) and this great free game-is the just
business.

THE BLACK RAGE X
This menth there's a great Death Company special
character released, as well as more of the awesome Death
Company Space Marines.

CHAPTER APPROVED 77

As well as the new Death Company miniatures there is a
Death Company army list featured In Chapter Approved, as
well as rules for the up and coming Warhammer 40,000
Tournament. Dere’s roolz for da Ork Warbike too! Walker drew this remarkable Black  Templars Space

Marine iflustration for Warbammer 40000 apd dida't

get a credit in the boak, Still at feast it gives us an

Doll It's time to own up o a wee faux pas Kev

ace excuse to show it agan hurrah!



More Gobbos than you can shake & Squig at. Here's how ta
become a great Goblin Warlord, like me!

Goblin Stikkas are better!

Wisserland Crosshotnmnan Aftclorf Crossbotmin

Some of my best friends are fanatics and | won’t hear a bad

: the best ways to use "em!
: Mow your warbands can get more and more skills, making

; them even deadlier In combat. I'm off to Mordheim for my
Thc GfﬁﬂtCSt Gamc Of holidays, to find some Wyrdstone! .

I'm not saying who wins this battle report between the
mighty Goblins and the snivelling Empire gitz. Hza serprizel

Goblins 1n 1t! e

Fantasy Battles with RO




u—-ﬁ.

OB

oy 3

ntk-l-nﬂ

'!'th'I"'E-

an’ 2low an’ hae g zilly
20 I am takin’ chahge. D
White Duahf gin’t got q
chance againt me co2 I i2
dq beat, gn’ 10 phove it I
Nicked hi2 helmet while he

Right den, you "orrible
'oomie2, I 2 dg Black Goblin.
I ia, neqn an’ neety an’ really,
20 wotrchit! Dat

fellg iz +o00 ol
beqtd,

WAz QEIGE.P.

Paul Sawyer

Big MNob

Job: Filling his
qob.

Alias: Fat Bloke

What are you
painting/
modelling at the
mament? A
White Scars
Terminator
Librarian.

What else have
you been up to?
Watching Motts
County losa,

The Black
Gobbo says: A
Mok wiv anly five
hoyz to boss
about? Mot a very
b Nab, then.

THE BLACK GOBLIN BLOKES

Nick Davis

Black Org

Joh: Bossing
around the
Gobbos,

What are you
painting/
modalling at the
moment? Dark
Eldar Incubi
Master
canversion, plus
a few Raiders.
What alze have
you been up to?
A Talos, more
jetbikes. ..

The Black
Gobbo says: He
betta not try to
boss ME around!

Andrew Sharman

Forest Goblin

Job: Tasting all
the mushrooms.

What are you
painting’
modelling at the
moment?
Enlarging my
Eldar army for
rew 40K,

What else have
you heen up to?
Er... can't
remember.

Simon Shuker

Gobbo

Jab: Whatever
nobody else
wants 1o do.
What are you
painting’
madelling at the
moment? A huge
Tyranid Hive
Tyrant conversion
{it's got four
lags!).

What else have
you been up to?
Er... can’t
remember either.

beards, too!

The Black Gobbo says: | can’t teil
dese two guys apart! Are dey
bruvvers or sumfing? Dad silly

Graham Davey

i
Might Gobiin
Job: Unknown,
but definitely vary
important.
Allas: Wordy
Bloke

What are you
painting/
modelling at the
momant?
Finishing off my
Bloodthirster,
What elsa have
you been up to?
Martial artist ninja
fraining (Graham
i5 in fact Hong
Kang Phooay).
The Black
Gobbo says:
Menva trust da
quiet wuns.

Adrian Wood

Savage O
Job: Being big
and scary.

Alias: Grand
Warlord

What are you
painting
madeiling at the
moment? Loads
of the differant
card terrain
models,

What alsa hava
you been up to?
Drumming.
Loudly.

The Black
Gobbo says:
Wottever you da,
don't make im
angry!




The Games Warkshop Stedio is looking for 2 new recruit,
This is a full-time job, based at our Head Office in Lenton,
Mottrngham, Qur smell but busy team of edifors works
alongside other Studie deparlmenis fo produce the best
pames and rulebooks in the world. The job involves ediling
and laying out rulebooks and supplements for all our
praducts, plus many other related jobs such as
proafraading boxes, promotional material, Mail Order flyers
- in fact, almost everything we produce except White
Ewarf and the Black Library,

Applicants must be aducated to A-level standard,
preferably ta degree level, and it goas without saying that
a very high standard of English is essential. Ifyou're lucky
encurgh to be one of the people we call up far an interview,
wou'll have to take a short, written test - so be warned!

Applicants must be familiar with computers and deskiop
publisting. The Studic is a Mac-based enviraniment, and
ali tha layout work is done in Quark Xpress. Preference
- will be given to applicants with qualificabons andior
- axperiencea inthe field,

EDITOR WANTED

Apart from a naturally pedantic nature {the blessing, or
pozsibly curse, of all good editors), the Studio only
employs people who are actively involved in the Gameas
Warkshop hobby, a5 a thorough knowledge of our groduct
ling and fantasy worlds is essential for the job.

O the personal side, we are looking to employ someons
who iz bright, cheerful, hardworking and selt-motivated.
You don't have to be obsessed with chocolata; but all the
rast of the editors are, so t's probably worth a mention.

If this sounds like tha sart of job you'd enjoy, and reckon
you've got the right attitude and skills, why not get in
touch? :

Send your details to:

Human Rescurces Dapartment,
Fames Workshop Ltd, Willow Foad,
Lanton, Nottingham, NGT 2WS.

GOBBOS
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BLACK GOBLIN

Out this month are a whole horde of Goblins. First is the Night
Goblin Warhammer Regiment — a complete regiment of multi-
part, plastic Gobbos, with metal parts for the leader, standard
bearer and musician, and including the new regimental bases
making it much easier to move your troops around the table.
Mext is a fantastic Goblin Doom Diver boxed set, and last but no

Golden Demon winner and
former 'Eavy-Metal painter
Jacob Neilsen modelied and
painted this ;
conversion of the
Black Gablin,

less nasty are the new Night Goblin Fanatic models.

Might Gaoblin
Fanatic

using the body
of the Goblin
chariot standard
bearer. r

Wiv de2e boyz

an ._,r.r 2z
yoO ghe bound 10 wi

inf

on the

Plastic Might Gobling

new regimental
base




battlefields!

CARD TERRAIN

L More card building sets out this menth —
. the Dwarfl Brewery, Orc Settlemeant and
High EIf Enclave. ldeal terrain for your

Look out in this issue for
a report on Games Day
'88. There are also the
stunning winning
entries from the Golden
Demon competition at
U.8.A. Games Day. The
winning models of cur
own Golden Demcn
competition are still in
the process of being
photographed (you may
read this White Dwarf in
the Mew Year, but we are
putting it together in
early October!).

The MIA was packed out with
arnazing displays and exciting
participation games.

Be warned. If you've heard
rumblings beneath your feet,
and the ground has caved in to
reveal a labyrinth of dank
tunnels, it can mean only cne
thing — the Skaven are coming.

Though many inhabitants of the
more civilised areas of the Qild
World refuse to oven believe thoy
gxigt, the Skaven are a wvery real
threat.  The  disease-carrying,
verminaus hordes will soon be
pauring farth from their underground
lairs in numbers never seen before.
Look put next maonth for now Skaven
releases, including the plastic
Skaven Clanrats. These multi-part
madels form  amather  brilliant
Warhammer Regiment (shown here
being painted by 'Eavy Metal
painter Richard Baker).

Dem Skaen dbe Noety
chirrelz, an’ dey Taete
*ortid, Too.




The Emperor's Tarot foretells of
a great disturbance in the Warp,
a menace that threatens the
very foundations of the
Imperium, and yet stems from
among its finest creations.
Theose who claim to know about
such things speak in whispered
tones of an ancient heresy, but
the few who know the whole
truth keep silent and pray to the
Emperor for deliverance.

The Chaos Space Marines of the
Traitor Legions are a fearful
reminder of the blackest days of the
Imperium.  That the Adeplus
Astartes, the wvery pinnacle of the
Emperor's achievements, should be
50 easily corrupted to the vile ways
of dark gods, showed how fragile

TRAITOR LEGIONS

the Impearium was and very naarly
succeaded in destroying it.

Mow again they emerge from the
Eye of Terror in their ancient battle
barges and warships, full of hatred
for their former battle-brothers,
eager to lay waste to the civilisation
they once called home.

Codex Chaos is out next manth,
with new rules, new troop types
and of
COUrSe new
models,
including
the Greater
Daemon of
Slaanash,
the

Keeper af
Secrets,

Also in the pipeline for release in the near future are multi-part, plastic Khorne

Berzarkars, shown hare in three-up scale - the actual models are still being made.,

GOING

Two of the infamous Thane
Berserkers work themselves
into a frenzy when they realise
that their elite mercenary
regiment from the highlands
of Norsca has been omitted
from the Dogs of War book.

Andars  Lundberg and Magnus
Johansson, from Skellefted  in
Sweden, sent
us this photo of
them wearing
their live role-
playing gear.

as a parachute.

These alarming photos were spotted in the Australian edition of
White Dwarf 228, and provide conclusive evidence that Australians
are, as we have |long suspected, completely mad. Rebecca ‘Weir
[frormn Canberra, Australia) volunteered to see if White Dwarf would
attract or repel very large sharks. Apparently the sharks didn't
appreciate the new Dogs of War models (no taste, sharks) and
swam off, s0 Rebecca survived to featurs in the magazine. Future
issues will cover the Oz Studio staff attempting to use White Dwarf

REPELLENT

WHITE DWARF

SHARK




Ingane Ranting

from the

INQUISITOR HAND IS DEAD?

It spems like only last week thal we launched Kev Walker and
Jim Campbell's astonishing tale of daemonic possession
amongst the Sisters of Batfle, Daemonifuge. So it is almost
startling to find tha wvary last episode of Book One turning up in
the new Warhammer Monthly, In this concluding episoda you'll
not be surprised to hear that Ephrael Stern is gaing out with &
bang {to say the least!), in 2ame of the best artwork Kev has
produced for an already sensational comic strip.

ENTER INQUISITOR DEFAY

Howevar, do not daspair if you think that this means the end of
Inguisitorial goings-on in Warhammer Monthly. Starting in {he
VEry 5ame issug is a brand new comig strip, simply called
Inguisitor.  Written by Dan
Abnett and supartly
illustrated by Simon Coleby,
the story  follows  the
adventures  of Inquisitor
Defay and his faithful
protagéd, Gravier. Simon has
really pulled out all the stops
for this one, with some of his
best artwork yat, ang from
what wia've seen so tar, this
i5 going to ke a real
starmer!

INFERNO!
SUBSCRIPTION
DEAL

O course who could
forget  that another
Infarno! will be hitting the
shelves this month. As

well as a whole plethora of action-packed
short stories, awesome comic stips and great artwork, this
issue includes two free postoards for you 1o cut out and keep or
even sand to your males with some festive cheer. And finally,
greatl news for all you Inferna! fans. From now on you need
never worry about missing a single issue or having 1¢ mount an
assault on your local newsagenls — because now you can have
avery single issue of Inferno! delivered siraight to your door with
our superb new subscription deal. Mot onfy do yvou pay less for
your Infemal but you can alse get two free back issues, so if
you missad out on that grucial episods of Gaunt's Ghosts or
Obwvious Tactics, now is the time to catch up. See our

advert in this issue of White Dwarf far more detlails,

NEW RELEASES
THIS MONTH

Thrs mnnth“s Warhammer releases:
WARHAMMER TERRAIN

Crwarf Browery (casd lerrain pack) EE00
Ore Seillerment (card terra’'n pack) £5.00
High EIf Enclave {card tarsgin pack) £5.00
EMPIRE

 Empire Cressbowmmen [plastic Warharmer Regiment) £10.00

ORCS & GOBLINS

Might Gablins (plastic Warhammer Regimand) £10.00
Gablin Doom Diver (mea’ ooxed set) £12.00
Might Goblin Faratics {three models per blisier) £5.00

TATADLE *\u*\q D

AN DND

This manth's Warhammer 40,000 releases:

‘BEPACE MARINES
Tererinator Captain jone modeal per blister) EE.00
Space Marine Assautt Squad [plastic boxed scl) £a.0a
Blooa Angels Death Campany (fwo models per olistar) £d.0)
Bleod Angels Chaplain Lemartes (one model per blister)  £5.00
DARK ELDAR
Dark Elcar Jelbike {pastc opxed set) £5.00
Dark Eldar Scourges (metal boxad set) E15.00
Dark Eldar Tales {metal boxeo sof) £15.00

Dark Eudar Wamaors with shredders (fwo models per hlistar] £5,.00
Drark, Lldar Warriors witt: dark lances (two madels per bistor)  £5.00
Dark Elcar Warrics with hlasters (o modals per bisler) €500

Dars Eldzr Wyches (three maacls por blisler) £e00
Dark Eldar & ccubi (one model pe: bestar) £3.00
Wich with Wy weapcrs (one moded per bisten £3.00
Wych with asseult weapon {ona model por blisler) £3.00

This month from the Black Library:

Irfernal 10 EE 00
Warhammer Manikhy 11 £2.00

THAT'S fc:-r
nickin’ me helmet!
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ﬁ‘ Oi, now lizten ""P We've gOF 2um NOOC lodz
7\ N TOown and dey’2 gam' 0 2how dg Fe2t
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qbya green, dey’2 da Night Goblin, and
dey’2 made Of 2umfing called plaetin!
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GOBBOS!

The new Might Goblin
Warhammer Regiment
works the same as the
Chaos, Empire and Skeleton
Warhammer Regimenits,
with the sprue including
encuah different heads,
bodies, legs, weapons and
BcCessorias o make twenty
Might Goblins armed with
either spears or short bows.

Each Warhammer Regiment
comes complete with metal
components to make the
leader, standard bearer and
musician,

Seuipted by Aly Morrison and Brian Malson




Sculpted by Brian Melsan

Rk

IGHT GOBLI
- REGIMENT -

Deze noo Doom
Divelr2 make d 5504
prﬁr 2oundz wi

dey hit da enehmy!

Sculpted by
Brian Neison
and Norman
Swales




¢ THEYRE MEAN,
YHEY'RE GREEN AND
HEY'VE GOT BIG BALLS

by Dave Cain

ohe Gobbo2! Vethun Warharmer p Dave Cain tell u2 2um
i ded QOOd ftip2 ©Nn wing Night Gobbo Ffangtricz (Pave’2s o
B clevvg bloke) gn 2um Wele22 Onez chout kOmbarting dem He don’t
i kNow wot he'2 1glkin’ gbour ~ combat da 2pinnin’, wubly deff ov
da Fahatice? Don’t make me kbf!

Probably no other basic troop type in the Wachammer
world inspires guite as much dread as the humble Night
Goblin Fanatic. Many tales are recounted during post-
game debates of the carnage these troops have inflicted
on the hapless enemy. Their ability 1o completely
devastatc heavily armourcd knights is particularly
renowned, Quickly forgotten are the occasions when
the Fanatics have failed o inflict a single casualty, or
wiorse still, managed to deplete the ranks of their own
green-skinned comrades,

Despite heing rather unprediciable in their eflect, the
awesome potential for destruction of the Night Gohblin
Fanatics means that the tactics for using, and combarting,
these troops need o be refined.

The cause of their status among Night Goblins can,
curiously enough, be traced back to  their
digtary predilections. Tn the dank, dark

caves found in the Black Mounrtains
and the World's Edpe Mountains
the conditions are ripe for the
growth of many fungi. The
Night Gobling nurture many
ditferent  types of exotic
and oxic fungi, which they
consume  with  preat
crthusizsm.

One such fungi, the appropriately named Mad Cap
Mushroom, forms the basis of an intoxicating brew, and
the effects on a Night Goblin's metabolism of drinking
this concoction are guite stactling. The unforminate
Goblin’s mental state, never particularly good in the ficst
place, deweriorates such thar he becomes a gihbering,
psychotic maniac with little or no consciousness of his
orwn surroundings. Inoaddiion to this his strength and
pain threshold are enhanced significantly and these
combined fwctors make him exceedingly dangerous to
all around him. Armed as they are with a huge ball and
chain, Fanartics are certainly well named!

Such individuals need to be restrained by their green-
skinned companions  or  they would
undoubtedly cause havoe among their
own troops, so they are held tightly
within the mob until encmy troops are
close bv. When this happens, the
Fanatic is pushed out toward the foe, with
a good shove o set him off in the right
direction. Free at last from the confings of his
own mob, the deranged Goblin begins to spin
around and around, and, completely devoid
of any sense of direction, proceeds 1o smash
into: 4 pulp anvthing that gets in his way

For the purposes of the game, Fanatics
are not deploved on the banlefield but
are hidden in Night Goblin maobs, ready
to be released towards the enemy once

they get within mnge,
The Fanatics are released as soon as an
enemy model comes within 8" of their unit.
The pargel unit stops moving at the poing 8"
away and the Fanarics are shoved out of their unit

towards the foe. Each Fanatic moves a random 206"

towands the enemy that (riggered their emergence.

If a Fanatic touches a wunit as it moves, then the
unfurtunate victims automatically sustain Dé Strength 5




hirs from the spinning ball of death;, and no saving
throws are permitted from hits inflicied. Note that the
Fanatics cannot be released 1owards some distant
enemy, of in a direction the Ore & Goblin player wishes,
The Fanatics must be targeted ar the enemy model/undt
that triggered their emergence.

Once the first model transgresses this 8" radius, no other
enemy unitmodel may move to within this radios on the
same movement turn. Other models are put off
approaching the Night Goblin unic by the appearance of
these ball and chain maniacs. ‘This means that plavers
cannot deliberately move an expendable unir to within
B ol g Night Goblin mob o draw out the Fanatics and
then, in the same movement phase, move further units,
in complere safery to within this 8" radius. Obviously in
subsequent turns, once the Fanarics have been released,
the host Night Goblin unit is treated as normal and can
be approached by as many units in the same turn as a
plaver wishes,

What happens if the Night Goblin mob and the enemy
unit are never 8 apart? This can happen it either
regiment is moved by magic or if a lying maodel swoops
deran from flving high, In both these instances, the tao
units are never exactly 8" apart. In this case, the Fanatics
become confused by the sudden appearance of the foe
and set ofi wo quickly, rapidly becoming disorientated
and losing their sense of direction, The Fanatics still
move 206" but do so in a direction indicated by the
scatter dice. If this random move takes them into an
enemy unit then they will cause damage as normal and
will also damage any friendly unit they smash into. The
only exceplion 1o this is if the random move rakes a
Fanatic back through its own unit, In this case the
Fanatic passes through its own unit withoul causing
damage - it's assumed that the Fanatic actually launched
himsclf out of the other side of the unit and headed off
in completely the wrong direction from the start! Note
that if the Fanatic smashes in to its parent mob larter,
then it will damage the
unlucky gobbos  as
normal.

Flyers moving  using
their 247 “flying' move
can still be stopped 87
away and so the fanatics
can be released wwards
their winged foe  as
normal,

In some instances, the
random 2D0" move of
the Fanatic may indicare
that it will come 1o rest
slap bang in the middle
of a unit {friend or foe).
However, it 15
nonsensical 1o assume
regiments of roops will
just sit by and allow the
whirling ball of death
decinate their ranks. As
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indicated direction, taking the abligatory D6 Strength 5
hits as it goes, This will mean the fanatic moves more
than its allotted 206" dice roll, but this free movement
is only allowed to let the Fanatic pass through a unit it
would otherwise cnd up in the middle of.

The final posiion of the Fanatic can thecefore never be
in the middle of a unit, and it is placed just outside the
targel regiment's formation. Of course, there is nothing
to Atop the Fanatic whirling back through this regiment
in its mext tuen should the scatter dice come up with the
approprigte direction.

A common question concerning Fanatics is how they
effect units of skirmishers. This query arises from the
description of a Fanatic's effects — “If he (the Fanatic)
hits one member of & unit he bounds about inside the
regiment, bouncing from foe o foe, until he spins out
the wother side, leaving the enemy compleiely
devastated.” The point here is that troops in skicmish
formation do not have a dgid formation and have a
dispersed role on the batleficld.

However, the distance the skirmishers are apart and the
radius of a Fanatic's ball and chain mean that such
troops are only slightly less vulnerable 1o the mayhem
that can ensue. As such, skirmishing units still take Do
53 hits even thought the Fanatic may only contact one of
them, In this way, it is similar to a TTero wading inta a
skirmish unit in a close combat situation, where he can
potentially slay a number of enemies despite only being
in contact with one of them.

The way in which Fanatics are used brings up an
interesting point with regand 10 viglory points, The
points cost of the Fanatics arc added to the points cost
of their host Night Goblin mob to work out a combined
victory points total that the unit is worth, As such, the
Might Goblin mob must be destroved or flesing and all
the Fanarics killed at the end of the game for any victory
points to be awarded.

a consequence,  the
regiment  allows  the
Fanatic to pass straight
through its ranks in the

Fantics emerge from a regirment of Night Gobling as soon as the enemy comes within
&, Howwever, the Scouls arve within a forest and the Fanatics will be destroved as soon
s ey Bt the trees, feaving the Wood Elves unboarned.

A ildl}w{




For example, a unit of 36 Night Goblins with short bows,
including a musician, standard bearer and Boss costs
126.5% points, T it includes 3 Fanatics this will cost a
further 90 points. This gives a total of 2165 points. If
every single model is destroved or Secing at he end of
the game then the opposing plaver scores 2 victory
points. However should just a single figure remain
(whether it be an ordinary Night Gablin or a single
Fanatuc) then no victory points are awarded.

There is limited scope for combating the use of Fanatics.
Missile troops are usually ineffective since Night Goblin
mobs are often large enough to be unconcerned by
numerous casualties, unless fced with the mos
concentrated Grepower,
The best option for dealing with Fanatics is to deaw
them out as early as possible in the pame, when
hopefully they will inhibit the Ore & Goblio troops more
than vour own, Leaving it Jonger mieans that the mob
will be that bit closer to your own lines when the
Fanarics emerge, or worse still, the Ore & Goblin player
will have more opportunity to cast Hamd of Gork and
transport them right across the table. An army with
access 1o scouts with special Advanced Deployment
rules, such as Wood Elf Scouts| or Skaven Guiler
Rurners, are ideal for this role. Try to anticipate where
the Night Goblin mob will deploy and use the nearest
comvenient terrain  feature (o hide your scouls.
Alternatively, swift cavalry or flyers can use their
©extended movement allowance to quickly cover the
ground berdeen the teio drmies and deaw out
the Fanatics. (f course, whatever troops
are chosen for this role are likely to
be elimingted, so make sure
their points cost is kept
o 4 minimum, In
your | battle
plan prior
the game, make
sure the sacrificial
unit is not required for any
other tactical purpaose, and if

Delre oin’t maffink
oz Uty cg g Fanatic,
WY r::;{aqli 'n" chain.

you do want to use their ahilities to achieve another goal
rsuch as sniping at enemy artillery for example) then
you need o include two such units.

Using ethereal creatures such as Ghosts or Wraiths to
draw out the Fanatics is an excellent ploy if you can
achieve it. Since they can only be killed by magic
wedpons or spells, the destructive potential of the
Fanatic's ball and chain is rendered useless. The
difficulty is petting these slow moving Undead creamires
Close enough, guickly enough, A Steam Tank does the
job brillianty for Empire forces, since 15 high Toughness
of 10 meuns that Fanatics cannot, in fact, damage it arall.
OF course, to get it near enough 1o the greenskins lines
as swiftly as possible means vou need to expend a large
number of steam points and this makes the boiler very
likely to explode.

A character equipped with the magical item Cloak of
Mist Awed Sbeclonis is a sure fire boet and as such, should
not be encouraged. 10s fool prool. Teis not a bownd spell
and so cannot be dispelled. It pives the wearer a
movermnent of 24" and allows him to approach the Ore &
Goblin battleline on the fiest turn. In additlon wa this, its
abilitics mean that the wearer cannot be harmed unless
hit with a magic weapon or spell, making him inmuone
to damage causcd by the emerging Fanatics. Using this
methed to lure out Fanatics really takes no skill and vou
can he sure your Ore & Goblin opponent will ddicule
you for using such cheap and nasty tacrics!

For an Orc & Goblin player, uotilising Fanatics is
snmmetimes jusl as problematical. First and foremost you
should always include the maximum number of Fanatics
allowed, With their inherent random move, it is always a
gamble whether or not they will reach an enemy unit. It
is best to stack the odds in your favour by including che
three allowed Fanatics — wnless vou are extremely
anlucky, at least one should hit home.

If you place vour Night Goblin mob at the front of your
lines then the Fanatics are readily enticed out by scouts,
fast cavalry or flvers. Pulling the Night Goblin mob o
the rear of vour lines makes it harder for the Fanatics to

Weaiths are fmmune to nom-magical attacks, so car fore ol Fanatics
withour risk of barm - if you can get them duto position fast enough!
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A Night Goblin regiment with Fanatics makes an excellen! guard for the army’s war machines, probably doing

considerable damage, without the risk of being close i the bulk of your troops!

be deawn our, But if they are, then the damage to your
own troops can be much more severe.

When using Fanatics hidden among Night Goblin mobs
I try to deploy them close to my artillery and away from
my other advancing green-skinned hordes. The reason
for this is two-fold. Firstly, the threar of the Fanatics is 4
good deterrent to my opponent who might otherwise be
wempted to drop a large monster on my DoomDivers
and Rock Lobbers. With their D6 Strength 5 his, chese
maniacs with their spinning balls of death can severely
maul even powerful monsters such as  Griffons,
Manticores and Dragons. Secondly, if worst comes (o
worst and a skilful opponent does draw out the Fanatics
om the lirst turn, then hopelully the resulting position of
the Fanatics will be far cnough away from the main
thrust of my advance not to get in the way,

Another option is not to use Fanatics at all! The threar of
Fanatics can ofien be a more powerful weapon than the
Fanatics themselves, because although their potential
for destruction is great, the actual effect can sometimes
be disappointing. Most opponents will assume
that any block of Night Goblins will contain
Fanarcs and try to draw them out using
skirmishers or the like. This may well
leave the sacrificial unit in range of your
mob and although not particularly good
fighters, the +4 combat resoliation
associated with a large mob of Night
Goblins (i.e. 3 ranks and a banner) should

see off a small unit off skirmishers in an
otherwise cven fight.

Using a Night Goblin mob withowt Fanartics w
screen the fank of your main core unit is also a

goad ploy. Screening the flank of your core unic in this
way protects it from being charged in the side and losing
its rank bonus, With the threat of Fanatics being present
in the Night Goblin mob, it may put off vour opponent
from charging your core unit with knights or other
precious roops. While he delays, your core unit can
artack where it wants and hopefully cause the maximum
damage 1o his army.

OF course you could try a double Bluff and acmoally
include Fanarics in the Night Goblin inob. This is risky
because if vou opponent manages to manocuyvre some
troops 1o within 8" of the Night Goblin mob but on the
other side of the core unit then it spells disaster, The
Fanatics will be forced to come out towards this ensmy
undt and will pass through your core unit on the way,
cach inflicting DG 35 hits - ouch!

These are just soime ideas of how best to deal with or use
Fanatics, but I'm sure you will be able to come up with
several of your own equally valid tactics. But then, that's
the beauty of Warhammer — what works for one player
wan't necessary work for another. It's up to you o
gauge whal tactics will yield the most success.
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THEMING A GOBLIN ARMY

O army is going to be slightly different to most other One &
Coblin armies, as it is going to be made up of just Goblins, This
is what we call a themed army. Collecting a themaed army is just
like putting together any other armey. You s1ill need 10 plan it ot
inte small manageable steps of about 1,000 points al a lime, as
this docs not ke lomg to collect or paint. And when vou have
finished it will be a good sized force ready [or battle,

A themed army automatically bas a unique character of ils own.
The first thing is that your troop choiee is limited. For example
¢ aHigh EIf Sea Guard armoy might be lirmited 1o Sea Guard, with
d the only cavalry being Reaver Knights, o act as the army's
scouts. An Empire cavalry army would only be able 1o use
knights and other mounted (roops, This makes a themed army
fun to collect and inleresting (o play, as vour 1actical choices
become both limdted and challenging, Themed armies add a
whole new aspect Lo your gaming,

A owith every army, the first 1000 points shoold include a
couple of core regiments which will form a solid centre for vour
army and a base 10 ecxpand Itom, With 1he availability of the new
Night Goblin Warhammer Regimem boxed set, these core
regiments can be buill up easily and cost-elTectively.

The next and most important thing your army needs is a general
to lead il This is especially important for Goblin armies. He's
the only model that musr be included in the army. You'll need o
buy a suilable character moslel 1o represent your general, When
you expand your army 0 2060 or even 3 KN points vou can
keep him as your general or use him as a hera and replace him
with another character model as general.

Eemember when you are assembling your models, it is a good
idea to make sure that all your miniamres are carrying the right
weapons and equipment, as This helps to aveid confusion daring
cames,

WHAT'S NEXT?
Once you have chosen your core units and gencral, you are
ready to begin looking at other clements that would make up a
Giohlin army. Luckily, even though we have limited ourselves 1o
Just Cialkling, we still have an cnormouws choice of troop types.
Rasic (Gobling already have loads of options epen fo them: you

Lizzen up!

T Togevvg q ghegt Gobbo
o you wele unzure whehe ﬂmw. 0

Evamdiai

COLLECTING
GOBLIN ARMY

By Nick Davis

Now dg phketic Night Goblin
Regiment iz ‘'ere, You c.qn#eaai!,
. ANd iNn

Nick Daviz 'til he qgheed 10 tell yoo

‘ow 0 collect your own maghifiunt
of Gobbo2. ¢ ™

can arm them with spears, halbends, short bows or even douhle
handed weapons! Cavalry is also available, as the homble little
Goblin can also ride a woll, or il he is a Forest Goblin, a spider.
As for Night Goblins, they have loads of lethal troops available,
like the infamous Fanatics, or the Squig Hunters who herd the
ferocious Cave Squigs into battle. There are even Squig Hunters
who are crazed enough ride these beasts into battle!

Gohling also have their own unique and rather fun to osc
arlillery in the form of the Doom Diver catapule. This device
catapults a bat-winged Goblin high into the air. Then, as they
plummel earthwards, these loony Gobling attempt  steer
themselves inlo enemy units, inflicting borrendous damage.
With all this choice, a Gablin aomy hecomes largely a matter of
personal Tighting style and a lot of fun to use.

THE ARMY ROSTER
When vou plan vour ammy you should use the Warhammer
Armies Orcs & Goblins book as a guide, From the book vou can
start plotting what Gobling to collect, S0 grab a roster sheet and
start working out your 1,000 point army now! The roster sheat
opposite shows Waaagh! Skaskul's Goblin army. We've worked




this out as an example of the sort of

therned force vou could start with,

Our Goblin army iy going o be mainly
made up of Night Goblins. S0 our
Warlord (army peneral) shoold also be a
Night Gablin, Nesw by himsell he is not
very tongh, even with the magical
armour we - have given him. We wiil
protect. him with a regiment of Night
Ciohlins armed spears, which | will
name Da Stabbas. To give this unit a
little more power | will give it thres
Fanatics, and o give these Fanatics a
little extra punch our Warloed is
carrying Mad Cap Mushrooms (feed
theim o yvour Fanatics and they cause an
extra [} hits against the first unit they
contact!).
Next come our core regiments, We
already have one — the Might Goblins
with spears. So the other will be missile
support, & unit of Night Gobling with
shorr bows will be perfect, named [2a
Stikkas, To support these units and to
move quickly around the enemy’s
flanks we will have a mob of Wolf
Riders. Both of these regiments will
have a Big Boss (hero) to lead them.
For a little bit of diversity T have chosen
a unmil of Squig Hoppers - thesc are
capable of destroving large unmits of
froops i 4 single turn of manic
bouncing (Hoppers are the best thing
in Warhammer — fur, unpredicrable.
potentially deadly and best of all, a
real pain for vour opponer:’ — Paul
Sawver]. To support the lwo core
regirments 1 have also chosen Squig
Hunters with their Cave Squigs, Their
main job will be (o guard the Qank of
the I2a Stabbas, and when Da Stabbas
charge, the Sguig Hunters will engage
that enemy uoit in its ank,

My nextchoice is a unit of Matiers and
Clubbers. | have seen these guys slop
High EIf Lords on Dragons in their
tracks. And lastly [ will choose the
Doom Diver catapult, as no Coblia
army would be complete with our one.

O 1o collecting the army itself. ..

i

WARHAMMER ROSTER SHEET (WAAAGH! SKASKULS GOBLIN ARMY
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WARHAMMER! -
The first 1,000 points of our army will form a core around which a larger force can be built. This is

a themed 1.000 point army that represents the different tribes of Goblins gathered under the
charismatic leadership of an Night Goblin Warlord.

DA WARLORD

Our ammy gencral 18 4 Night Goblin Warlord, who we have
namisd Skaskul. He represents one of the many Ore & Goblin
chicliains thal are scattered across the World'™s Tulee mountains,
w e Badlands and even the Massil Orcal in Bretonnia, He wears
the magical Armour of Fortme and carnies a shield o protect him
during battle. Although Might Goblin Warlords are good fighters,
they are vulnerahle o being picked off by hostile missile lire. To
protect him from archers and for exoea support in combatl he will
lead [¥a Stabbas into battle. With Da Stabbas to hack him up, we
will give our Warlord a magical weapon, the Skrieking Blade. This
2 will zive him a useful psychological edae in most combats, as
L opponents will have to take a Fear test to charge or when charged
b the unir.

The model we have chosen for our Night Goblin Warlord is the
plastic leader model out of the Night Goblin regiment box set. He

"~ DA BIG BOSSES

i WH.‘-{'&gh Skaskul has two Bip Bosses inoar These are the F
trusted lientenants of the Warlord. Big Bosses are very :
important tor a Goblin army as they bolster the fighting strength
of the regiments they lead. Also their improved Leadership will
help pass any psvchological tests the units have 1o make.

Ohur first Big Boss is Skab - he is a Might Gohlin Big Boss and
Skaskul’s right hand Gobbo. He leads 12a Stikkas into battle and
helps guard his Warlord's flank from attack.

The second Big Boss is Skarp - he leads Da Fangs into battle. His
johis leading his Wolf Riders in flanking attacks against enemy
regiments. To aid him in bartle Skarp carrics 8 Sward of Mighi,a

Night Gobitn Warlord Skaskul

Ciablin

magic weapon making it casicr for him to wound his opponents. - ; : e
Night Gobiin Big Boss Skab Big Boss Sharp
Da Fangs are Gablin Woll Riders. They act as the army’s Note: Although the ruwles state that every model in the
scouts, scouring the surrounding countryside for any sign of regiment has to be armed and armioured the same v his
the: enemy. Woll® Riders are the fastest and most mobile troops Sellows, some gamers like fo arm a jew models slightly
available to any Ore & Goblin army. The Giant Woll has 2 W54 differenily, to add a Hile variaion to their units, For example,
which is even better than the Goblin riders! So as long you make mayhe swapping the spear Jor a hand weapeorn. This is
sure you charge, your Woll riders will put up a preily good show perfecty acceptable ax long as about two-thirds of the unit are
HEAINSL MOST enemy umts. armed  correctly. During the
It battle this unit is lead by Skarp and will be deployed on the game [t i assumed fhat f
army’s flank, where their rapid movement can be vsed to pood evervhody Iy eguipped the .i;
effect. They will be able intercept the enemy’s fast Seame.

maving  cavalry or get behind the
enemy’s hattleline and
deal with his war
machines. The Wolf
Riders will form up in
two ranks of five, and
we will give the unit a
standard and musician
to aid them in combat.
We will alsn pive the
Wolt” Riders spears so
they get a 1 Strength
sonus when they
charpe.

Iir Fargs led by
Big Bosy Skorp
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DA STABBAS & STIKKAS

WARHAMMER

The Night Coblin Warkammer Repinent plasiic
Doived gl {5 ohe bent way o collecd the huge
FESIMENS Reeded for YOur @rmy of ¢ grear price,

he core of overy Goblin army is always

huge regiments of Goblins, Now
Golling are very cheap, which means you can
have lols! The trick with Goblin infantry is to
keep the regiments big, with at deast four ranks in
depth, always give the regiment a banner and if possible a
musician as well,
These next wo regiments will form the backbone of our army.
Using the Night Goblin Warhammer Regiment we built a
regiment of twenty Night Gobling with spears, which we will
call Ida Stabbas, The box also contains a complete command
group for the regiment - the musician and standard will help
give 1Da Stmbbas an extra cdpe. T will alse give Da Stabbas a
magical standard, the Bad Moor Banner, which will proteet it
trom hostile fire, Plus under the influence of this banner the
Gabling are able lo strike first even when charged, giving
them a considerable advantage in combat. We will use the
leader model included in the set to represent our Night Goblin
Warlord Skaskul (hecause it looks great!).

Finally, as 1a Stabbas are a regiment of Night Goblins, T could
not pass up the chance of having Fanatics in the unit, These
ball wiclding loomies are automatically reléased when your
opponent gets within 8", foreing him to charge through them
{causing considerable casualtics on his regiment) 1o gel a
yiour Night Goblins. Fanatics are a ot fun o use and can be
very destructive, so | will go lor the maximum allowed in a
regimenl which is three. Da Slabbas will be deployed in the
centre of {he army. The regiment will deploy five wide and
Foour ranks deep, so they will bave an cxcellent rank bonus and
e much barder to beat in combat.

Our second regiment will be used o support Da Stabbas.
Using a second Night Goblin Warhammer Regiment we built
a unic of Night Goblin Archers, which we will call
Da Srikkas. The unused spears went straight. into our bits box
for future use, This unit's role is to guard the flank of Da

Lar Stikchors dea by Big Bosy Shalb

=

D Nustay — Night Croblin Fararics

Stabbas as both units advance towards the enemy battleling.
Again we have given this unit the [ull command group of
musician and standard. The leader model will be used to represent
our Mighl Goblin Big Boss Skab.

We can add more Goblins to both these units iT we wish, using
additional boxes of MNight Goblins. There is no reason why we
cold ot split a box between these two regiments, Say
fifreen Might Goblins in D Stabbas and five in Da

Stikkas. :

Stikhoe ofe called Stikkoe b
c.02 dey fiPe ghferz which
atick in yeb. Staobae qhe
called Stobba2 c02 dey ‘dve
long etick? wiv 2tgbbi bit2
which dey 2Tde yel wiv.
Dead E.;IMPJE-




Da Newwas — Might Gobiin Netters & Clubbers

Ni_l-;hE Goblin Metters and Clubbers normally hunt Cave Squigs
in the subterrancan depths of the mountains. They work
together in order to immobilise and capture these dangerous
creatures, On the battleficld they wse their skills against the
coemy; entangling the foe in their nets while the clubbers swarm
all over them, bashing them senseless,

Metters excel at picking on single characters or even small elite
units of cavalry. This regiment will work best deploved near 1o Da
Stabbas, so they can support them in combat. It is important when
using the Netters wer pet the charge and to pick on amall wnits. IF
they take on anything that is too big. they will need the suppeart of

other unita.

DA HUNTAS

Nighl Gohlin Squig Hunters hont Cave Squigs using long
presdders o goad Squigs om their hiding places and 1o keep
these enraped beasts sl bay. Squig Hunters also herd these
lerocious creatures into battle, directing them owands the cnemy
where they can gnash, bite and chew through the enemy's ranks.

il

DA HOPPAS

We have a unit of two Squig Homters, each with the maximum of
three Cave Sguigs. This small but very powerlul wnit is quite
capable of taking on the toughest ronps and winning. Tha unil
will be deployed on [3a Stabhas™ other flank (the other one is
protected by Dda Stikkas) and when Da Stabbas charge ihe
Hunters will engage that same unit in its flanks. The combinge
attacks of Dxa Stabbas and Da Huntas will make short work of all
but the toughest of troops.

guiz Hoppers are perhaps the
mast crazed of the Sguig
Hunters. As their name suggests they
ride into battle on the back of a hopping
mad Bouncing Squig.

Squig Hoppers fight independently of each
other, although they work best if vou try to

Da Happas —
Night Golilin
Sl Hoppers

keep them in a loose group. With cheir random movement they
can bea little unpredictable. but their potential for near unlimited
(if you are very locky) Strength 5 hits more than makes up for
this. Try to get them in contset with your opponcnt’s biggest unit
and then just bounce all over it. Squig Hoppers can ¢ven take on
large meonsters and win - [ have witnessed two Squig Hoppers
kill & Griffon in a single tum of frenzied bouncing.




In batile I will deploy Da Loonies on a hill and i my opponent has any powerful characters
on big monsters, [ will bombard them with Doom Divers. If he hasn't,

EXPANDING YOUR ARMY

he Goblins created the Ploom Diver catapult to fire bat-winged Gobling into the air so they
could reconnoitre the surrounding area lor encmies. At some point the Goblins discovered
the damage a plummeting CGablin could do o an enemy unit and started o take this form of
warlare quite scriously.
This catapult is onc of deadliest war machines available to a Goblin commander. A Doom
Diver can make a very big mess when he hits an enemy unit (D6 Strengeh 10 impact hits!),
Plus if you over-cstimate the distance the bat-winged loony can attempt to correct his flight
prtth. This makes the catapult one of the most accurate in the Warhammer game.

I will pick on the largest unit he ficlds, whittling
it down in size belore they make contact with my
Gablins.

Da Loorites - Cabiin Do Diver Calapelt

he Gablin. army we have fommed from our fiest 1000

points will he very effective against an army of the same
size, and also gives us a nice solid core to build a larzer army
arvund. Before vou expand your army any further it is a good
idea 1o play a few games with i1, This will give you a firmer
iden of what you want next and you can then start to expand
it. The: next step is to build anather 300 peints of Goblins, This
will bring your force to a sizeable 1,500 points.

A good place to start is to add a couple more characlers to your
army. Our Goblin army lacks magical supparl so one or two
Might Goblin Shamans would be our next choice, T would also
give our army a Battle Standard Bearer, as Leadership lests are
the bare of every Goblin commander. So the ability 1o re-rell
Break tests is a must. Like every army the Gobling bave the
ability o mount their characters on monsters. Although yvour
opponent will seofl al your Goblin Big Boss o Warlord
mounted on the back of a Wyvemn, vou will scon put the fear
of Gork ince him when you drop behind his lines.

Ohne thing all Goblin armies necd is lots of Goblins. Enlarging
[ Slabbas with another boaxed setis a good option, but Night
Goblins are not the only Goblin troops available. The Goblin
race is split roughly Between three lypes, the Night Goblins
whiy live in the mountains, the Goblins who are mostly
nomadic and the Forest Gobling who live in the forested
wildernesses of the (Nd world, Although the differences
hetween the Gobling are mainly cosmetic, painting a unil of
twenty Forest Goblins with spears does makes a nice change
from units of black cowled Nizght Goblins. Plus, each different
race type allews acoess 1o lmoop options available only 1o
them. Taking Night Goblins bas allowed us access o their
deadly Fanatics and ferocious Cave Squigs. Alternatively
{aking a unit of Forest Goblins allows us access oo the fast
moving Spider Riders and Forest Goblin Shamans who are
irmnuns: 1o the "Eadbangerz result on the Waaagh table.

To reinforce Da Fangs [wonld choose a couple of Geblin wolf
chariots, These wolf-drawn chariols can keep up with the Da
Fangs so I would recommend that they light together, Attach
seylhes 1o sides of the chariots for guaramesd impact hils, Have
the Chariots charge the same unit as Da Fangs and you have a
fighting loree that is more than capable of laking on your
opponenl’s oughest units and winning in e Tirst oo of
comball

Ores & Gobling are the only Warhammer army able o ficld
Ciiants. These big, brotal monsters have loads of different. special
attacks which are absolutely lethal for the unit on the receiving
end. Just 1ry the jumping up and down attack on your opponsat’s
prized elite unit - it"s very hard not to pet carried away by the
power of these frightening creatures.
Although thew are not as big, Trolls are as dangerous as a Giant.
They arc strong enough to make a nonsense of the heaviest of
armour, but whar makes them really dangerous is their ability to
regenerate the most horrendous of wounds, They can even come
back [rom the dead! This makes Trolls the hardest unit to kill in
your army. Just like CGobling, Trolls come in different types, the
gt commen being the Stone Troall and the River Troll, Each one
has & natural ability, from dispelling magic, 1o being hard (o hil in
commbat. Linforfunately Trolls suffer from stupidity and have a
very low leadership, To stop them staring Blankly inlo space for
half the pame vou will have to lead them into baitle with a Rig
Boss, or keep them near your Warlord so they can benelit from
his increased leadership,

Croblins have loads and loads of roop types and options availahle
to them, so picking oul a pood themed army is really very easy.
This means you can quite easily design your Goblin army to fit
your own fighting style. Over the page is an oxample of Waaagh!
Skaskul’s ammy, which has been expanded by an additional 500
s,
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A Coldin Wolf Chariors with sovihes

& Squie Hoppers bosnce pase Night Gobilin Big Bosy Skaet leaing the Stone Trolls into barle,
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A Da Srildeas, fed by Big Bosy Shab d Croistin Docr Diver carapuit




CAMPAIGN WEEKEND
SATURDAY 16TH & SUNDAY 17TH .JANUIAFW 1999

Fu!lnlmnu the b

- waskand, and weu have & paint |r|r_'1 paint 'u'.farhamms-r army, t"u-'n calf r..-1_
77 Wﬂ:k:shﬂp store and get yourself 2 ficket!

HOW TO BOOK ?OUFI TICKETS FOR THESE TWO GREAT EVENTS |

Tickets for hoth of thu-se events are available priced £25 {lrh::ludlng luneh an both days} through all
GameszWurkshupasfures and fram Games Workshop Mail Qrder (0115 91 J0000); on sale from 1st
December 1539 ease be ware accommodation will not be provided. Entry strictly by ticket only.
Tickets will ot be available on the day. Qver 165 only, unléss accompanied by an adult. For mere
Informatigti either phone Mail Order or send an SSAE ta: Events Bunker, Games Workshop, Willow
Road, Lenton, Nottingham, NGF 2WS.




WARHAMMER WORLD

' THE GAMES WORKSHOP MUSEUM

GAMES WORKSHOP NOTTINGHAM EXHIBITION CENTRE

Games Workshop HQ, Willow Road, Lenton, Nottingham.

...and |f that wasn’t enough
]rou can also come and see
our awesome selection of
massive games displays
including:

* 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 E1

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

NOTTINGHAM HQ STORE .
The starz ataurtlobinghan Ho iz sosn seven nays a weekf.am:l
incadditos to e full T2 wge of G gamas, miniatures and ki,
Yod-can daiso. purchase ary miraiuras from oue izl FOeder
senwce or e spes dn el everila modast iz nol i =

jjhe, I
T Az moules and S8 some o o dereand fen.

WARHAMMER WORLD

Mz ramimer Wors i& 3 stail but tusy excitng miseurn; = mis
for all Games Wedishop fags! Bemernoer mostweekends vou
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is proud to present the
all-new Warhammer
World museum featuring:
Awesome, life-size WH40K characiers
in amazing seltings, 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 HQ Store to ensure that
the Museum is open and that guided
tours are available. Tel: 0115 916 8410
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What’s this, even more new Space Marines? As if the new Tactical and
Devastator Space Marines weren’t enough for all you fanatical Chapter
Masters, this month the new plastic Assault Marines jump into existence.
Complete with plastic jump packs, these really are the Emperor's finest.
Simon Shuker tells ail.

Aryone who knows anything abouf Space Marines knows
that they excel at pretty much evenything. Close combat,
shooting, running through a hail of heavy weapon fire and
surviving — you name it, they're good at it. But all this is
insignificant eompared to the fact that the models look
abseclutely fantastie, and that should be enough of a reason
for anyone o use them.

These new Assault Space Marines come with their own
plastic  jump
packs. The
Space Marines
themselves
have bizen
QIVErN pOsSes

THE NEW PLASTIC JUMP PACK |

appropriate to the use of jump packs, giving a greater
impression of movement than the Tactical Marines:

THE SPRUES

The box also includes twa arm sprue vanations: the first has
a bolt pistal in the right hand and chainsword in the left, while
the seccnd is the other way around fo provide more
varation. One Improvement is that the weapons arg naw
attached to the hands rather than separafe. Though a minor
change, this really makes a huge difference as a lot of
people struggled to attach the old weapeons neatly, and the
chainswaords look a lat mare vicious than the previous ones.
The arm sprues all get a plasma pistol in case you want to
upgrade some of the weapons, apd you also get exira




ettt e T e
B THE NEW SPACE MARINE ASSAULT SPRUE :

grenades, pouches, knives, a melta bomb,
Ehiie
Al the parts are fully interchangeable with

the plastic Tactical Space Matines released

you don't need afl that
many Space Marines to
“huild  an Cammy, B

therg's  the  added
bonus  that  the

~ Tigures are some of

Ultramdrines

Captain in Tenminalor anmour

squads . in  powear armaur
aren't good ehough for you,
then how about = using

fizts). Then of course your are
going B need a heroic
charscter 1o don.  his
Terminator armour and lead:
them into: battle. Luckily the
splendid new Space Maring
herd i3 Teleased this month,
compiete with heroic pose
and the longest power sword
we've ever seen (probably.
master-crafted) this guy is an’
who loves using Temminators
in their Space Marine army:.
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Mailbox

| This is your chance io bave your say on the lopics
; that you are passionate about - be they gaming,
. painting, other gamers, White Dwarf or Games
| Workshop's games. All you bave to do is drop us a
line at the address at the boftom of the page

opposite...

This month is dedicated to all those who bave
" bombarded us with letters about Andy Chambers’

vl o
1
L

==y
- 1-\-\\
e T

received is anything to go by. I'd jusi like to say a big thank-yvou to evervone who's written in

_?"' B attlefleet Gothic has stirred up lots and lots and lots of interest if the number of letiers I've

gquestions, criticisms and suggestions since the rules appeared in White Dwarl. Or ally T was
. going to write a follow up article for White Dwarf but events have moved guickly so there is good
¢ news and bad news...
. The good news: a boxed game of Battleflect Gothic is in progress at the moment. The rules are just
out finished an ve rews and Tim Adcock are designing some wonderful new spaceships,
i ab finished and Dave And d Tim Adcock designi derful hips
including battleships and destroyers. The artists are drawing some amazing pictures and John
Blaniche is painting the front cover even as [ write, If (and it's a big ify everything goes according to
plan, Battlefleet Gothic should be out in spring 1999. Hurrah!
- The bad news: because the game is under way, and it isn’t that long uatil it's released, the evil Fai
!_‘- Bloke has vetoed doing any further rules in White Dwarf until the game comes oul (boooo).
b o L
However, I've been able to slip some really interesting rules ideas into Dwarf under the cunning guise

of publishing a few of the letters that have been sent in (and only some of the shorter ones at that?).
So if vou really can’t wait vou can try out some of the stuff here to keep you entertained through the

long winter months.

Andy Chambers

First up we have some stuff from
Rhyvs and Ancurin Litte (those
sonnd like Halfling or Wood EIf
tigmes o me). Their ideas for
fighters are nice and
straizhtforward, leaving the main
ernphasis on the hig ships instead
of committing vou to codless
record keeping about squadrons
of fighters. The space station is
interesting too, and would make a
good objective for scenarios.

Give us fighters!
(b Horned Chie,

e Bt on an idea to make the fighters
s comrlers, a Bt like the bin-boosters
in Necromunda, onl)y enbancing the
mother ship, baving the facility o be
rrnlti-tersked.

We also think that a space station
would be a good asser o the game,
Wi fhonelt thei it could repair ships
and be wsed for regrouping and
refnforciing,

My brother and T bave thoroughiy
Playtested bath of these rules and
what follows are our final ideas on
this aspect of the gore.

Special Rulfes
Tierns: Becaunse of {5 mmnense size
and gravity field, the Space Station
does not have fo furn, It may travel
Scmt dn any divection, or ma) chose
Rt to move at all

Belowd and vepair: A Space Slation’s
meain fob is to vepaiyr and act as &
stop-off point for other ships, o
represeint this, when o ship tests for
spectal orders, roll on your
feadership and if you pass the test
Von ey mone fowards e Afce
Statfon and land. When a siip has
fanded, vour torpedoes will be

We'el really ke some sort of fighters Imip, Space Station ..... 200 points relogeled and fo repair derage you
\: [0 e incorporated into Baitigfeer D5 Sieed Tuws Shaids Anrew Turels st roll @ 4+, This takes one furn
b Gothic. After « session which 10 S NA & i 4 {rate: this is not an additional
involved many desipn ldeas and e | (L
drawings, we concluded thar Frnw Weapnas 4amm Firzpawar b  Front When someone bas landed
Jrfdii.'fdua! fighters would be & | gunerwases e ORI Righl they may be targeted by enemy
wightmare to cordrol, Fvea if : Yo Purt Weapons 45 Fisepowet § Ledl shooring: fake ibe direction of
, crected o base of fighters, they'd b{r Rt Waspinss 45 i Batk the ship as the divection that
Iﬂr)ﬂddﬂ' to wse Al because Ufﬂ'ﬁﬂr Tarecka Launcher spezg 3lem Lrergih 2 A1 round the sildp = c:mm{],-pofmfr;g.

size (or lack of it} they couldn’l dn
[, any serious damage to the ships. No

f the Space Slation is




destroved and explodes then the
shify is crfso desteoved,

Cripnfed: As Space Statfons only
mrare e i 4 b crippled then it
will stop dead and not move,

FgBers. ......cccoomiiiniininnas 5 polnis
fir tese yone wriesf fiface them on a
motfer ship, They may start tnside
or aulside the ship at the start of
rhe game. Once the fighters bave
left their mother ship they may do
ane af the fullowing orders per
B

» ftercept. The fighters swarnr out
af the mather ship, towards the
incoming ship, potnding it with
strtlt lusers eond generally being o
nuisance. When the fichters are on
‘intercept” orders, any enemy ship
thet comes within 15em: is tregied
as mating through blast markers
{ralf 510,

* Allack! Fgbters, though not very
Barmfid can do more danicage
when assisted by a lavger ship.
Whienr the marher shifn fives ard the
Mgbters are on ‘attack! orders then
o shift one coftinn to the feft on
the Firepomer ohart.

* Eecort. As forper slrips zoom
eilong, they arve survounded by ting
Siehters swwarming around Klee bees
frotecting their gueen. When o
‘esceit” orders the fighlers make the
afaanenl shift one coltam to the
Hghit on the Firepower chart when
they fire ar the mother ship.

= Defend. The fichters buzz arovnd
their mother shify, watching for the
enemy and their necilable
forpedoes. When rhe fizhters are on
‘defend’ orders they act as turrets
{rendf 3100,

Nete: pou don’t have to change
Sighters' orders; you may still use
speciel orders,

May the Emperor guide your bands
iR pony ERLERTIDENESS,

Rhys andd Anenrin Tithle

Next we have a lelter from
Duncan Webster, whoe even sent
me a battle report (locluding
some particularty good ship
names) as well as same rules
queries which are answered at
the bottom of his letier below.

A few loose ends...

Dear Andy,

A big thankyon poes 1o Adaw and
Tom of GW Fruro, who { persuaded
to try ont the Spaceshif Betiles
rtafes in WD225 and with whom T
Bad stech a greal tinne!

And you asked for feedback. ..

{ising the ship designs from the
iwagazine e fought o simple
engngement (a ‘batlle repior!”
Solfawsh which was thoroughfy
enjoved by us all, The rules worked
sk But we cowld do with the
elariffcation of a few points wobich
agafn follow: this letter It bad a
stertlingly stimulating effect on ws
arel before we were balfieay
through we bad afread) talked
aboet renning a plavelary assandt
seergrio combining these riles,
Epdc 40K and WhHi0K, to run the
whole thing from the firs! jump
infe Lhe system ta the defenders’
feest stand,

Rules Questions
Torpiedoes: Is the only way to
redoad these wilh the command
dice?

AC: Yep, the only way to reload
torps 15 Iy taking a command check
and going onto Reload Ordnance
special orders. Unless of course
you're using a Space Station or
some other resupply hase as
sugpested by the Lietle brothers in
their letter,

Shivlds: Do these regenerale al e
end af the turn in which they were
damaged, at the end of the
faprosing leyers turn or ai the
start of the first players next turn?
AC: These automatically regenerate
as soon gs the ship moves out of
contact with the blast ourckers
touching it. A number of leters
sugpested treating them just [ike
shiclds in Bpic 40K, s0 they have
be repaired in the End phase by
rofling a 4+ for cach downed
shield. This wasn’t the original
intention {to cut down on the book
keeping — T really hate book
kevpingy bue if it appeals you
should sive it a o

Biast Markervs: How do these pet
remrved from shins? As the rules

stette that they cannol be reroved
hy the plavers and they are ot
removed onice flaced on the board,
the only way we couldd see was for
the ship lo effectively leave then
bebind when i wioves again. If this
is 5o, does the shin suffer the
Prevteeltivs for moving through the
HLArRers?

AC: Duncan’s dead right here, Bilast
markers are simply left behind
when the ship moves off, remaining
on the table as a potential hazard
or baven [ur other ships (those
huge explostons take a while o
dissipate). Yes, a ship which siaris
is move in contict with hlase
markers does count as moving
through blast markers

Beitie Repr_.ir.!.‘
2/874 - 0985908 M7
In the Kernow system an Impierial

Soree consisting of tieo Tivant class

i(fron Rule & Righteous Majest))
and two Lunar cfass (Gannymede
& Fend crudsers from the Segmrention
Obscurus warfleel, under the
commatand of Vice Admilral Duvcan,
intercepted a Cheos raiding
squadron mde uj) of o Carnage
class (Kipper & Shredder) and o
Pretir of Murder class (Massacre &
Bloodbath) cruisers fed by
Bloodcaptain Thomeas of Chaos
Undividled,

Afrer a blandy Battle af close
grtecirters both combatants
withdremy, the Murder class cruisers
were totally destroyed, the
Massacre was reduced to a blazing
fralie drifting ey from rhe baitle,
while the Bloodbath weas alomised
wiren fts plasma drive overfogded
falmast destroying one of the
Hyrants in the process); Bolh the
Carngge class ships only suffered
Hght damage. On the fmperial side
wll ships incurred ver) beary
degmeape: the Righteows Mafesty fost
alinost alimost oll of ber structural
integrity and suffered a criticel
engine faifure, the Gannymede was
cripyled and both the Massacre
el the do wwere very close to
sharing the some fate. Afthongh
both sides claivmed victory,
eperyone Erew it was onfy a brief
respite: the Cheaos sbips wonld be

Well, did any of this manth’s Tetters stir you to reply, or have vou ool 4 new point i raisc? Scnd vour kelter wo:
‘Mailbox", White Dwarf, Games Workshop Lid, Willow Road, Lenten, Noflinghanm, NGT 2%s.




BLACK SCOURGE

by Nick Davis

Strike hard and fast. Dark Eldar Lords must successfully combine
speed and firepower to bring victory. Out this month, the dreaded Dark
Eldar Scourges combine these two elements perfectly. Additional
firepower is also available with Dark Eldar Warriors armed with dark |

lances and assault weapons. And finally the Talos, the nightmare
- creation of the Haemonculi, makes its appearance on the battlefield.

THE SCOURGE

. Highly mabils firepower is a prized asset in-any army. The Dark Eldar personify
| mobility-and they have some of the most aweseme anti-personnel and anti- tank
| meapons in the WHA0K universe, The winded Scourges have accass io three of
the deadliest weapons available to the Dark Eldar: splinler cannons, dark lances
and m{nmrl{‘g Lsing their wings, the Scourges can move their heavy \veapﬁﬂs
anywhere they want to on the battlefield and can stop an engmy advance in its
tracks. If you combineg this ability with other mokile alemants of your arny, you
hava a pretty devastating package.

DEEP STRIKE
The most important thing to remember about Scourges is although they
have jump packs, thay are not assault troops. They carry oul a very different
role on the battlefield. Using thair winged jump packs, Scourges have the
atility fo Deep Strike (even when the mission does not alow this) o they
“can reach any point of the-battlefield. You can take advartage of thiz
ability and use your Scourges o soften up the enemy for your Raiders
“and Reaver jeihike sguads to finish off. This is how it works. ..

I r:e!d two Wypes of Scourge squads, each with five Scourgss in them. One
| squad is armad with splinter cannons and has a Sybarile with an agoniser
— this i My anti-personnel sguad, The second 15 armed with dark lances,
| with a Sybarite amed with haywire grenades, As you may have guessed
thiz iz my anti-tank squad.




The anli-personnel squad. starts games on Deep Stiike
orders. Raidar squads are aimost always in assaull range
at fhe star of the secend turn, just in time for Deep strike
suads to come into play. Land the Soourges as close as
you can to ihe enemy and lef [oose with the splinter
cannons. Then get your Raider sguades stuck in, -and-the
assaulted enemy sguad should disintegrate. before you.
Using their jump packs, the Scourges can repeatihis tactic
eveny time befors you assaull, W the enemy squad puts up
any rasistance you can then charge inwith your Scourges,
adding their support to your Haider sguads.

The anti-tank Scourge squad is easier o use,
Deploy your Scourges at the star of the battle in
a position thal overlooks the battlefield,
greferably in cover. If vaur oppanent degploys
his tanks out of sight of your Scourges, you
can hunt them down by simply changing your
i fring posilion. At least once during the batie your
| opponent will’ frain his. available weapons on yvour
Scourges (especially if you have destroyed half of his
armeur), 50 use the mobility of their jump packs to find a
safer firing  position. Then when the Scourges have
eliminated all your opponent's armour you can use them to
help capture a mission cbiective. I've played many games
where my Seourges have snatched victory away from my
opponent inthe very fast trn,

L I RS S e Y S TR b R Oy T 1 VO R

Mobility- and firepower are your keys o success. Tha
Scourges camy these keys. so Use them o support your
attacks and with a little luck they will biring you victory:

e . ;
-

Do bleck pinicns the
Scoiitges drop dowa
from the shies,
their Fl,:rw_,.' W P
unleashing 2
hail cf
ﬁftliu.tln.‘-
iofl pulses
of dick encrgy. They
.*_' attack wherever they
please, and strike where
least expected. wiilising
their wings o quckly
retreat or drive Lorward;

i dtj‘.ll.':'.l‘.l'ing ()1 1he
S‘L\;Jq.l;g:re armad with 2 ; encmy s strepgth
SRlGter cannnn

Soourae armed wilfi a
dark lance

- Uiden Hararth, master Haemonouiys, designed and painted
Seourge armed with 2 Scourge arned with a by Citadel Miniatures designer Paul Muller. You may
Gk jance SRIAEr CARI0N have seen this iaptastic nuniature on gisplay aF Games
2 : Day. For alt of vou who missed i or cowldnT make it o
. tha day here il iz again.




Wi armed
wilh shardnet & impaler

Ll .

Mo st 18 too ewil wo decd so dmmoral thar the Dark Eldar - il not

Wiych armed

Wich armad with a
razgranare & falchion . wilh fipdraknives

Wiech armad
wilfy tpdrakrninves

prepetcatc ol Dyowlere @ b mose wue than o the death arcoa Gl
':AF.'I;.I'.ILII'.‘dHl'.. where the warrior secis of she “'-}du::s duek witl e another
end - ceptored shves aed beasts Feroceous zlien crcaturcs are unleashed

umengst unazmcd sleves taaring they proy Limde Eren limbs 19 the cheers

and Taughter af the audicree. Robotie forturs dovices dalk helpless victims
auzass e Boodicd stones: ambulatary macks bedecked with flaling srme,
spimning - bleles and whithng dalls Highly skifled  Wyches se theer
specizhised weapans to I:Ja}' Flesh Iram bone, to leech the hlond [ram their
cncmics with aponssing slowness, o rend and cear with EErY kline Slives
and “ernks are won and 1o lfl:r' the cantestanss, “while the SEECTINATS Wayed
comparative forfanss as the skills ‘ol theie chesen rhampions The fates of
whole worlds fuve been decided i glidutonial combar, with the vicier's
oo | spowsnrs clming ownership of o billen lives with o single sweep of o
venomed blads

Wich armad with a
razarshare & falchion

Wiyeh armed
with shardnet & impaler

We will not kill
you all today. Some .
of you are left for
fater; 2 meal made
all the sweeter by the
terror of our return.”

Sybarile Kalloo linan dhi 14
the survrvors ab the Slaugiuer 2 i - s £ |

al Septae Ceciient |0 vk Elcdar armed Dark Eldar armad ] Dark Eldar armed

with 2 shredder with & dark fance & With & dark lancea

Lt i Pt

meo A Dark Elcar Warkor squad, including Wartiors with dark lances.

B : ! - % 4



i  TALOS '

Constructed by the insane Haemonculi, the Talos is a torture device that
prowls the battlefield searching for victims. For all you Dark Eidar Lords ¢
cackling at the thought of unleashing this nightmare creation upon your

. | foes, White Dwarf proudly presents the rules for this gruesome creation.

ke ¥ e 3

s i The Talos is a torture device that sweeps across the things you can do — ong is o have two Talos and deploy

© - | battefisld on anti-gravitic motors, latching on te its foes them together (the old maxim of your opponent

_F . = and incarcerating them within its armoured shell, Tha destroying one, but not-two is very frog). Or you ean use

: daath spasms of those captored propel the Talos towards a single Talos and operate. it like today's modern
its enemies, as its unigque sting wildly spews death in all helicopter gunships, hugging the terrain. Keap a picce of
direciions and its many-bladed arms cut through armeur terrain that blocks line of sight between the Talos and its
and bone with lashing blows. target (itis a Skimmer so difficult ground 12 not going to-ba
: : ; ; ! g problem). Then all you have to do is find the rght
Well that just about sums up the Talos: [Fs & nasty bit of EemiE

wit that iz capable of smashing apart enemy squads and

vehicles with terrifying ease. Withe itz anti-grav motors it The Talos also excels in a2 troop suppord rele. When
can skim dver intervéning lerrain, enabling it to move satting up. your battleling, place your Taloz poxt to cne of
guickly to stem your cpponent’s advance or to press vour Warrior sguads, Both unlts will then be able o offar
frome an attack, aach other support during the battle. The Warrior sguad
E : 2 - will help e compensale for the Talos' wild sheoting and
With ifs Strength of 7 the Talos makes a good fank hunter, fhe Talos el e e Wb et s

and add to this the additional +1 AP bonus for each hit X el e
scored, not evan: the mest - heavily: armoured tank can considerable advanlage in an assault

stand up to it for long. The frick is 10 keep it alive along However yvou choose to use your Talos on the battlefield,
encugh to attack your opponents tanks. There arg two remernber. to strike fast stike hard and strike first.

TALOS

Foinke/Model | W5 BS 5 T W 1 A Ld 8v
Talos 53??3.::-5-:”

Tha Tales is a Heavy Support unit and takes up one Heavy Suppord = M
allgeation skot on your force. organisation chart.

Weapons: The Talos iz armed with a Talos sting and Talos claws,
SPECIAL RULES
Talos Sting: This is 4 unigue weapon found only on the Talos,
It has the following profile.
Range 24" Strength 4 AR5 Aszsault 6

Wildfire: & Talos fires off wild volleys of shols rather than aiming at a specific large,
Wihen it shoats, roll to hil as nosmel. Then allocate the first hit scored 1o the

H
E naarest enerny model to the Talos, the second hit fo o s
: | the second closest medel, and 2o o until all the P : » ﬁ
' | hits {if there are aryl) have been used up. Nole =@ b [
: | that this may mean thal models from different 7 % - =28
4 urits ara hil by the attacks. Also acte that only F e *W“: =

models within range of the weapon and inits lineof sight
can be bt Once all possibla targels in range and within its
line of sight have Been hil Grce each, any further hits are wastad.

Talas Claws: The Talos gets D8 aftacks with its claws {+1 if chaging)
whan il Tights in closecombat, Roll 15 hit and wound nermally, No
armor saves are allowed against the claws. Agamst a vehicls roll
onby: once.: for Armours penelrafion, but add S+1 to the Armour
Penatration dice roll Tor each hit scored by the Talos after the first
[eq, if the Talos hifs 4 vehicie three times with its claws, it would add
+2 1o its AF rolly

Fearless: The Talos nover falls Back and cannal e pinned, [t is automatically

assumed 1o pass any Marle checks,

Skimmer: The Tales tan move over difficult terain without penalty. Howaver, if it stars of finishes its maove in difficult 12main
it will suffer & wound with no save on'a DE rell of 1.

s, T T
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Contents and companents may vary from those illustrated. Models supplied unpainted and unassembled. Glue and paints not included.




e . o s = lhere 15 no
ey ' I time for peace.

No respite.

No forgiveness.

There is only

| Warhammer 40,000 is a tabletop  The Warhammer 40,000
wargame for two or more Boxed Starter Game contains:
players where you command the - 10 plastic Space Marines
 forces of the Imperium or one . 1 plastic Land Speeder
. of its deadly enemies. The game . plastic Dark Eldar Warriors
- provides you with all the rules, . gg page Rulebook
~ scenartos and army lists yvou @ 4 .
~ wneed to fight a ybattlr:, };nd L
~* guides you through how to
 paint the detailed plastic Citadel
" miniatures in the box and then
how to collect together your
own army.

- 1 set of Gothic Ruins

3 Plastic Weapon 'Tcmplatcs
- 7 Assorted Game Dice

- 2 Range Rulers

- 4 complete Jungle Trees
Assorted Barricades

-

Gawres Workshop Ll:d i) wﬂa Al !’IghlS res-erwcd



~gome of these plastic
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WARHAMMER

40,000, "

48 HOURS

{The ravings of a man suffering from paini-shock)
by Nick Davis

Yes, it's a movie starring Nick Nolte and Eddie Hurphy, but Hollywnud
connections aside, it was also the total time Nick Davis took to paint

his first 1,000 points of Dark Eldar! For most of us it takes months to
raise an army. So we asked Nick to tell us how he a:hleued this epic
feat, and more importantly, why?

NO, NO YOU CAN'T STOP ME -

| MUST TELL THEM THE TRUTH...
| have always wanted 1o start an Eldar army = not a
Crafiworld Eldar army but an Eldar Pirate army. | put
considerable thought into what it would look fike; the Pirate
Lard riding to war on the back of a Wyper, followed by
snuadrons of Eldar jetbikes and Pirate bands on foot, Wall
iy imagination was as far as Lot with my Eldar Pirates.
| was stilf busy painting my Imperial Guard, Lizardmen,
Chacs, building terrain ete, eic, ste..

Thian the Dark: Eldar appeared on the scene. In'the ayes
of the Imperium, these-guys are the Eldar pirates. After all,
the Imperal officials don't really distinguish between subtle
racial differences. As far as they arg concerned, all Eldar
are avil; heretical Aliens oul 1o destroy the mpersum. Their
Codex hinted at them being one of the groups of Eldar who
survivad the Fall and that they had some desperate fear of
a greal. unseen enemy. The only way they can keep this
enemy at bay is 1o keep up an existence of inflicting pain
and sufigring on ail they
mest,

This background
sounded  really  cool.
Besides, they ara raally
great miniatures, sleek,
spiky and with a real
decadent, - evil  foel
about them. How could
I resist? 1 was also
aiven the opportunity to
get my hands on loads
of new miniatures (lhe
army - was  originaliy
going to appear in
Codex Dark Eldarn) and
that swung il

Iwas able to grab loads
of excellent, new plastic
Dark  Eldar, - which
would be used to build
up the core of my army.
Alse i time permited |
wanted to  convert

Dark Eldar into unils
nat vel available, such

“The Dark Heart Hiiders: ol the: Kabal ol the Blick Heact. The fist LODO prints, the Dt 4% hours.

a3 the Scourges. Plus | got my hands on encugh Wyches
to make a ten-man squad and have a spare o converl into
a Beastmastar. For the Warp Beasts | planned to use
Chaos Hounds - these will e replaced with the actual
Vilarp Beast modeis when | am able (o get hold of them.
And finally to finish off this initial collection of miniatures |
managed to blag the spiendid Archon model.

THE PLAN

Bafore [ confinue there iz one last thing you must know. 1
have already menfioned that this amy was going 1o
appear in Codex Dark Eldar, Consequently, | was given a
vary fight-time frame fo. paint my army in. When |
volunteered 1o attempt this mighty task, the guys, who
were putting together the Codex were delighted. "Goad”,
they said, “You have a week and a half to start and finish
it!” Right it the middle of the World Cup as well... Doh!

Mow | hava always bean able to paint up armies guickly,

. but never in quite such a sharl space of time. 5o 1 had to

come up with a plan and slick to it The first things 1




nesded to paint were the troops — two Warmor sguads
would give me my core force o start with. This would then
be followed with the squad of Wyches, The final section of
my force to paint would be the Archon, slong with s
bodyguard of six Wariors, This was my initiai force and
wolid be the core that 1 chose my army around when I
slarled plcu,ang a garmes Witk it

Then, it | managed to finish all that in time, 1 infended to
build & squad of Scourges and if possible, paint up a Warp
Beast pack and a Beasimaster. So thal was my painling
plan set = now to choose the colours.

PAINT SCHEMES

This was the second srmy {the first was a small Khorne

Daemon army} for which | have fried using a limited colour
paiefte — that is chagsing a handiul of colours to paint an -
army - with and sticking - just to - them. This is a great

dizcipling as it forces you think about the colours you use.

| wantad to link this colour schemea into the dark, evil, .

prooding: nature of the Dark Eldar and keep the paint
scheme simple. So | locked st s couple of the Studic
ammics to get some ideas. The Eidar and the brocding
Dark EIf army looked & like the ileal place to starn:

The Eldar army uses bright, primary. colours, usually with
4 different contrasting colaur for the helmet — 1 didn't think
Dark Eldar would look right in colours like that. But after
taking a guick look at the Dark Elves, with ail the deep,
moody colows ke dark bloe and very dark metal,
{ decided that these were the colours | would use,

With this in mind | selected my paints: Chaos Black, Skul

White, Bleached Bone, Blood Red. Midright Biue, Bollgun -

Metal, Chainmail, Brown Ink, Blue Ink, Flesh Inkand finally
Biack Ink. This was the paletic of colours | used on my
modals. The hasas ware finished off using Goblin Green,
Snakebite Leather and Bubonic Browrt.

Everything was in plage. The miniatures were going bo be.

built at lunchtimes at work, and | planned to paint at least
two hours in the evanings and get in five or six hours 2 day
at the weekend (World Cup perrmilling], Mow 1o wark...

PAINTING MY DARK ELDAR
Wihen { siart o paint 4 pew zomy, | always find that the first
five figures are the Rardest o paint, as 'm never glile sure.
' if the colour scheme will work,

paints  had chosen for my colour palette. |
wanted this army to look really dark, 5o heed
= ‘2 black undercoal When I salected my
{'[ . painats aimady fad Aidnight Biue in mind

Ex
b = E

L

'y I:_.-

to be the main colour of my amy. This
paint was uzed on the Wardors
. armour and vehiclss, and was
shaded with Blue Ink. |
T diybrushed the heimet
glumes Blood Red 1o add a
contrast fo the dark bive. To
disfingifish: them oven more fmm]
Craftworld Eldar, the guns, face

: fmasks and anp decoration werg

alnteﬂ' in Boligun Metal. shaded with a mix of Black and
Blue Ink. The squad leaders, the Sybarites. were painted
i the sgme colours as the Warriors, but | painted their
Melmets Blood Red and the plumes in Midnight Blue, g |
make thern distinet from the Warriors,

Wyches are not members of & Kabal,

Foln The first thing | did was plan how to use e II

but of a Wyeh Coli, s0. thelr colour
scherhe Js oifferent fo rest of fhe
army. My Wiches were painfed it the . #5
reverse of Ihe Warkdor colour scheme,
with Blood Red armour befitling. fheir
biocdthicsly status  (Fused Gloss
Varnish to give the armour a shing
effect), The armour was shaded with
Brown' Ink. Any hair or plumes were
painted i Midnight Blue.




PAINTING MY DARK ELDAR cont...
| managed to find the time to paint
my Scourges. Their colour
scheme was infiuenced by ihe
strong, comic book colours of the
mo'we ‘Flash Gordon' that | had
‘watched carfier that week (it
N % was fhe attack ol ithe
Hawkmen on War-Rocke!
Ajax that really did it).
Again, each model was
painted .up from &
: biack  undercoat | with
SEd Eaffgun Nelal on the armour and
= wings. This was then shaded with
a mix of Black and Blua Ink, The
Scourges that were wearing helmals had
them painted Midnight Bite fo e thern ito the rést of the
army. A quick note on’ my Scourge Sybarite [pictired
above); s power weapan /s from a Necromunda Spyrer
138 Malcadon), | found the Spprers 10 be arr excellent
‘source of conversion matenal for the Dark Eldar.

To finish off | wanted lo add a tiny i
!-‘-'t ! ¥ };‘g
* [ - kL

ﬁ defail that would give my army if's

own indiidual - character.  After
fifciking through some oid  White
Dhwarfs, | chanced acrozs & piclure
af same ofd Eldar Pirales with war
paint on their facas. Parfect — the
Clark Eldar are the same exolic,
lwisted aliens! So all my Dark Eldar
who were ot wearing helmals
received facial taffogs, or in the case
of tha Wyehes, war pamt,

‘?1

"'u‘.l-.'f:!w:-n.a[ fl:inf-.”:ll‘cl‘:lm:nl.g. 11|:||1I|||;.;r 48 ]]l}u;s,

.. 5
FINISHED IN TIME... JUST!

| finished painting the very last miniature the night before
the deadiine. In total Fhad spent approximately 48 hours
painting and building my army. | had managed to paint
evarything incliding the Beastmaster, his Warp Beasts and
a bopus  sguad of  converled  Scourges, plus a
Haemonculus and 3 Reaver Jetbikes! P was pretty amazed
at what | had achieved — afthough @t didn't make up for
England being knocked out the World Cup on penalties
(MNothing will ever make up for that! — Fawl Sawyer) |
handed it all cver To the guys in production, who were as
amazed as | was that | had got it aif painted in time, and
then it was finally photcgraphed.

Phew... in 48 hours of painting time | had finished a
completaly new WHA0K arny. i is now time for the
ultimate test, leaming how to fight with them over a WHA0K
battlefieid.

ANOTHER 48 HOURS

. (BIGGER BUDGET, MORE CAR CHASES)
Some of you are probably ficking through vour Codex
Dark Eldar, trying to find a picture of my army. Well, sorry,
you won't find it. After all that hectic work, my army was
dropped: due to lack of space. This did not particutary
bother me &5 it had given me the chance fo coliect a
fantastic, new amny and it had shown me what | eould do
in averny limited space of time.

Since | first wrote this article my Dark Eldar aimy has
grown quite a bit {see below). And after many games |

‘have also discoversd a few neat little tricks using the

Raiders and the rapid moving Heaver jetbikes (and iny an
Archan, tooled up with combat drugs and an Aganisar).
Some of these stratagems | detailed in Dark Paiders
{chack out WD22E). Unfortunately | have fun out of space

‘o explain some of my more fancy tactics. Perhaps | will gat

a chance in & future Dward, until than, sirke fast, strike
Fiard and strike first,




he Dark Eldar are piratical raiders
who utilise speed and fircpower on
- the battleficld. They scythe round the

flanks and rear of the enemy, vsing their
. fast Raider transports and jetbikes to
make slashing hit and run  attacks,
! cutting down the enemy’s strength to
. prepare for the final killing blow.

So, what's inside the box?
e = - B2 g - Dark Eldar Warrior squad (20 modcls)
& fi ) ) < | Dark Eldar Raider _ :
| o S |- 5 Dark Eldar Reaver jetbikes
- | set of Jungle Trees

The galaxy does not hold
Q enough souls to quench
 Bosues their thirst.

I;DAH
DBAAI-:T‘TKLEEOHGE

Pray thcy dont takc you ahvc

Avallablc now for £40
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On Sunday 20th Sc.‘ptcmb& 1998 over
Gamts Wﬂrkshmp f:nthtismsts des

:thc }r::ar, I'ltrc:\ 'a -----

hlghhghts af thc dav,r

: Emtmﬂ as th:-: p:-,ﬂm.r Gamta ankshcrp c\rtni

thn: wurid. Wifh thit in mmu:i e hf::_;.}e. .ti.::a..t = i 2 pa’ayers o

- Chaos spaceship from GW Hammersmith,

tht next '411 p:gﬂ we g:-n: }'nu 2 5maII taste - of thc mam,'
: " wonders of Games Day 98, It
' :?-nI;,' remains for us to thml-.
; e all of U othe . Games
-Wﬂl‘kﬁhop staff grhn:r'.
made this great
'jﬂ]" Fﬂﬁ-ﬁihlt

GW Watford creates Mordheim mayham
as hundreds of warbands cfash.

The world's
fargest Citadel
- maodel,
dtanding 2

MASEIVE ScYen

Areer tall,

ynlgted the

LERL R (R R ; ;

] e, Multi-fevel Necromunda
from GW Carlisie,




"THE. MAIN ARENA enuiios

" This }rmr the ‘main @li was famm:d full of gaming  the Games Workshop staff had Cc_rml: up with this

tables with thousands of miniaturcs and all sorts of year, Games ranged from mass paval cooflicts to a

fantastic terrain. Gamers from all over the wagld mighty Bretonnian crusading army  bantling the
-~ jostled for positions around the, tables to see what #Tomb Kings of Khemri These are just a few..

A massive G Kensington pirate ffeet From GW Canferbiury, the great traln Speed' pafnﬂng frenzy with the
sets sall in ome of the naval games. robbery pits Orks against Muties. Games Wﬂrkshcp UK Sales !eamﬁ ;

Frenzied activity araund ""‘E‘ " The Main Hall rings with the sounds of batile {and the occasionsl Waaaaaazaassagh!l .
terrain making tables. ; &5 over 8000 gamers clash at the participation gameas.

Yabba-stegga-doa! Warfamimer 40,000 players bhatile it out Space Hulk meets Warhammer — in the
A Stegadon racing game. over the polar ice cap of Uitramar.. 3 rusned Lizardman iy of Guetzl




- THE SIEGE OF THE
EMPEROR'S PALACE

his year's Games Day mega disphy was the
awesome  dinrama  The Siege of  the
Emperor’s Palace’. Months in the making, with
painted miniatures from stafl afl across Games
Workshop UK, this display i5 guarenteed to

strike awe into the hearts of all who sec it

The display: depicts the catachysmic hartle h:!v‘:-‘u the
valiand lenperisl d s and the vile Chaos

the climax of the H ¢« Heresy, The dinrana

Final, dt:‘lptl‘a.t-: sitigglc for control of the Fl:npl.:'ur- !:l.ll.u:
on aocient Terri Both sides fight it out on this stvanisg
display -which even {eatores Chacs and Imperizb Warlord
elass Tiams and the Space Marine Primarchs making 2 last
dramatic bed fo save 1l FIrI]‘.-I:n.‘I:I’ and the ]:ni:n:riul:u.

' A team guided by the Lantan sfore manager Andy Foster scratet-buill this Chaos
Warlard Tltan (2l ' of it} which was one of the Righiighls of the mega display.

Tirm Admcir Mark Bedford (Citedel deaign team} & Rmhsrd
Steadman scratch-bullt this amazing impertal Warforg Than,

Sfandrng over 6° z.;.rr and 12° wids, with owver 2, DW mm:arures. s nas o be one of the best mega d!spfa].—'s yef.
Qur thanks go ouf o all the Games Workshop siaff who halp to produce such an Insplring display.




++—++—+DATE: 3298998 M4
t++ti4+ 4+ REF: Ing/0159704311/BR
++=++++=+ BY: lnquisitor Fortez
b+ RE: Siege of the Imperial Palace
++ THOUGHT: Trust oo onc clsc and trust yourself less.

i ; 5 s : =4+ The thirteenth of Secoodus. MM the bowbardment began From orbit the
This awesome scratcli-ulit Chaos moke was made by Tony Warmaster's ships Jaid down n unzelenting buerage ol mismifes apd dexdly energy beams
Colirell and was just one of the many conversions on display. The sim was to cripple the defences around the Emnperar’s palaer and” make possible 2
massive dnvasian of Farch The Lumr hasee had alredy failen and the defrnding flecis

had been saticted. O Mars, a5 across the entire Tmperium, barter ciwil war rageds + 4+

1+ The LEmperar hamseli aversaw the defenees of -~ his fortress-palice, persanzHy
commanding the Adepros Cusrodes bis clite ggand He was accompanied by Sanguinius,
whitc-pimoned Primerch of the #lond Angeds and bis Legean of Space Marises - Betcath
their fortres muopastery, grim viaged Fogal Dom [ed the Imperial Fists o final pragers
En the ruhble of bment our haboarcas Promarcl Jeagarei Khan mostersd the White Scars,
the Legion ‘of Space Marizes he had personadly iastruceed dp 4R art of fightomy warfae.
Ontside the paace threr full Totan Legions stoed ready 1o defend their Emperars « o

++ Within the Emperac’s falls even the Speic Mearines shuddered, knowing that they
would soom confrant thedr fast and dimned bretheen The rerrifydng prospent sf ficisg
rhise cortupt- Primancks who Bad sold their sculs to Chaps [dled every man's mund with
mdescribable barear snd dread - & =

++ = Pods touched ground and from them erypeed rhe wighizs ch;:up.ium_-. of Chaas,
flive zeacgade Space Manines of the last Legions Thess werz na longer- the Eane humap
warriors af legend but rwisted: creatores, bedics warped by the energics of Chaos, minds
twisted by thor devation 1o che dark powersa

4 + Mighty ships began the descent from arkit, haping to cverwhelm the defenders with
sheer wrpht of pumbers. Unlike 1he drep pods thes: presentcd Dine targets for the
weapons af the defendsrn And thus did the Barrde for Earth begin ino caroct~+ =
=+~ Muore and mare intoicst=ly wranght drap shins descepded Srom - orber 'I'h:_-_r tuwrrod
oever the linding provad Like atghtreare skyscrapers. The dark rines an their sides glomwed
vally o the gloom, Hundred-metre bigh dosms opened o ther Kalomeire-lang sades.
From their red depths Tatans ten cimes the height of 3 man emerged, They w2re marped
giants, the areonr of 1l carapaces fused and moukded nto new shapes by the powesr
af Chacs. Within theen were mep melded ra their gachines. Sone of 1be hedcous Trins
had strange and poicnd weapons, athers. were hizacre hybrids of the argasic asd rhe
mackine, Metal fencacles lisbed: spiked ails whepped back and [erth Engines roared Like
angry boasts, Banncrs Cluttering, the Titans of the Srerm Lords and the Flaming Skulls
Lepions marched Boath+ = +

1+ = Beinfarced by chis frosh wave of troops. the hordes of Haorws swept an, drmng
threugh the exhausted and demeraliced Tmperial rraops e the very walls of the Emperar's
Pulacet + =

« 40 Brave mep an the walls kaew there was 0o way oot Here they must stand and fipht
and die. There would be ne mercy frem these below, This wes 2 war where there could
be oo homesrable prace. It was destray or be destrayed. « o

1 F-‘-'tr_}.' Payal wartior knew thar e was already dead; that theee was oo way be could
sursave the coming of the Themenic armps <4

= 4+ Clacs Titans blased sway at che walls, :pe:l'l'lu”l, copstrcted . miseiles sipping preat
chunks fram the mLasoney. The Titans of the Fire Wasps answered their fire with ¥elona
Lanoans.- - +

4 == The World Erers buile 2 pyramid of scorched skulls mixty fect high in Tr_u.L}l[c
Squares 1 4

=+ = Diespite taking tremescdome compadtics (b great Warlord Titane droke Abrowgh, and
the forces of 1he Warmaster Tleaded into ke Palice aroundse oo

# o+ v Sapguinigs was- forced 1o roircat within the padacz ol persomally - helding. the
Ultimate Catc against the spcoming hede while the Tast of Bis sounded men were carricd
theemgh Just as she gint ceramitc gete was shoat toclose 3 Bleadthiceice of Klame
lespt opnn him, The Dazoon’s hupe tafons chosed areund his thrast. Senguiniys tenk to
the mir, Angcl and Dacmon. wwestled above the wurning armisa. Borh sides halied . for 2
memept to walch the tanic druggle Tt was 2 ocontlice rercly smzne oo bopgs of
tremnendaus power wrestlang in o Fertle which motrored the bloody struggle cakmg plice
avrass fhe’ cotire Imperinm -«

==+ Inmmzemn Temundodt + =

Qver & hundred Blood Angels Terminators defend the
walls from e besitging forces.




VOGELHAFFEN'S
LONGEST DAY

French Mega display

One of the large imports this year (from
GW France) was this impressive display of
a Normandy landing. representing a vast
Chaos horde disembarking on an Imperial
beach in the Old World. Loock out for

more details in a future White Dwarf!

Desceudfng to the deptbs of tbe Bfack Lzbf-my at
Games Day '98, you could witness the borrors that

lie within those dread vaulls.
For r.be irar.;imré' br!f}m-iyg ihis yerir's Blm + Lzbrar'y zf'asﬁmm.mc Yo amld_,.l’ﬂm ane of tive

I:i;}"er‘rm" tenke _pd?‘;t i ﬂ'?e &rﬂham 1f@rhr4mm<*r F, () game based on Gordon Rennie and
Colin MacNeill's Bloodguiest comic sirig; witness e awesorme game of Warbaninier hased on
the Unlioly Afliance contdc stvij. ..

Al your favourite artists and writers from fnfecnod, Warbanumer

Mowthly and Hee fournal were there, Many were oa band to sign

aulographs, - do  guick

sieelches, ohaf  abowt 8
games g accept
affers of free Beer!




" @M}ﬂlﬁ m:
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Synchronised pointing in the Gﬂmes Workshap arlist I-'-’ayne
White Dwarf 4-way baltle report, England enfertained the crowds

all day fong drawing Gobiins, Gros
and Sguigs.

IEARLLEADANT oy

. _ﬂ }M ﬂi . - Are i 2 of weargames ool isa

COMPUTER GAMES

fl'ﬁt‘f‘t‘ were sorae ufﬁ*i.* RGOS mﬁuir'r LI

sHeak  prevtews
derelopnert,

GAMES __mv '98 THAT LITTLE BIT EXTRA SPECIAL.




WOt we 'gve 'efe 2
2ufing ded zpezhdl - g
bOx contgining mole
hoomgnz dan I can count,
but dehe’2 de.f‘inifgb moke
dan Thhee. ‘ave all
got aufing called o
chozzbow, wot iz g Fght
Nty piece O wOlk gnd
can Min g walohd’2
bartul icm But nevel
f'l?-f-'!r‘, C.C'E. da G'Dbbﬁa d‘fe-
2ome gheatr noo pkrtic2

bowz!

K OO - wiv 2 2 an’ /

Following an from the Empire Mandgunners and Soldiers of the
Empire Warhammer Hegiments released recently, we are proud o
announce the arrival of another Empire Warhammer Regiment —
the Empire Crossbowmen.

The regiment sprue includes enough variant legs, bodics, heads,
arms, weapons and estras o boild a sisteen strong regiment to
shower vour opponent with deadly bolts. The box also contains
the appropriate white metal pieces to make a command group
{leader, standard bearer and musician).

The crosshow is a ‘move or fire’ weapon, although ic doesn’t take
a turm o reload like the hand gun and while lacking the hand
gun’s armour piercing ability the crossbow has a ranpge only
mailched by long bows and artillery, making it a weapon worthy of
respect in any opponents’ eves.

Crosshowmen are usually best emploved in static firing positions
where they can he used as support for regiments armed o fight in
hand-io-hand combat. Good deplovment is essendal to using
Crosshowmen, as the necd o move will reduce their fire race,

Mow that the Empirc has four troop trpes available as £10

Warhammer Regiments {Crosshonmen, Handgunners and
Soldicrs of the Fmpire, which can be cither Swordsmen or
Halberdicrs) there is ceally no excuse not to collect that new
Empire army you've been promising yourself is there?

Sculpted by Alan and
Michacl Permy

Altedorf Crossbowmian Stirland Crossbowrwin

Wissernfand Crosshotman  Reikland Crosshotnmon



...,‘,..#"' Here we have all the multi-pact plastic
Warhammer Regiment sets currently available

s f A’}{-‘ % ¥ ‘hﬁEP f (excepl the Night Goblins, which are covered

= elsewhere in this issue). Bach regiment has a

: d uniform appearance b ough individual

variation for them to look great on the feld of

batile. At £10 o Warhammer Regiments

are d great w, sither build a new army or
adl a few regiments to your existing force.

WARHAMMER 7 |
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Making your
card Wych warrior

First fold the card Wych
warriar in the middie so
that both sides are
back to back. Maxt fold
the two short tabs
autwards.

Finally foid the long
hexagonal taby

under the two

tabs to maka &

basa and glue it with
Superglue. Your card
Whych is now ready 1o
do battle in the arena
(of coursa, your can usa
your own painted Wych
miniatures il you prefer)l




Woundsidctions points:

ol

The number of things a
Wiwch can do in their tum is
M determined by their Action
M Points. The number of
Sl actions points a Wyeh has

relatas 1 the number of

YWounds they have
ramaining. A Wych reduced

o zero wounds is dead and

ARENA OF BL

yE

-1

A A

4 Marre; This is the

Wych's name, alang

o with the weapons

is removed from the game,

=
!

Armour Save;
Wyches wounded
by their foes may
be saved by their
armnaur, The score
they nead to make
HMNArmaour save is
given hara,

Rl

T

ey are carryving.

r'aﬁi

erpent

armed with splinter
pisiol and blada

Aftacks: This lists
the different types
of attacks availabla
to the Wyeh, and
the number of
action points thoy
cost 1o use.

Reaclions: These
are tha reactions a
| Wyoh can make
when attacked by
#r enemy.

EHgct

& ]
H-‘-EH‘-IH"“ Armour save: 54

R T

Soa. Farger amack; Pascng 4+

Sash. To HE: £4, Ta Waowd: a4,

San. To A 4=, ToWoure: 4=,

Koekigck: o+

Ary i A adack

h snnate woe ray l we dice. H

arLerl, A 4 s soored, Holn
| &rewr il both dioe rolls ara hign

hY

1 Special Rulas: |
Any special nufes
that apgply.




Example of
ranged attacks




DRUATH KRUAKHERA MOREDREKHA KOHRLIEK
THE SERPENT THE CAPTOR THE STORX THE HELLION

e 4 A R B s
















The Blood Angeis Chaplains are completely dedicated to guarding against
the Black Rage. It is they who seek the first tell-tale signs of the coming
madness and group the affected warricrs into the Death Company. It is also
they who minister to the depraved, mindless beasts unfortunate enough to
succumb to the Red Thirst. Chaplain Lemartes is currently chief amongst the
Chaplains and the most strong willed of all these individuals.

tand Tast!” Lemartes h:ﬁqmd mﬁng th: blnnd hungrv glaze in iht cyes of ﬂ':i: Space
Mma::s around him, Th:: %s_ 'm:rc :ppma-,hmfg stowly and e kn:w thﬂ rﬁz Bhﬂd%

:*'mmdcr in ‘honourshle closs: Mh‘

i

?

)"Q}Humg*&c Chz.plams stern words, the E:mm squad peatdied their weapons, . cach ptduag _'E
a target 5. ‘![lt advanciog green: skinacd horde, . :

C‘.l‘;.s'ai .’J.‘:I'J"I'E'S | "Open Em:!" ‘kﬂ mmmmd:d and 2= e, the Dtvasma:s 'E:t:mi 2 hail of misuks and i::a!.r}"?
Souiptad by Mike Mclioy | bolts sh:.l!s into the oncoming mass. A score of Orks feil 10 the steady salvoes of {ire |
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The Space Marines of the Blood Angels Chapter are the inheritors of what some refer to as a terrible
curse. Certainly their enemies have reason to call it a curse, but for the Blood Angels the Black Rage is
a constant personal battle. Those whao can no longer keep the Red Thirst from claiming them become part

of the Death Company and allow the Biack Rage to infuse them with the power of Sanguinius.

4|

o F
All Blood Angels are gripped by i
the spirit of Sanguinius and are - “:.‘,
capable of giving in to the Black b i L ¥
Rage. It is something that all F
must resist during every moment . ™
af their lives. For the Blood
struggle to fend off the claws of = . ;-_,.£

Angels this is the constant h L;'7/
damnation.
P
i

Those who succumb to the Black .
Rage are interred into the Death - i
Company by the Chaplains. @A |
Driven to madness by visions of P e g
their Primarch's sacrifice, the
members of the Death Company § i
seek honourable death in battle, r !
fighting against all odds and @
ignoring wounds that under S
other circumstances would most #F =
likely kill them. ;

Those who do not die in battle L

are inevitably taken by the Red @ :

Thirst ~ much better they die on ' k |

the battlefield in the service of x
15

the Emperor,
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BEERES ""'*”"rm Thosr: dtdzcatﬂd Sons of Sangumlus amungat you will
Ls _a' already have Codex Space Marines within your grasp
“\BLQQD ANQ . and have scattered the Emperor's enemies before you.
.~ | Now your mighty task of cleansing the Imperium of o
| heresy is a ittle casier - Codex Blood Angels is here! §

This 24 page book is 2 supplement to Codex Space L

Marines and contains:

All the unique Blood Angels entries to add to the
Space Marine army list, with the full fow down on K
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
mission, Frontal Assault’

An  excellent  section
packed full of tips on
collecting, painting and
playing with the most
bloodthirsty fighting force =88
in the Imperium. '

Get it before the encmies

of mankind get you... ' {

Codex Blood Angels 15 not a staed alose Codex. 2 : l
You will need 2 copy of Codex Space Marincs . . |
to make tull vse of the Blood .-"'.ngl.']s army st ; ; . R
; _J.E taie hl.hu i »

“Cl'y P avqc ai] |




lood Angels
are the most
| ~ ferocious of all
. the Space Marine
- Chapters, falling
" upon their foes
with a superhuman 0%
strength and the
berserk fury of

madmen.

Blood Angels Dcaﬂl C-;Jmpm\-

ThIS Cudcx will lr:t you focus the
black rage against the vile heretic.

Available now for £4.

the Angels of Death.”

Tth i5 a suppkament far !h:r ‘Warhamener $0.000 game and Codex Space Meripes, You must possess B copy of the l'l'amnmn'rar A0.0KH gans and
Colex Space Marines in arder 1o-be able 1o use Fie corlent of this booi.
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G reetings Wyrdstone bunters! This month’'s White Dwarf includes an experience system for
Mordbeim. As with other Mordbeim rules, you should remember that the experience system
ix still under development, so feel free to change it to fit the gawmes you are playing. If you start
nising the Experience system, make sure that any two warbands fighting against each other bave
roughly the same amount of experience, or give the warband with a lower experience some
advantage, like extra gold fo spend on more warriors and equipment.

As an extra bonus, over the page you will find two new, Mordbeim-insgrived illustrations from the
talented bands of Jobn Blanche and Alex Bovd. Enjoy!

As Warriors take part in fights, those who survive
become more expericnoed and improve theic bartele
skills. This is represented in the game by ‘Experience’.

Warriors earn Experience when they take part in a battle.
nee a warrior has enough Expericnoe points, he gains
an Addvance'. This lakes the form of an advanced
characteristic or a skill. Warriors who suivive long
cnough may progress o become great heroes, with
migny skills that they have picked up during their long
and gloricus fighting careers.

When warriors are recruited they start with 0

Expericnoe.

Your Heroes gain 1 Expericnce for each warrior they put
out of action, and 1 Expericnce for cach battle which
they survive {i.e. are not pul oot of action). Henchman
groups gain 1 Experience for each game that they take
part in.

Expericnoe points carnt are always added to a fightee's
total after the game is over,

As warriors carmn more Experience points, they are
entitled o make Advance rolls. To gain their lirst
Advance, 2 Hero or a Henchman group must accumualate
2 Expericnce, Each funther Advance will require the
Herg or the Henchman group (o gain 1 more
Experience than the Advance before (e 2 for first
Advance, 3 for the second, 4 for the third, cte). When
they accumulate enough Experience, they may make an
Advance roll. The rall must be taken immediately alter
the game when the Advance is pained, while both
plavers are present to witness the result, Note that
Henchman groups gain Experlence as a group, ared
consequently all the warriors in one group gain the
same Advance,

6 Characieristc Increase, Roll again; 1-3 +1
Strength; 4-6 +1 Anacks. .3
T Characlenistic Increase, Choose one: +1 W5
or +1 BS,
& Characteristic Increase, Roll againg 1-3 +1 4

B Characteristic Increase. Boll again: 1-3 41

Make any Advance rolls that are due immediaely afier
the battle so that both plavers can wicness che resulc. Roll
206 and comsult the appropriate table, below,

HER(O ADWVA

Herpes may gain g maximum of 1 extra point of
Strength, Toughness or Wounds, and 2 exira points of
Lnitiative, Attacks, Weapon Skill or Ballistic Skill. 1f vour
dice roll indicates an increase in g statistic which is
already increased to this maximum, roll again on the
table. Heroes may have a maximum of 15 advances.

2.5 Mew Skill. RBandomly select one of the Skill !

lists and pick any skill fremm it

Initiative; 46 +1 Leadership.

Wounds; 4-6 +1 Toughness.
Wewe skill, Randomly select one of the Skill
lists and pick any skill fraom it

o P i b, o —

Henchmen may gain only 1 extra point on any of their
initial characteristics. 17 your dice eoll indicates an
increase in a statistic which is alecady at this maximum,
o] again on the table. Al the warriors in the group gain
the same Advance, Henchmen may have a maximum of
4 advances,

e it e e i e e R

2.4 Advance, +1 Tnitiative,
BT Advance. Choose one: +1 WS or +1 BS,
# Advance. 41 Strength.

Adlvanmer. +1 Attack.
Advance, +1 Leadership,

2-10
T1-12
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Combit
Speed (Dwarls cannot have Speed skills)

Swrength
Shooting

The following Skill lists detail the skills that may be
carned as Advances. Roll on the chart alwowve 1o see which
list of Skills you can pick your Skill from.

Diescriptions of the Skills are printed below:

Strike o Injure. The warrior can land his blows with
uncanny accuracy, hitting the most vulnerable spots.
Add +1 to all injury rolls caused by the model.

Combat Master. The Hero s expert at taking on several
opponents. I the warrior fights against more than one
warrior at once, he will gain 1 extra attack as long as he
is engaged by twio or more Oppoenents.

Wb of Steel, Few can match the skill of this warrior, 1Te
fights with consumate skill, weaving a webh of stecl
around him. The model gains +1 to all his rolls on the
Critical table,

Expert Swordsman. The warrior has heen schooled in
the art of swordsmanship to an cxeellent degree. He
may re-roll afl missed hits with a sword during the turn
hie chiarges,

Step Aside, The warrior has 2 nataral ability o avoid
injury in counbat. Bach time he suffers 2 wound in hand-
to-hand combat he may make an additional saving throw
of 3+ on DG, This save is never modified, and it is maken
after all armour saves.

Leap. The warrior may leap 126" in the movement phase
in addition o his normal movement. He may move and
leap, run and leap, or charge and leap, but he can only
It'.l{rl- MR I_]t"r LLAEY.

A Jeaping warrior may jump over man-sized models,
incleding enemies, and obstacles 1" high without
penalry.

The leap may also be used to leap over gaps, but in this
case vou must commil the model 1o making the leap
before rolling the dice 1o see how far the model jumps.
If the model fails to make it all the way across, then it
falls through the gap.

Sprint. The warrior may triple his movement rate when
he runs or charges, rather than doubling it as noemal.

Acrobat. The warrior is incredibly supple and agile. The
mexlel may fall or jump from any heighe without taking
damapge if he makes an Initiative test, and can re-roll
failed diving charge rolls. TTe can still only make a diving
charge from a height of up o 6"

LR sl wd suny

Lightning Reflexes. If che warrior is charged, the order
of attacks is determined by comparing Tnitiative values
instead of the charger striking first automarically. -

Jumyp Up. The warrior can regain his footing in an
instant, springing to his {eet immediately if he s
knocked dlown. The warrior may ignore knocked down
resules on the Injury table altogether,

Dodge. A warrior with this skill is nimble and fast as
guicksilver, The warrior has an unmadified 5+ save
against missiles. WNowe that this save is taken as soon as a
hit is sconed, to see if the warrior dodges.

Mighty Blow. The warrior knows exactly how to use his
strength to the maximum effece. The madel has a +1
Strength characteristic bonus in hand-to-hand combat,
As a4 warrior's own Strength is used as the basis for
calculating the Scrength of hand-to-hand  combat
weapons, the bonus will apply to all such weapons,

Pit Fighter. The warcior has learned his craft in the
insanely dangerous lighting pits of the Bmpive. e is an
expert at fighting in confined spaces. The model adds
+1 to his Weapon Skill and +1 to his Anacks if he is
fighting inside g building.

Resilient. The warrior is covered with old battle scars.
Deduct 1 point of Strength from all hits made against
him in hand-to-hand combit.

Strongman. The warrior is capable of great feats of
strength. The warrtor can use a double-handed weapon
without the usual penalty of always suiking  last,
Determine the strike order as vou would with normal
WEATHIS,

Fearsome Charge. The charge of the warrior is almost
unstoppable. He adds <1 o his WS when he charges,

Quick Shot. The warrior may fire owice per tuen if he
does not move. Note that you may not fire twice with
blackpowder weapons ar crossbows.

Eagle Eyes, The warmior's sight is exceptionally keen.
e gains +6" to the range of any missile weapon.
Nimble. The warrior may move and fire with weapons
which usually can only be fired if a wacrior stays
completely stll,

Trick Shooter. The warror can shoot throggh the

tiniest nook or cranny without it affecting his aim. The
madel ignores all modifiers for cover.

Hunter. The wartior is an expert ar gerting his weapon
lpaded and ready, The-model may fire cach turn ¢ven
with weapons which can be fired only every other turn.

Knife-Fighter. The warrior is an unrivalled expert at
using throwing knifes and throwing stars. He can throw
up to three of these missiles in his shooting phase, and
clividle his shots between any targets within his range as
he wishes. Note that this skill cannot be combined with
Ouick Shot skill,

Well, ﬂmt’s it for Mordheim, (,ily of the Danmed. Tunma-a is husﬂy cnﬂat:lng all ﬂf
your comments about the rules we've published over the past few issnes and
who knows, we ma} even rclc_aac this as a full game in the foture...
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ISSUE 29: IT'S A STORMER!

! H\E'.fal:k Library Publicatian

-‘Escape_- from Hag Graef._.

A ‘IJL hammer {"I'ur.-:.sr nrhnntur: l}ar.ed upon th

_________ ; ut‘h]ess. black armoured

: ders of el ‘5 faws, plus a whole load of

: .......... ogs. of War,
Talgning in

Did you know that every issue nf the Cltadel luurnal 15 e
crammed full of loads of exciting articles, covering all ﬂSfJ’ECt&

of the hobby - gaming, modelling, pamtmg tips, scenarms and
much more - all written by gamers, for gamers?

96 pages of ha_rdcb[r,_e-fﬁébby for' on.ly.ir-l - o_u_t_ Now



SAMES,)

ﬂr” dg Ggme2 WOrk2hOp
gction in evhy 2t ore!

SO ya re;qll wannag
bec Ome dc: be2t
Gobb0o Waghlohrd

g around doez ya? well
St et dOwn 10
& neqre2+ Game?

WOrhk2hOp 21 0Pe qn’

get ac,r‘cjppiﬂ.’

Ere’2 wot yor Jocal
2t OPe can give yar
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 any
miniature we have ever released!

* The latest releases every Saturday.




GAMES WORKSHOP OPENING TIMES MON-TUES & FRI-SAT:
10AM TO GPM. WEDS-THURS: MIDDAY TO 8PM. SUN: 10AM TO 4PM
Stores whose addresses are groen are not open on Sundays, Nottingham HO store closes at ffme every dey except
Sunday. Stoves in shopping centres may nol adbere to these apening times so ring the store for details.
Want to know where your nearest store is and what’s going on there? just drop in or give them a
call. Sbops marked with a red circle ® also bave a Games Workshop Gaming Club. Contact your
focal store for details! For details of independent Gaming Cliubs check out the latest Citadel Jourral

UK STORES

Use this list of Games Workshap stores
ta find the nearest one to you,
ABERDEEN: Uil 1, 20040 Kiregaba, Ta' 01224 621261

ALTRINCHAM: Unit 1, 17 Grallon Sireat,

Tal D181 9Fasaie

AYA: 12 Aaran Mall, Dalklyr Arcage (benind Hourstons
dept. shora), Te' 01232 610675

BASINGSTOKE! 3 Podlers Wald Wale Slreal,

Tel: (1258 4BEDEN

BATH: 30 Upper Borough Walls, Tel: 51285 314414
BEDFORD: 10 Greyirlars: Te 01204 276EY
BELFAST: 70A Castla Courl (howands bacy o the
ceniral. Tal: 01232 215386

BIRMMEHANM:

16 Cofparation Straed, Tel 0121 2367360
BLACKPOOL: & Sidey Streal, Tal: 01253 752054
BOLTOM: Liail 13, The Gale Contrg.

Tl 204 552131

BOURNEMOLUTH: 24 Pret Office Road,

Ted: 31202 319292

BRADFORD: 5 Broadway, Te: H1274 TAkALS
BRENT CROSS: Unt FB, Lowar mal [ Farwizes),
Brant Geoes Shopping Conera, Tel: $18% 2024970
BRIGHTOMN:

7 Mie Falizna, Mik Straet. Te: 01273 200033

® BRISTOL (CENTRALY 15 Braad Wair
Te: 0717 #2575

® BRISTOL [CRIEBS CAUSEWAY): Uinit 179 frex o
MES], upper leval, The Mal al Cribbs Causewsy,
Tal: 01172 KAanae

BROMLEY: Uil B, The Mal, Bramlay, Kant

Ta: 087 35306573

CAMBRIDGE: B Brdge Stoeat, Tal: 01223 313350
CANTERBURY: & Irun Bar Lare.

Tel: (1227 4558480

& CARDIFF: 37 High Street. Tol 01222 644317
CARLISLE: E Earls Lar, Lowlhor Stoaal,

Tei: S1228 59616

CHELMSFORD: Lhnit £r, Phasa |, Tha Magdows
Shasping Centre, Chaknatond. Tel: $1245 4490048
CHELTENHAM: 16 Pltvite Streat. Tal: 01242 228413
GHESTER: 112 Faregaie Street. el 01244 511067
COLGHESTER: 2 Sharl Wy Streal,

Ted: 206 rs7aTa

CRAWLEY: 11 Broadway. Tal; 01283 55272
CROYDON: Linit 35, Dnurrmznd Senlre doalsion a2 tha
bank of the cenlra), Keeley Road, Tel: 2137 E204620
DARLINGTON: 78 Sxirvier Gale. Tel: (1325 382455
& DERBY: a2 Sedler Gate. Tel: 01312 IS

Tel, 07202 GH05R5

DUDLEY: Uit 36, Moty Hil Ceatra, Brady Hl,
Dudey. Tal, 04364 431815

DUMDEE: 110 Gommarzal Steesl. Tal: 01382 2023682
EALING: 520 21 Sivours Mall (owargs oachk of the
senlre], Ening Broadway Cerdra. Te: 0181 B40017)
EASTBOURME: 13 Terminus Hoad, Tei: 01323 641423
EAST KILBRIDE: 4 Righaad Gals

{al the back of MES). Tel: 01355 224600
EDINBURGH: 135 Hygh Streer. Tel: 0131 2206540
EMFIELD: &5 Genatin Raard Tel (481 3633236
EXETER: 37 Frincess hay. Tal: 012852 460305

B GLASGOW: 63 Cueen Shest Tal M41 2e53762

BLOUCESTER: 35 Clhunnce Strea.

Tel 01453 56033
GRIMSEY: 3 Wesl 51 Manys Sata,
Tek: {1272 367757

® GUILDFORD: 12 Tunsgeie,

Tal: 07483 451793

# HAMMERSMITH: 167 King Straat.
Tel 0107 459744

HARRQGATE: 25 Beulah Streal.

Tl 01423 584310

HARRGW: 236 Station Read. Tel: 181 857 2350
HEMEL HEMPETEAD: 1€ Bridge 52,
Tal: 01442 243752

KENSINGTON: Sacp 7, Lancar Squese,

Kenangton Shunch Street. Te: 2171 5300001

@ KINGSTON ON THAMES:

33 Fife Roed. 1et D1E1 5485224

LEAMINGTOM: 2 Park Sireat Tel: 0° 986 436771

LEEDS [CENTRAL): 12-1% Central Road.

Tel: Q713 2520834

LEEDE {YHITE ROSE CENTRE]: Linit 280 inear

Oebenbams), White Beae Cantra, Leeds.

lal: 0113 2723470

LEWEETER: 1620 Siivar Streel Tel: 0116 530510

@ LINCOLN; Urit SUA, Smbaggaca[é;m wailsiza ot

Wittnrsidn Cantre). Tal: 01522 543087

LIYERPOOL: £7 Lovd Streeat, Tal: 0151 2581404

® LONDON {CEMTRAL): Lhit 514,

Tha Plaza Skocping Cealre, 15t Aoor, 116128 Oxtond

Strect. Tol: 977 14 350835

LOUGHBORMGH: 22 Biggir Strest.

Tel: {1509 236107

LUTOMN: 12 Pard Streed. Tal: 01532 417474

MAIDENHEAL: 2 Blanty Hause,

A King Sireat. Tol: 1626 621854

MAIGSTOME:

Urit & 1-§ Purkiing Lana Tel: 01522 877435

® MAMCHESTER (CEMTRAL) B2/70 Marsaen Court

{owear level near drgasy, Arndale Cantre.

Tal: 161 3345671

MANCHESTER [TRAFFQRD CENTRE): Linil HE, Tan

Trafford Gerdre, Tratord Fark, Tel: 9761 24012t

MIDDLESBRACUGH: 259 Mnoas Streat.

Tess 1G4 254081

MILTON KEYMES: lIn% # Wast Erd Extarsion, 504

Bilpury Bouevard, Milon Hayres Shopning Carira (zn

oinside of carine rear MAS), Tal: 01938 E30477

HEWCASTLE (CENTRAL): &3 Claytar Strest,

Tal: 01812 222418

HEWGASTLE (METROCENT wrat A4, Firal Flgor

(near the Mediterrancar Vilage, Tei: 5131 4610850

MEWPORT: 25 Sklanar Streal. Tal: 01625 #55295
FTHAMPTOR v Ui ‘

Sainsburysr. Grogvs

HORWICH: 12-14 E

& NOTTINGHAM (CENTRAL): 548 Frar Lane.

Te: D115 S4BIRS1

& NOTTINGHAM (HQ): Games Workakop HQ, Willaw

Feaad, Lerizn, Motingham (near Cantral TV shudiza),

Tal: 0115 §188410

@ OXFORD: 14 New Inn, Hall Strae.

Tel: D1R6E 242 182

PETERBORAUGH:

3 Wienbarrth Strea, Tal: 01733 BRO05E

PLYMOUTH: 84 Comwall Stwat. Tal: 01732 55421

POCLE: Un7 * 2 "owrgaba Cenlre,

Hign Sreel Tel: 1202 A5G4

i @ PORTEMOUTH: 3£ Arundrd Stroat,

Tl 01705 376264

PRESTON: "5 Miler Arcada, Ta! 01772 D218R5

1 AEADMNG: Unl 3, Cheapside Tal: 0713 2508693

i RICHMOND: Unit 3, Wastrinsler House,
P Eew Ressd, Tol: 0161 Bepg |z

ROMFORD; 12 Cusgrare Srcaca, Tel 1

ST ALBAMS: 18 Hadtage Closa,

Figh Straed. Tel 737 E&1153

BALISBURY: |1b Winchaster Slragt. Te: 01782 330055
SHEFFIELD (CENTRAL): 15 Frrwilliam (e,

Tek 114 2750174

SHEFFIELD {MEADWHALL CENTRE):

518 Hign Strest Upper Mal

neat i gnianca raer Boots). Tal: 0114 258005
SHREWSBURY: 2 Ardge Streal. Tal; 01742 382007

i BLOWGH: 101 High Sireed Tal 01753 575675
t GOLIHULL: 690 Warsick Aoac, Tel: 0227 TRETSST
i SOUTHAMPTON: 23 Eas Btrast

Ted: 170G 331362

SOUTHEND: 17 Spuchohurch Rzad.
lal: 1702 481251

i BOUTHPORT: Un't K2, Marale Place Shappg Gartre.

: Tel: 01704 501255

HE! T E sk ol MAS)

STIALING: 14 Barlon Steal Tal: (17RG 420063

STOCKPORT: 32 Marsey Scugre. Tal 0781 4721427
STOKE O TRENT: 27 Staficed Steat, Harlay,

Tal: 01748 205087

SUNDERLAND: 251 Yar« Sireal, fjusi ot 18 kigh
streat near M&S)H Tel: 0181 5573648

SUTTON: Unt 26, Uppar Mal,

Times Souare Shogping Certe, Tt 0181 TRO454
SWANSEA: 45 Princass ‘Way. Tal: 01 7TH2 483868
SWINDOM: 17 Fleg! Strecl. Tal: 01798 436086
THURRGQCK LAKESIDE: Lt 415, Lavel 3Faad
Cour, Truirsck Lakesdo. Tal: 01708 467 133,
TORGLUIAY: 12 Merket Stresl. Te. 01803 20103,
TRURO: Unit 1, Bridgs housa, hew Bri:]gg Sorpat
Tal: 01872 320047.

TUMBRIDGE WELLE; 44 Camden Hoad.

Tel: 01BA2 525784

WALSALL: Ol Equane Shopping Dentre,

Tei: 1322 725207

WARRINGTOMN: Lnkt 20, Time Sguare [near Cury's),
Tel: 07926 651984

& WATFORD: Ut 1A, Hardaruin Ceatrg,
Clusang Foad. Tel: §7925 245338

WINCHESTER: & 51 Geanges Strast.

Ted: 01362 B2 0793

WOKING: Unt 5 Gleary Courl, Te! 01483 771675
WOLYERHAMPTOMN:

Uinn 88, Mendar Cardre. Te' 01502 310465,
WORCESTER: 4 Charias Streat. Tal: 01305 618707
YORHK: 138 Landal. Tel: 01904 B2A014.

IRELAND

BLANCHARDSTOWN: Urit 249, The Slarchandsiown
Cantre {riga’ the yellow entrarca). Ge. Dubdie,

Tal: 01 32 5568

DUBLEN: Uril 3, Lower Li%ay Strast, Dubbn 1 [raland.
T, 1 BTESTE1

DENMARK

HSRCAGGADE 5,

NETHERLANDS

ROTTERDAM: VAN OLDENBARNEVELT PLAATS 452
Tl 4= 10 800 268

There are Games Workshop stores all over the world, Telepbone Mail Order on 0115 91 40000 Jor details.
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ARMY OF THE MONTH » STORE ARMY OF T}

Wick Mackie
W Edlinburich

disgust the vile attackers overran

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

NICK MACKIE’S

IMPERIAL GUARD

Nick: My Imperial Guand ammy was inspired by 4 huge in-
store battle at Games Workshop Edinburgh, called the
Battle for Scalinvazt IV, Thiz battle featured a Chaos and
Ok alliance versus an all-lmpenal defence foree, To my

W Capicin Cornetus is my commander and he &5 based on the
Cemumissar Yorrick moded. [ reploced the head wirk thar of o
Maordian fran Guardsmen, gave him an Ork bolt pistol and o
Chaay Warrier v hand holding o chainsword, | think svery
army should fave an owistianding commander

the Imiperial defences — even the
mighty Banehlade conversion was
shredded! As a response to this
defeat T decided to raise my own
Imperial Guard Force 1o win back
some honowr for the Imperium, a0

the Sralinvast Defence Force was
barn, Since Stalinvast is a roined
urban waorld, | wanted to have an
army composition which reflected

the planct they defended, T based

the army oo the Mordian Iron
Craard, with three Hellhounds and
kept my Imperial Cuoand sguads
mahile without heavy weapons.
The colour scheme 1%
prodominantly black and yellow,
(erdrvionsly (ikes Freffie Woardeny —
Pew! Sawver) two strong colours

that combine well, 'm looking |
forward 1o tackling Chaos: and
their green-skinned allics again in the
future, I'm hoping that the Stalinvast
Defence Force will redeem themselves!

model. There are a couple of ether wnnsual
comversiony, an Arbites bodv with a Mordian
head and a Relling Sniper with o peabed cap,
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& Onc of my three Hellhounds, This shows
off the unusua! colowr combinadion I oame
sy withe: Cheos Bluck and Bad Moon Yellow.

B [ wanted ai least one Teman R, one
thur looked original and  really scary. [
decided to dowble the thickness of the tracks
s thar the wenk looked heqvier and far more
capable of driving aver rublile and debriv,
Fve nicknamed it the Ergdicator! The
coRversion wiy really easy to do, I just pur
W sety of racks logether on each yide,
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MIDDLESBROUGH

DARK STORM
RISING

{‘Iﬁth Januan,r]-. ._-4“ A0 F

Ao
FISTO

\ [ NOTTINGHAM
||  DARK SHADOW
OF WAR

{_19th De::l_ember}. A nimber ToF

EVENT

Sl LA

A s S i e b

SOMETHING EVIL
THIS WAY COMES

Exeter Plymouth,
Torquay and Truro,

Y BN e T S N

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 details.
Don’t forget, all our stores run events just like these, so give your local store a call.
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& STOCKPORT

ARE RECRUITING
SOLDIERS

ST e

Manchestar ah '%arur-:“‘m,
D=I:E'Tber T2pm

1h

&aturday .Eltl'f Deccrr:l:ucr

4

4?414??] Aanch
(016 B34671).

More gold than
you can shake a
rat at!
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(16th January). 7
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FIX BAYONETS! L e e DRACOS IV
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Plaza January 9th

; Richmond © January 16th
i Sutton January 23th
: Kingston  January 30tH
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BASINGSTOKE RBATH BOURNEMOUTH lllll&'i llL CARDIFF CHELTENHAM CRIBBES CAUSEWAY
IEMETI:R GLOUCESTER GUILDFORD HIGH WYCOMBE MAIDENHEAD NEWPORT OXFORD

MEATGRINDE l{

Did you get a copy of Warhammer 40,000 or Warhammer for Christmas and want
to learn the rules, or are you bored of getting dragged to see relatives who
remember you in nappies and always insist on Kissing you?

You can escape — from the 27th December to the New Year, the entire South West
region will be running two campaigns of gigantic proportions: Huron’s Folly and
the Changing of the Ways. Just turn up to take part.

o W%’%‘-l %MME"{
HURON’'S FOLLY & 402300
CAMPAIGN TREE
s lcLEansE Huron’s Folly
campaign trecs seo e Lo
WD215 ‘Chambars of the Hormed Rab! ki g et o Huron Blackheant lzads an assaul on the
: gl i, = Liltramar sector = 28 worlds ang csught

¢" if-a furlous conflict that engulis men ard
e ; [ e machinery. Entirg amties arg rathed and
.’_ .F‘igﬂ | = H'I'Hw.'_ ¢ destroyed overnight Whowilk triumph, the
¥ i 5 ot iR E forces af Chaos or the Imperium?
HURON & = = 2 - S& = ¢4 5 A [IMPERIALS
= WINS 2 RESCUE | - Pi'mq;.  hatoNkassgcs WIN =
'.." “':'.._. <-:- e " * ¥ i
AR - ﬁuii;-“-{f ff".'-nﬁau%j-;."?:  STRONGPOINT
" HOLD | L v/ g
; e . Pl , g ;o ey & , :- 4 . g ,, ';---. et x_.:. b 12 ! I . . o
L ; e S & .-s-_ - ¥ j : AL ". 4 H-i t"’-' "._ v 7"' : * I:..
! BUNKER EABOTAGE 2 MEAT- BREAKOUT REAR GURRD| .
"ASSAUET (EAsolpe | ‘GRINDER e e 4 ot g B

The Cha“ging of the ways As well as all the great games you can come

: down and learn to paint. put together your own
Aripn Chakai, Dacmaon, Deseiver end  Manipulator of a army or pick up useful tips on tactics. Get the
Thousand Flots — ne ane can-ses his greal schemes but all .
will feel thair affacts. Civil unras: in the frougled city of Tilea most out of Games Workshop, ?u‘gt asic a
besomes apon rebellion. Whal fs the rignt course of action, n_1ember of staff about how to get involved or
e will Yo S your MErcenarcs support? ring your local store for details.

PLYMOUTH POOLE PORTSMOUTH READING ROTTERDAM SALISBURY SLOUGH
‘illlT'l‘ILiHl”l‘ll\T STAINES SWANSEA EH’IN!HIN 'l‘llll{llL-l‘l’ TRUROG WINCHESTER WOKING

: ‘. ll{l L_r . il ﬂs

it

g

| All Gamas Wnrkshnp stures w:ll hee clused m G]'lristinﬂs nay, Boxing Bay and
b Hew ‘I'hars day. In December the stores open at 9am aﬁxcapt Sundays. Gantact
!

|

ynur Incal; store for more information. Please note that stnfe’s m shopplnu
S nm‘lres ma,y have ﬂiﬁqmt__:mmg ﬁm i e
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ik SO, YOU ARE REFORMING YOUR EXISTING SPACE
MARINE ARMY FOR THE NEW WARHAMMER 40,0007
WELL, IT'S REALLY EASY, BUT WHAT DO YOU DO
i B ABOUT ALL THOSE PLASMA PISTOLS IN YOUR
;%}Q B oy ASSAULT SQUADS?
; THE ANSWER'S SIMPLE; JUST COME INTO YOUR LOCAL
GAMES WORKSHOP STORE WITH YOUR MINIATURES.
WE'LL GIVE YOU A BOLT PISTOL TO REPLACE EACH
. PLASMA PISTOL AND EVEN HELP YOU FIX IT!

et . THIS OFFER ONLY LASTS FOR ONE DAY, AND HURRY -
3 EACH STORE HAS A LIMITED STOCK OF PISTOLS.

WARHAMMER

AD,000

Everyone here at Games Workshop

would like to take this opportunity
to thank the mad crowds of fanatical

5 gamers who dashed down to their
Come into local store on Saturday 10th October
your local 1998 to get their eager hands on the

Games Workshop new Warhammer 40,000.
store and play The release of the game was eagerly

‘Arena of Blood’

anticipated by everyone and it was
certainly a day to remember. Once
on Saturday 12th again, thanks very much and good

December. battling!
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the fellewmg stores on these dates

LEEdS -"'f__
~ Exeter

Manchester_- -
Norwich

Edmburgh

Eastbourne'
Derby |

| Newcastle '.
Southampton |

Bromley
Blrmmgham

Turn up between 10am and 4pm

"':"_January 7th
January 7th
January 7th

January 7th

. Jag;!uary 14th'
‘Bath January 14th
Chester;‘-"f

Luten_

Preston
Readmg f

I ELDETRY 14th
January 14th

G/A/u 5 W@ R.Ks (05 P

RF CRUITMENT ’l‘OU l{

~ If you want to werk for Games Werkshep, the
recru_ltment team are on tour. Come and meet them@t

‘ i

January 21st
“January 21st

January 21st

January 28th

January 28th |

January 28th

‘January 21st
January 28th.



his year’s U.S.A. Golden Demon was one of the best ever seen
and while we don’t have room to show all of the winners, the
following pages spotlight the best of the best.
The great thing about this contest is that it brings together some of the most amaxing models
from around the United States and puts them in one spot for all 1o see (and drool over).
Everyone aspires to have a well painted army, and many draw inspiration from this very
contest. Who wouldn’t want to have a whole Golden Demon-level army on their table-top?

1998 GOLDEN DEMON SLAYER SWORD WINNER

Jeff Wilsan is the 1998 Overal!

Grolden Demon Winner and T8 place GVEFJ‘F*L

winner for Best MonsteriCreature or WINNER

Warbernarier Wair Machine 1st Place

Monster/Creature
or Warhammer

War Machine
Jeff Wilson

Orion, King
in the Wood

Jeff Wilson's Urios is more than fust g phenomenal paint job.
Wieh a spectacular woodland base, vines, feathers, and cven a
strap for the Horn of the Wild Hune, foff bas trady broupht Fie to
fhe King in the Wood.

A an af the U5 Golden Demon winners for 19958



1998 GOLDEN DEMON OPEN
COMPETITION WINNERS

1st Place
Open Competition

Jeff Wilson

Below: Winning the
Cipen Category is not
easy - but neither is
standing thar close to
White Dewarf’s Fat
Bindee, Paul Sawyer (the
Bip ‘[ in the preen!).
Iere, Paul offers a
Fregrty bandsbele (o
Sefl Wilsom, who not
oy smanaged Lo win
the Open Category
comtest, but also ook
Bomme the 1998 Golden
Premon Slayer Sword for
hix exceffent Crion.

Cowgratulations! Bl
nezcd yeedr 1 will be even
fopeler” Conlestanls
who win g Overall
i ; o Grolden Demon Aweard
................ I : bk . i il s i e
"""" : S Open Category from
"""""" : ! then on 5o what do you
"""" : ; 15 think Jeff? Can you da it
o . | LU0 Years tn a row?® Aoy
contpetitors ot there
betier start concociing
their endries none!

spectacielarly unigue
lonk, Add in a great
paint fob, plus an
apprapriate Inoking
base, and the results
are the 1998 Open
Catepory Winer Woue!

Runner-up
Bost Monster/Creature or
Warhammer War Machine
Victor Hardy
-l Victor's Lord of Change is not only
SJantastically painted, bul features
some really nice extras and alferations,




BEST WARHAMMER | WARHAMMER 40,000
40,000 VEHICLE SINGLE MINIATURE

151 Place
Best Warhammer 40, D00
Vehicle or Squadran

Brian J. Hotovec
Chaos Space Marine
Night Lords
Dreadnought

1st Place
Best Warhammer
40,000 Single Miniature

Chris Borer
Sister ol Banle

Eook up this minicalure
in one of our catalogues
fry motice Hrian's coof
conversion work.

Chirds oliel o
faniastic fob
converting this
meoclel to resemnbie

the cover af the
Sisters of Hattle
o A beautifully patnted Codex (shown bere
model, and a well on the right).

rendered Banner
wruzede Brian’s Night
Lordds Dreadrnought
stand ouf from the
3 i crotod.

- |BEST WARHAMMER . moiesiiies,,,
. 40 OOO SQUAD LR w} averinok the great conversion work either,
’ I




BEST WARHAMMER UNIT

Ist Place A& These aven't just any old Dragon Princes. With a wiigue colour scheme and
Best Warhammer Unit real jewels affixed to their belms, this is one unit of Dragon Princes that
James Ball the 2nd demeands your attention.
BEST WARHAMMER SINGLE MINIATURE
s iy {
o - - - = rra i o ; i | & s . |

151 Place
Best Warhammer
Single Miniature
Dreew Williams
The Green Knight

- Steady Bands and a
pood deal of patience
inade the madel of the
Green Kuight come
Loy Life.

3rd Place
Best Warhammer
Single Mintature
Bryan Shaw
Bretonnian Knight

The great fooking painted e
pattern and awesome
conversion made Bryan's
Bretomnidan Knighi o
winner




BEST GORKAMORKA MOB

“We iz battling fov egual rights
‘euz e i green oo A preat
Rebel Grot gang from  Joseph
Cefvartaugh. Not only bas be
dane a greal peint scheme buf
Soseph bas also constructed a
rather fitting display base.

1st Place
Best Gorkamorka Mol

Joseph Cavanaugh

YOUNGBLOODS

Patrick val only picked

1st Place S
Youngbloods i chmbitions model To
Patrick James Southern P4, but did some -
The Lord of Change wmarvelious conversions
’ s el

o .\I. :
'|_ ¥
.-_m_e-a-.-_..m_.m_'f;n S

TR E o Y .

—

| BEST EPIC 40,000 BATTLEFORCE
g 1st Place A ot only do we get to see Drew’s great, painted

Best Epic 30,000 Battlcforce
Drew Williams
Crrle Warband

mendceiires, But an incredible diovama as well




5 BEST BATTLE

Best Battle Scenc

Brett K. Dewald 4 . SCENE

‘High EIT in Isolation”

et Befter place to find
stering corfises and the

2nd Place
Best Battle Scene
Bryan Shaw
Tast Stand’

3rd Place
Best Battle Scene
Nick Fontaine
ornercd’
It i diorama, a
Techriarine and o Tech-
Priest correr an escafed

Gerrmres Workshop
Rogiee
Trader.

Well, those were the US.A. Golden
Demon winners for 1998! Great job
guys! Check out next month’s White
Devarf for the UK Golden Demon 98

winners!
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IHSIBE THE LATEST INFERNO!

Great news for all fans of Bill
King! This month’s Inferno! sees
Bill turn his hand to the Space
Wolves in a new story entitled in
the Belly of the Beast, which sees
the Space Wolves investigaling a
strange alien crali thal seems to
be slowly coming alive!

Also, in a follow-up to his ace
Marauder Bomber feanure, Karl
Kopinski gives us an absoluely

brilliant illostrated feature of the

Ok fiphta-hommers and their

insane crew. Be amazed at the

savage ferocity of these, the most
battle-crazed of all Ocks.

The Affair of the Arafry Fxhibit is
the latest tale lrom Gordon
Bennide. It tells the rale of Zavant
Konniger, Alidor!s most renown
sage and detective, as he sets
about solving o dire mystery set
in the bustling Empire city.

All this plus another helping of
mavhem and bolter-fire with
David Pugh's Obeions Trctics and
more stunning artwork from
Rulph Horsley, Jeff Waye and
much more.

HERE'S THE DEAL:

Choose your two FREE hack Issues of INFERNGY IZ s[l m““ HEEIHBHH
z direct 1s Yyour dosr

T NFERNDY lesuaT r
| wemorsmes | V) TWO FREE back issues
] MWFERNC! lssue 6 : E HEE “" ﬂsl & Illllll'llllﬂ
Gt 50w i Sl artvr AREHAY P ran, § vl
e You'll save more MOReY
'] vou wen't miss an issue!

Tizk bwo boses anly
| SNFERNGT Issue 4

] MFERNOD! Igsia §

Games Workshop Mail Order, Willow Road,
Lenlor, Nollingham, NG7 2WS.

Or pop inte your loral Games Yorkshop store and ask about

subscribing to INFEANG! POST THIS FORM OR CALL THE

MAIL ORDER TROLLZ DN:

T - FLEASE TICK MERF IF 300 DO 50T WISH 3 REGEIVE
INFORMATION ON CTHER CFFERS.

= 0115 91 40000 =

SHORT STBHIES . II.lIISI'IIﬂTIlJHS GOMICS AND MUGH MORE



Chapter Approbed

By Andy Chambers

Greetings citizens. This month’s Chapter Approved is a compact
and bijou affair in order to make space for the final part of Tuomas
Pirinens’ Mordheim articles and your free Arena of Blood game.
Nonetheless we have some succulent extras for Warhammer
40,000, including Gav Thorpe’s Death Company army list plus
mission, and Jervis Johnson’s ‘Dry Run Tournament Rules’. There
are also some changes to the Ork warbike rules to encourage
them into a more appropriate spearheading role.

' ORK WARBIKES

Eorme o s . T R ¢ TR e

Fva haen watching Orid warbikes in games recantly and | don't think they really wark like they should. Because warbikes have:
twin-linkad big shoctas they have the range to stay back and act like lang range artillery, They alse tend to stay back out of the
way because they re vulnerabie to enamy fira (yeah they're Toughness 5 but they have virtalfy fo anmour save, come 0 small
units and maka big, tempting targets). This just seems wrong 1o me. Warbikes should be the oulriders of the Ork advance,
spearheading the attack with a blaze of fire Snd the meaty roar of their éngines. Anyway s gobme o thinking and | cooked up
the following anmy list entry to replace the ona for warbikes in the 40K mulsbook. Ifs infended to encourage the warbikas
o push forward and get in amongst the enemy. Commenis welcome plaase,

WARBIKE SQUADRON

Points WS BS & T W | A Ld Sy
Boyz 30 4 2 3 45 1 2 2 7 B+

Nob +22 4 2 4 45 2 3 3 7 6+

Squadron: The squadron consists of 3 to 5 .Ork warbikes.
Weapons: Twin-linked big shootas.

Options: Some warbikes are stripped of their big shootas and their riders fight as.
pure assault troops instead. |n this case the warblkes Gost 20 paints and the riders
are armed with sluggas and additional close combat weapens [chaing, firs frons.
efc).

Character: At an addiional cost of +22 points one of the bikars may be upgraded §
105 Nob. The Mob may be given any aquipment allowed by the Crk amoury with
thie excaption of mega armour,

SPECIAL RULES :
Short rangad: The bouncing, rattiing progress of Warbikes is not conducive to
hittifg accurately at IDng 1ange. Therefore the warbikes' big shactas are limited to
a maximum range of 18%

Hard to hit: As warbikes carsen across the battlefiald they kick up vast guantitias
of dust and ofly exhaust fumes. This gives them a 5+ saving throw as if they were
in gevar, Furthermore if an enermy shoots through a unit of warbikes to hit another
Ork unit behing i, the Ork unit behind counts as in cover foo. The warbikes'
poilution tover has no effect in close mmbat

Psycho blastas: in an assault warbikers use their big shootas 1o blast the enemy
gt point blank ranpe, breaking thraugh their lines in & storm of shells and shrapnal,
This' means that Ok warknkes charging into close combat strke frst and make a
shooting attack an the enemy in tha first round instead of Gghting nomnally (ie. roll
3 dice, hitting on 5+ bul with a rarcll o hit, any hits are resolved with 8 Strength of
5], Once the warbikes have rasalvad thair shots their opponents may fight back,

Cirle Warbiker



- succumbed to the Black Rage. That’s right, an army of Death Company! Initially my well-honed Games

- By Gav Thorpe

Blame Gordon Davidson. It was all his idea. Okay. now I've got that out of my system, I'll explain myszelf a little
better. Whilst writing Codex Blood Angels, Gordon and | were talking about the Death Company and, guite
innocently on his part I'm sure, Gordon brought up the concept of a whole Blood Angels army that has

Developer instincts recoiled in horror from such a mad idea, but the more | thought about it, the more | couldn't

escape the obvious appeal. S0, to vent my troubled soul I've put together this short article.

VENQEanco. ntless millions of lives have been lost and

still linger in the air. Infused with hat
: the millennia by Sanguinus’ bloody
. the Blood Angels fael their anger rising
uncontrallably. Who can blame them for succumbing to
their savage instinct to kil and destroy the Emperor's
i they not been raised and trained for just
* Are they not the protectors of mankind,

ed duty to avenge it ‘ho have fallen?

their rage breaking forth
uts, the guivering of powerful musclas,
g nightmare of the Black Rage. Like

gels feel Sanguinius’ ancient. encrgy
1. The: Chaplains themselves fight h
but even th nof hold against the 5

ire army to
=7 Well, of course it is. | can

24 my mind. ..

is during a major campaign, perhaps the Battle for

Blood Ang
it is the eve of a lan

Sn it's perfectly feazible in the background, bt how do vou fiold a
Death Company army in’ & Warkammer 40,000 battle? Weail, far 3
start you can fight only with the goreement of your agponant — you
can’t just turn up with 8 Death Company army for any old . battic!
Secoridly, i1's unlkaly that any but the mast frenzied Blood Angals
plaver is going o have enaugh Desth Company models 1o fiald an
crtire army of them!

've comes up with the ARMY OF DEATH' Mission which foliws
- Forces arc chosen as for the Battles scenano, with the tollowing
exceptions o tha Blood Angels army:

1. Mo vehicles except Dréadnoughts, RRings and Bazorbacks may
be taken.

2. Al Dreagnonghts fallow the rles given for Moriar the Damned,
tha Blood Angels special character [although theirweapons and
vehicle upgrades may vary).

3. Al units add +25% to thair cost (rounding up). For example, a
Tactical Space Marine will cost 19 poimts instead of 15, an
Assault Space Manne will cost 31 points, and 50 on.

4, Chaplains cost 75 points sach but are not accompanisd by any
exlra Dealh Comgany,

. hsallyveur units are Death Company, it is pointtess molling &t the
starl of the game tosee if they bacome Doath Company again, .

IN THE WARHAMMER 40,000 GAME

er is fully
ement and a
led in prayer.

upan their foes, hali-blinded with
knowing nothing but the nee

o wade .I'IE; -d
the Emperor”

In additicr: the following rules appiy
during the game:

1. Al upils add +1 to their Aftacks and
Leadesship. All characters add +1 to their Attacks

2. Al units automatically pass any Morale checks thay have o
mzke,

3. Al models benefit from the Ignore Injury rule a3 delailed in e
Death Cempany antry of the armmiy lisl,

4. Librarians may not use their peychic powers o a force sword.
5. Do notroll a dice al the start of each luem for the Black Bage -
every unil moves towards the encrmy as if you had rollied & 1.

As the whole ary has gona mad al the same time, i3 assumed that
they'll go to battle weanng their normal armour = here's no time to
paint it black and adorn the armour with symbolic wounds of
Sanguinius though it Tknow some players, they will anyway’).

Wl there you have # As | said eardiar, Blame Gordon Davidsos and
address any lattars to him, not ma, | wasn't even in tho counlry at the
time, 1 was fooking afler my poor oid, grandmaotizr an the moon, with
the: radic and TV switched off. with my fingers in my ears. humming
iougly, and | never heard auffin’ so don’l listen i anyone tells you
otherwise. ..




OVERVIEW

A large force of Blood Angels has succurnbed to the Black Rage and falls upon the enemy in a whirlwind of
destruction. Their only consideration is to annihilate their foes, while their enemies must do all they can simply to

sUMNvive.

e R Wﬁ F .¥$ﬁgﬁr¥1_:‘ i T
SCENARIO SPECIAL RULES

Army of Death uses the Victory Points, Random Game Length, Infiltrators and Deep Strike scenario special rules. |

R T e R

SET-UP
The defender deploys his entire force up to 24"
from one of the long table edges.

The Blood Angels player deploys his entire force at

least 24" from the defender's deployment zone. Any
units which deep strike may be kept in reserve. Any
Blood Angels Infiltrators may deploy anywhere outside of
the defender's deployment zone.

The Blood Angels get the first turn as they launch
their assault.

MISSION OBJECTIVE | RESERVES
The Blood Angels must wipe out their enemies, | Mone.
tm"‘f destroying them if pussible. P e RS T T N e PR B e e g

At the end of the game, work out victory points as | e e
normal, with the following addition. The Blood } GAME LENGTH
Angels score double the narmal number of victory |-

paints for every enamy unit wiped out {nof units that | The game last a random number of turns.
are falling back or have already fallen back off the | =~ TR
table edge). Each defending unit that has not been | 5

destroyed, or is falling back off the table, is worthits | LINE OF RETREA
points in victory points to the defender. | Units which are forced to fall back will do so towards |
the long table edge of their deployment zone, using
nommal fall back rules,

T 2 =
e e R S n
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' TOURNAMENT RULES

The following special niles will apply to the games
played in the Warhammer 40K tournamant.

All models wsed must be PAINTED Citadel
Miniaturas, of the appropriate type for the troops they
reprasent. I'm not going 1o write a fegalistic definition
of what constitules an ‘appropriate, painted Citadel
Miniature', as yvou know what | mean as well as | do.
Suffice to say that an undercoat is nol enough. ..

All weapons, armour options and upgrades chosen
from the army list must be shown on the models
themselves. For examplo, if you pay the points to
upgrade a8 model to be equipped with power weapon,
then the model must have a power weapon. By the
same token, equipment shown on the modal must be
included in its points cost, For example, if 8 madel in
a unit kas a laseannon, then you must pay the points

By Jervis Johnson

for it. The intent of this rule is to make sure that when
an opponent looks at your army, then ‘what he sees is
what he gets’. You may use converted Citadel
Miriatures 10 represent troop types that are in the
army list but are not yet availabla in the Citadel range.

You must bring a copy of your army roster which you
should keep with you when you are playing. The
raster must include &ll of the models in your army,
their points value, the points value of any upgradas,
and must specify which model is carring any speciat
wargear that you decide to take.lt is also important to
remember that when you use a paints fimit in
Warhammer 40K you can only spend up to the limit
agreed — this means that in a 1,500 paint game you
must spend 1,500 points or less. Remember, if you
makea a mistake you will lose points, even if the
mistake was a completely honest one.

WARHAMMER 40K TOURNAMENT LIMITATIONS

No more than 1,500 points may be spent on the army.
The Standard Force Organisation chart will be used.

The army lists in the Warhammer 40,000 rules and any published Codex army
lists may be used,

The army may not have more than one ‘detachment’. No allies are allowed.
(Detachments are described on page 131 of the rulebook).

Rules and options published in White Dwarf may be used.

No Special Characters are allowed. Special Character models
may be used to represent ‘normal’ characters if desired.

WARHAMMER 40K TOURNAMENT
SCENARIO - DAWN ASSAULT!

All tournament. games will use . the
Dawn Assault scenano from White
Pwarf 227, with the following
modifications.

wehicles in the area. whilst you must
have at feast one unit of troops, bikes
ar cavalry over half sfrength or a
maobile vehicle in the area,

Breaking the enemy Is described
below, but basically you need to
raduce them to & quarter of their
starting strength.

THE OBJECTIVE

Both forcés are gesking to clear the
area of alt_enemy forces, securing
ground’ as thiay go. The player that
breaks the enemy first or ococupios the
most quarters of the board at the end
of the game wins.

To ocoupy a table guarter thers must
be nol enemy unils of troops, bikes or
cavalty over half strength 'or mobile

ARMY BREAK POINT

An army is broken when it has a
quarter or less of its starting number of
modefz left alive at the end of any
player turn. For example, if your amy
started with 60 models it would be

-y



broken if there were 15 or less models
left in play at the end of a player turn.
Round any fractions down.

Models with more. than one wound,
wehicles, and characters riding bikes or
athar mounts alt count as a single model
far this purpose. Modsls that are falling
back are counted as being ‘alive’ until
they have left the table, as are modals
that are in reserve. | is poesible for two
armies to break if casualiies are
suffered by both sides i the same
playarturn_In this case both sides break
and tha game-is a draw!

TOURMAMENT POINTS

The foflowing system is used to work out
how many talrnament points you score
in your game. Further points can be
added far things like how well painted
your army is, afc. At the end of the
tournamant the player with the most
points is the winmer,

Win game = 14 points

Drew game = 10 points

Lose game = 6 points

+1 per gama your opponent has won

andior drawn more than you so far in the
towrnament {nat including this game).

+1 if you won the game by breaking the
apposing army, o if the opposing army
was within five models of being broken,
o your opponent concadead.

+1 for each opposing HCG character that
is killed. [Characters with a command
squad or other form of bodyguard are
worth: +1 "point: #  slain, even if the
bodyguard survives).

+1:if the enemy unit (not character) with
he highest points value in the oppasing
army was dead, falling back or had lef

the tabla at the end of the game, If there
are several units that tie for ‘most
expensig unit’, then you eam +1 point
if one or mare of them is dead, falling
back or fled.

+1 1f you have units in the cpponent's
deployment zone at the end of the
game, and they have none in yours
[units falling back, immaobilised vehiclas,
and characters don't count).

-1 if no enamy unit has been reduced to
half strength or [ess, of is falling back or
has left the table, atthe end of the game.

-1 if your army includes maore Elite
choices than it ingludes Troop choices.

-1 if iyour army includes’ merg  Fast
Attack choices than it includes Troop
choices.

=10f your ammy includes more Heawy
Support choices than it includes Troop
cholcas,

-1 if, in the opinion of an umpire, you act
in an manner likely to bring the honour
of the hobby or ¥he race of your armny
into disrepute, when playing a game an
one of the top ten tables. This includes
things like arguing with the umpire about
the rules ar baing rude o an opponent,
and alse doing things like hiding your
Khorng Berzerkers ‘behind a wood for
the entire batlle 56 your army can't ba
briken. Don't worry, you'll get at least
one warning about such behaviour first,
so you'll have a chance to mend your
ways!

Example: I's the fourth round and you
win by breaking the opposing army
[killing the ammy commander in the
process), against an opponent with a
better win/loss record than your own.
You scora 14 (win} =1 (broke enemy
army] +1 {opposing character killed) +1
ftougiter opponent} = 17 points.

PLEASE NOTE THAT THIS IS A MARK 1 VERSION OF THE TOURNAMENT

RULES AND SLIGHT CHANGES MAY OCCUR IN THE FUTURE.

~ NIGHT FIGHTING

A quick one from Gav Thorpe

Twao things led me to this idea. Firstly, |
thought that the night-fighting rules
aren't used that much, which is a shame
because they make for a very lense
battle. Secondly, the Dark Eldar Slave
Raid misston allows them lo attack at
night if they wish. Well, | thought if they
can-do this, why can’t other armies? Sa,
L ihink that in the missions in the
following list, the altacker can choose o

altack during day or night, with the
night-fighting  rulcs applying it - they
wish:

Ary Battle or Raid missions; Breakout;
Blirz; Bleod Angeis' Frontal Assault;
Space Marines” Planstfall.

That's it...
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A Warhammer battle report by Jim Butler, Owen Branham and Tuomas Pirinen

This month’s Warhammer battle report is a classic encounter between two old adversaries, the
troops of the Empire and a horde of Goblins. Warhammer scholar Tuomas Pirinen sets the scene for

this battle of wits...

Tuomas: The Imperial annals well that in the summer of the
year 2510, » horde of Goblins, commanded by the infamous
Spinny Blackstab, was plaguing the lands  around
Middenheim, As the vear progressed, and Warboss Blackstab
gathered ever more Goblins under his banners, he became
bilder in his raids.

Adrer several farmsieads had been burnt to ground, the Eleetor
Counl of Middenheim mustered his forces. As the Goblin

horde was larger than the usual roving bands, the Imperial
oulriders and militia were unable 1o deal with the green-
skinned devils, Unwilling to send his elite White Wolf
Templars o battle because it would weaken his gardsen too
much, he instead cafled for brave mercenaries to join the
expedition. The gold of the Count bought the services of the
famed Daddalle and his Birdmen, whe were visiting the city
of the White Wolf for the annual carnival. They had already
gaingd quite a reputation
with their Mying shows.

The command of  the
Imperial army was entrusted
to Kurl Heimwald, who was
one of the Middenmarshals
al that time. A veteran of
rany batiles, Kurr was an
expert at fighting Gobling. In
the great temple of Ulric,
Kurt vowed to destroy the
Gobling or die (tving.

After  several weeks of
chasing after the rampaging
horde, Daddallo’s birdmen,
soaring above the frectops,
finally detected the Goblins,
With their backs to the
Middle Mountains, the
domain of the Beastmen, the
Goblins lumed to face the
humans. Fmerging (rom the
shadows of the forest, the
aoldiers uf the Emperor drew
up their hattleline. The two
armics were very egual in
strength and numibers, and a
long and bicterly  [ought
battle was to follow. ..

Tor recreate this battle, we
pave the command of the
Gobling to Owen Branham,
and asked Jim Butler to field
his beloved Empire army.
Armed with 1,500 points,
the two Generals prepared to
choose their armies.




WARHAMMER | N

THE EMPIRE MARCHES TO WAR

Picking an Empire  army isn't
normally that troublesome for e,
Once I've tooled up my general and
stuffed him on some suitably scary
monster, then got some nice big unis
of Ogres and Flagellants o duff up
the encmy, and Tined op plenty of
Helblaster volley gens, mortars and
great eannon {lesl my opponent
entertain any foolish notions of
i Busler getting  invalved in 2  shooting
match), i%s really just a case of
waorking out bow many units of Pisteliers 1 can afford wo mop
up the survivors. Now don't ger me wrong, Halberdicrs and
Swordsmen are all very well, but any Bepire General who
treats them as anything more than artillery guards is just
asking for trouble in my book (Okay Jim ity time for your
special medicine now. .. — Pawl Sawver).

It was with mixed Fesfings then, that T was asked to fight a
battle report (hooray!d, to show off all the new plastic
: regiments of Empine Soldiers that the "Eavy Metal wam had
g Just fimishesd {gulpt. Under strict orders [rom the Fat Bloke |
picked biz units of Halberdiers and Swordsmen, with a hero

for the Halberdiers, as I expected them 1o bear the brunt of the
: fighting, 1 would keep the Swordsmen close by, and il possible
L charge them into my encmy's flank. T chose units of wn
s Crossbowmen and Handgunners with standards (very cheap!)
: bt no champions, as imended o keep them ot of combat. |
originally planned to take a unit of Eeiksguard Knights, until




Alan Merrett pointed
oul that the uoit we had WARHAMMIER Re }S'lER SI._IEEI‘ s Tty
painted was one short of Lm 'DF mEHHHM " — MJ
the  minimum  size Models Unit “lWSBﬂ 5 fIT WA Ld[Swe MNates Puitts Vilue
(thanks Alan). I took the eeneraL kurr | |
Reiksguand caplain as Emgpirs Lord 4106 (4. 403064 0! 2+ Mg Ao Armeer of rtue
my general, and the Army tangral : X 15 menolh 123
stanifard bearer as my Hammer & shisld L |
Army  Standard. This Barded Warhores Bl8 0 38 i1|3:1(5!-
would  make  them CAFTAM SCHWARZHELM i i | :

vulnerable 1o bowfire, :;ﬂzsmﬂnﬂm‘ ) 4 %18 LAt EEREHE S | | Mhagho Armowr: Enchasied Shield {41 shiel a8
as they wouldn’t be fanee £ shisld Z i | R i

able to hide in units, but Banded Wathorse ssiods{siiialslst-
Gobling aren’ noted for EAPTAIN PETLEF f | |

their accoracy  with Emplre Hero 4i5(5:4(al2i4|3 8 5

bowfire, 1'd just have to Malberd, shield & light armour | i [ s
hope that the Dioom EMPTMLW'*' : L.

Diver didn™ manage fo Empire Champion A4 44 1514 [217]5 33
hit them. MO M0 W g P i I

LOTHAR THE SLENT - i

Ohne regiment 1've been miﬁuriﬂww 4030334 241117 8+ Bilapio Arvan Shull Stafi

desperate Lo see in “”hw;'w it armanur 8 ¢ | | { Iresveals aneny magt Fams with 7" 156
action is the Birdmen 0831137115 e 1o digpele)

of Carrazza, so my MIDDEN PISTOLS

spies - west: out. and mmm 813:313/9/1:3:1 7|5+

managed 1o secure the Hyarse £ light amomr L
services of Daddallo MIDPDEN HALEERDIERT ! i

and - four  of  bis 14 Halbarlers 4(3:3:3i% | “ ;

Rirdmen. I finished off tsberts | 114 E, L ] it eantaies & musiefan and standard 1“7
my army with more | MIPPEN SWORDS ] =

fiilinr. B e |1t ordne 40437830917 6% Unitoontsinea musitan and standord H
anvwayl selections. A i . ] |

unit of five pistoliers HMME“ m?nﬂm“ i be Lsdadsdy | _

wiould be my flanking Crossbows § hand weapons ! i 3447 - Unit contaite: a standaed 83
force, o slow. down - INMODEN ARQUEBUSSES

the Goblin advance. 1 10 Handqunmers 4lsisislesly i .

chiose a1 Helblasler (o Hand guns & hand weapons ‘ 2w il 88
calm my nerves more HELBLASTER RN 73

than anything), and a % iy 41303837 ; ; i

; X : i | - Spacial rufex sae Emire bestiary 100
Hfcam 1E0%; b driw STEAM TANK = (3137005 - =00 - | Sl e vou e b 200
out any Fanatics (let’s Ettpirg Crw 413 818(3:'1(|3:i1i71] - Ary

see them oy to dent THE BIROMEN OF eATRAZZA |

that!]. Lastly, I picked paddalo 415is:4ls:2/502i8]- May iy

a Muster Wizard with Birdmen 414 . 4|3'3[1l3i1(7]- Sotal ol soe Boge of War e
the: Skull Stafl, mainly 2 Hand weapor: 6 Crossbow ; .

o v o suppress the

cnemy. wizards, and ;

some. magical ammour s =i |;r ; §

for my General and T L‘i“-"““:;’“;f;?;“*“"’:;‘* TOTAL | 1498 pointe L
Army Standard — — - s = TAL [ 14&3%
Bearer.

My tactics would b2 a varnation on the “Kefused Flank”; with

the Handgunners and Crossbowmien holding my right flank.

The infaniry snd Stcam Tank would march for truodle)

sieadily forward in the cenire, while the Birdmen and
Pistoliers scooted round the lett Mank. The oaly caceplion 1o
this plan was the Helblaster, which | placed on my left flank,
to cover the advance of my infaniry, Hopefully, T would
whiltle down the Gobbao's and then bring them 1o battle inthe
middle of the tble, where I could outflank them and rout them
off the ficld. Although 1 had initially been sceplical about
placing my faith in ordinary infantry, the sheer spectacle of all
of those massed ranks of uniformed troops gave me some
comlort,
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Chier Branham

First things first -
choosing the horde.

Might Goblin
Spearmen are
always  the best

starling point for a
Goblin - army. You
need lots of them.
Whoops, ooly gol
twenty painted, oh
wiell twenty it s
Mext, a solil wall of

Might Ciahlin
archers, They
couldn’t kit the
broad side of a barn

bul whoe cares —
they're cheap. Mot
only that but wour
egoemy’s - always
aoing to be scared
they might be
hiding  Fanatics,
aven if thare aran’t
any. Now [ want
that Doom Diver
hut [ have o take a
unit  of rcgular
Gobling 1o get it
That's no problam,
Goblin Wolf
Riders are one of
the best units (e
& Goblin anmics
can have, They are
the fastest thing
with four feet, er,
paws, Stck a good
leader n wilh
them and give him
the Crown  of
Crmmred 50 they
will hopefully
hang around for a
while. Hmmm, [
need more
Goblins, We don't
have amy more
regiments, so |
gucss ' have to

NOT ENOUGH GOBLINS TO GO ROUND!

Gobling can be great fun to play but
I would have prefored some hard
COres o support them in Baide, When
I way asked to play a game using
only Crobling [ refused (ust kidding),
Actually T did have a long hard
think aboul it. But I really wanted

to have a pame with the new
plastic Goblins and that great
looking Doom Diver, and this
was my chance...
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take some fun stuff. Trolls — dumber than Goblins, and they
can vomit o, Whar more could you ask Tor? Stick some
Squig Hoppers in the army tor
some  random  excilement and
three Cioblin Fanatics 1o mow

W down the troops (his and mine and
. I'm almost done. Whal aboul g Chariot or twa? Two

with seythes, I've just got to have "em. Ul put my Warlord
in the spear unit so they can really burt the encmy, a
Shaman Champion to theow aroond a few spells and I'm
ready 1o zo,

MAGIC

Wait, how aboul some magic ttems? Gobling are a weak
bunch at the best of tmes so soms tooled up Big Bosscs are
in order, The Heqre Seeker, Ogre Blade, Blude of Leaping
Bronge, fiode of Slicing and Blade of Ensorcelfed fron.
These are just a few of my favourite things. Throw in g Bed
Meon Banner, Euby Chalice. Crown of Comamard, Amules
af Fire and a Pispel Magic Soroll and I'm just about donc.
Oh, and armour such as Meteorie fron and o Charmed
Sfield should linish things ofl nicely. That's got it.

TACTICS?
My tactics, what tactics? They're Goblins! Shove ‘om
acriss the table and hope for the best. When you'ne using
Gobling you can’t sit around, Get across the bactlefield as
[ast as vou can,




ARMY OF
MIDDENHEIM

Steam Tank

16 Swordsmen
with champion

20 Halberdiers Flelblaster
with hero
5 Pistolicrs Kurt Heimwald,

Geneeal

m 10 Crossbowmean Battle Standard

Birdmen of
Catrazza

Wizard

L.othar the Silent,

SPINNY
BLACKSTAB’S
HORDE

Banatic Sguig Duum
Hopper Diver

20 Might Gobling
with spears

soblin
Chariots

8 Wolf Riders

3 Trolls and
Big Boss

20 Might Geblins
wilh short bows
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GOBLIN TURN 1

A high-pitched “WAAAGH!™ echoed over the field
as the Goblin horde began its advance. The imuge of
an unheatable mass of green-skinned warriors was
only speiled by the spear-armed Cohbos, who
started a huge ruckus over the qualicy of the fungus
boer. Warboss Blackstab stepped in (o intervene, bt
before the order could be restored it was oo late.

“The Doom Diver pilot

Joyously prepared for
‘da long bomb’ but he
stretched the catapult

too far until with a
thunderous ‘CRACK!’
the catapult snapped
in two.”

The Slickas on the lefi flunk shouldered (heir short
bows and marched towards the massed Fmpire
crossbows and hand guns, while the crmatic Squig
Happers bounced towards the laree Halberdier unit,

The howling Giant Wolves carried their Goblin
riders swiftly trwards the Empire’s Tefl flank, closely
Tollowed by the Woll chariots.




In the shooting phase the Doom Diver pilol jovously preparcd
for “da long bamb® but he stretched the catapult weo far until
with a thunderous *CRACK!” the catapult snapped in two, The
Gioblin was thrown high in the air, while his comrades wene
scattered arcund the balcficld along with broken pieces of
the catapuli.

With no hand-to-hand combat to resolve, we moved straight o
the magic phase. The Winds of Magic gave the players nine
cards, but Warboss Owen decided to marshal his strengeh and
did not cast any spells. Finally both players stored o magic
card in preparation of the next magic phasc.

EMPIRE TURN 1

Middeomarshal Butler saw the Goblin horde advancing
fowards his troops and gave his men the order (o start the
attack. The disciplined Halberdiers and the flamboyam
Swordsmen marched forwards alongside the Steam Tank. The

commanders of the Imperial army spurred their warhorses
forward as well, forming an echelon with their troops.

The hot-headed, young Pistoliers spummed their steeds to a
gallop and headed towards the right flank of the Gobling,
bugesting to each other how many Gobling they could slay with
a single shot.

Daddallo and his Birdmen started to pedal Turiously o
activade their mechanical wings and soon they soared ahead of
the rest of the Bmpire troops, their eyes sel on the Woll
chariots.

In the shooting phase the master gunner saluted the General
and then fired the Helblaster volley gun. Cracking neiscs
filled the air, but when the smoke clearesd, only three Goblin
Wolf Riders lay dead and the volley gun had jammed.

Daddalle and the Birdmen cocked their crossbows and sent
the deadly missiles whizeing towards the Woll chariots, One




of the crossbow bolls damaged the body of a charial, bul
otherwise the Wolf chariods remained imscathed. Next the
Ermpire Crossbowmen  and Handgunners levelled  their
weapons, and showered the lumbering Trolls with a hail of
missiles. One of the giant creatures [ell, picrced by several
bofts. Bul the ather Troll, despite being cut 1o dbbons by the
lead bullets of the Hand Guns, stumbled back to its feet, with
its termible wounds closing in an instant,

With all the shooting resolved it was ime for the magic phase
again, Seven cards were dealt and the deadly exchange began,

Concenlrating  his energies, 1he DGmpire wizard cast
Destruction on the Wolf Riders. The regiment scemed
doomed, but the Shaman Shim Sham, picked his noss and
burped the counter-magic incantation of Desproy  Magic,
Crwen made his dispel roll, picked up the dice and promptly
rolled a 3. Thus the Destruction was destroved! Depressid,
Jim decided not to cast any more spells,




Ar the Birdmen swoop down o the Goblin Stickes, three Fanatics burst forth and kil afl the winged worriors!




GOBLIN TURN 2

The turn started as the Stickas began an argument abou
the virlues of mushrooms growing between your toes,
and the Trolls decided to lie down for a bit of sleep
despite the shouting of Dimmy. their Goblin Big Boss,

The Goblin Woll chariots, in their cagorness o got o
gripg with their enemy, declared a charge against the
Pistoliers, bul the Empire cavalry were just outgide their
charge range, and now it was the chariots that were in
danger of being charged,

The Blacknotches advanced and got within 87 ol the
Birdmen, This triggered the release of the Fanatics, and
the maniac Might Goblins wiped out the Regiment of
Renown in a swirl of chains and Beavy iron balls!

With the IDDoom Diver destroved and the Stickas
scuabbling. thers was no shooting o reselve, so it was
time to see how well the Goblin Wolf Riders would do
against the skilled Empire Swordsmen.

Big Boss Urp howled something which the Fmpire
champion deciphered as a challenge, and he stepped
forwards, only to be beaten 1o a pulp by the Goblin. Twa
more Swordsmen were torn apart by the Giant Walves,

but grilting his 1zeth together the senior Swordsman called his
men 0 stand firm, and the proud soldiers passed their Break
tesl.,

The magic phase offercd nine cards, Owen cast Mork Wanis
Yl un the Empite general, but Jim held the Draie Magic card
and emded the magic phase. He even made the roll which
saved his Wizard lrom losing a magic level, much 1o Owen's
disgrusl,

The Wodf Ridlers find th

ersedves erngulfed by the Empive troops,

EMPIRE TURN 2

The Tistoliers, racing with cach other, charged the Wolf
chariots, which stood their ground and received the charge of
the young noblemen.

The Empire gencral recieed a prayer (o Sigmar, and holding
his hammer aloft, charged the Wolt Rider mob, The crew of
the volley gun (rather fealishly) thought that his battTeery was
d command for them to charge as well, and engaged the
Goblins, wiclding their chart books and tapers!

The rumbling Steam Tank barged towards ang of the Trolls,
but the Troll, despite all the odds, dodged the bulldozing
Steam Tank!

Following the barked order of their captain. the Crosshowmen
took aim and sent ancther clond of holts wwards the
lambering Trolls. One of the gianl creatores was wounded,
and cven its regencrative powers did not help i,

The Handgunners followed the example of their comrades, but
failed to even hic the Trolls, and received a barrage of catealls
and insults from the Crosshow men,

In close combat the Pistoliers let rip with their weapons, and *
amiddst a cloud of black smoke and the dealening roar of
pistols, two Wolves and onge Goblin were shot o death. The
chariots Failed their Break test and fled. The Pistoliers mave
chase and chopped down the crow of ane of the chariots, hat
the undarnaged chariol outran the pursuing Pistoliers,

The Swordsmen and Waoll Riders carried on with their baule.
The Empire gencral completely missed the Gobling, and the
Swordsmen did likewise, Only the unarmed volley gun crew
managed wo kill any Goblins! In return the Goblins slew three
humans, but the ranks and standard of the Swordsmen won the
combut. Following the howling of their Big Boss wearing the
Croen of Cemmand, the Gobbos passed their Break test,

In the magic phase the Battle Wirard summeoned the awesome
energics of the Sl spell, and Owen was Torced 10 use his
Dispel Muagic Scroli.




WARHAMME

GOBLIN TURN 3

While the Fanatics and Squig
Hoppers milled around, the spear-
armed Blacknotches turned to
face the Pistolicrs, and the ovil,
little - creatures huarled insults at
the voung noblemen. Incensed.
the proud Pistoliers vowed (o
make shoer work of the Goblins.

The Stickas strung their short
bows and sent their crooked linde
armows owarnds the Handgunners,
but most of the Goblin arrows fell
short. Only one unflorlenate
Handgunner fell, his throat
pierced by a barbed arrow, his
Life-blood oozing oul,

In the struggle between  the
Swordsmen and Walf Riders the
Empire general issued a challenge to the Goblin Big Boss, The
stupid, Htde creature agreed and thus the battle was joined.
Nomerous blows were exchanged, but neither character
suffered any wounds.

The Wolves once again pulled down one of the Swordsmen,
but they lost the battle thanks to ranks and the standard. Again
the Wolf Riders passed their Break test, but by now they were
completely surrounded by the Emperor’s froops,

The impassioned howling of the Goblin Shaman called the
Mork Sove Uz spell 1o protect the surrounded Wolf Riders

from enemy magic.

EMPIRE TURN 3

The Empire general anncunced no new charges, but the
rumbling Steam Tank ran over the Trells ence again. One of
the gianl creatures was wounded, but the other showed a
stupendous mastery of Troll acrobatics and dedged  the
clanking metal husk. The Pistoliers tmed to manocuvre into a

The urit af Trolls, led by Dimumy the Big Boss, dodee the trandling Steam Tank.

better position, bot as their march moves were hampered by
the closeness of the Blacknotches, they were lell in an
awlkward position in the front of the Goblins.

The rest of the FEmpire army was either dead,  stood
immovahle or was locked in hand-to-hand combat, so we
procecded to the shooting phase, The Crossbowmen and
Handgunners opened fire on the Trolls once again. The hail of
lead hullets and crossbow bolts virually ripped apart the
remaining Trolls, leaving the confused Big Boss wondering
where the two giant creatires bad gone.

The Pistolicrs let rip with their pistols, but failed to hit any of
the Gablins. Things looked grim for the young noblemen who
would have to withstand the charge of the main Goeblin unit
neal turn.

The deadlock belween the Woll Riders and the Swordsmen
finally came to an end as the last of the mounted Gobling was
cut down by the skilled Swordsmen. and the Empire General
crushed Big Boss Urk in single combat.

In the magic phase the Bmpire Bartle Wizard raised

TURN 3

his hands and called upon the destructive powers of
the Sfasr spell, Unable o stop it, Goblin Warboss
Owen could only watsh in horror as one of his
Fanatics was roasted and moasted!
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GOBLIN TURN 4

The howling Wolves pulling the
last chariot ignored the shouting
of the Might Goblin Warlord, and
fled the lield. Bven worse, the
Goblin archers started squabbling
and refused to move. Determined
te vent of some of his anger, the
Goblin Warlord ordered a charge
against the Pistoliers. The Empire
horsemen teceived the charge,
and would have o lace the beat
Gohlin regiment.

Big  Boss  Dimmy, having
careleasly lost his Trolls, joined
the Stickas, taking command from
Chukka by banging him on the
head while he was Iooking the
other way. This would make the

unit far more formidable in closc
combat,

There was no shooting to resolve, so it was time (o see if the
Pistoliers. could hold off the charge of the Night Goblin
Warboss and the Blacknotches.

Unlortunately for the Pistolicrs, the Gobling cut down four of

them and broke the unit. The Gobling pursued afier the flecing
Pistoliers, bui failed to catch the rernaining horseman.

“Big Boss Dimmy, who had carelessly lost his
Trolls, joined the Stickas, taking command from
Chukka by banging him on the head while he .,
was looking the other way.”

In the magic phase Shim Sham cast Mork Waney ¥a!f on the
Imperial Battle Wizard, and Jim [uiled his dispel aempt, so
his only wizard was lifted high in the air!

EMPIRE TURN 4

While the lone Pistolicr ran from the battlefizld, the rest of the
Imperial army prepared for the final clash, The Halberdiers
and Swordsmen slowly
advanced, wary of the
dreaded Night Goblin

Fanatics  and  Squig
Hoppers.

Steam Tank
trundled forward,

though a minor Laolt
ocourred, that would
slow it down for the next
FLLrm.

Having finished off the
Trolls, the Handgunners
and the Crossbowmen
turned their anentions to

1he Stickas, Fonr
Cobling - [ell,  three
shewered hy lhe

crssbow bolts, but the
Giabling pressed on.

With a0 hand-to-hand
combat to resolve, we
movid on 1o the magic
phase which proved to
be  uneventful, apar
from  Jim  dispelling
Mork Warty - ¥a! and
managing to wound his
own wizand as he fell
down from skies,

Warboss Spinny Blacksiah leads his Goblin spearmen against the Pivioliers, who are routed.




GOBLIN
TURN 5
There were no charpges w
be made, and neither the
Fanatics or Squig Hoppers
hit any uwnits. S0 in a

desperate bid to lure their
opponents 1o haitle, both

the Stickas and
Blacknoiches  advanced
owards the  Empire

troops, shouting  vulgar
insults and making faces.

Again  there  was  no
shooting or hand-to-hand,
and in the magic phase the
Goblin Shaman — once
again cast Mork Warts Yaf
on the Empire Wizard,

R e

and -with that the last
Ciablin turn was over.

EMPIRE TURN 5

The Fmpive general makes o lost diteh artempt o smash Se Goblin mod.

Determined to slay as many Gobling as possible, Marshal
Butler declared nomerous charges,

The Handgunners attacked the Suckas, and the general led the

by the Goblin Warboss. Perhaps not the wiscst thing to do, but
certainly the bravest!

The Crossbowmen opened [ire on the remaining Fanatic and
it it three fimes, but Tailed to canse a single wournd!

stalwart volley gun crew to battle against the Blacknotches led

“The general led the stalwart volley
gun crew to battle against the
Blacknotches led by the Goblin
Warboss. Perhaps not the wisest thing
to do, but certainly the bravest!”

fn close combat the Stickas killed four
Handgunners, and suffered no wounds in
return, The Handgunners broke and {led,
only 1o be canght by the porsuing Night
Gioblins who  crashed on inte  the
Crossbow regiment,

The Warboss und the Blacknotches struck
brefiore the Empire general, thanks 1o their
Bad Moon Banner, and managed to kil
two of the volley gun crew, The Empire
general struck back and inflicied three
wiounds, but sl lost the combat badly
because of the massed ranks of the Night
Goblins, Cverything depended now on
whether the Empire General could make
his Break test. Jim picked up the dice and
rolled double one! The General was safe!

itk that the bacle was ovier and all that
was lefl to do was count the cost. ..

ey

VICTORY POINTS
Empire: 715
Goblins: 556
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LONG LIVE THE EMPEROR

Jim: The forests of Middenland will be free from Goblin
raiders, for a while al least. I have to say thal the dice really
went against Chwen today. Actoally I don't have o say that at
all, 'm just nice that way (and maybe i T do Owen won't
mention 1he complele mauling [ pot the first time we playved
this battle!).

Wy deployment and overall plan worked reasonably well. The
only real mistake | made was pushing the Birdmen up too far,
s that they gzot walloped by the Fanatics. That was
unfortunate, bul their job was to silence the [oom Diver
catapult, and luckily for me it did a good job of thar itself. This
meant the Steam Tank didn't do itz main joh, but it was funny
watching it run over the Trolls. Steam Tanks have a nasty habit
of blowing themselves up, and you double the chances of this
happening cvery time you fire the cannon, In general, it's best
tr avoid Tiring the cannon unless you really have 1o, If you
want a cannon, buy a Greal Cannon, not a Steam Tank.

The Helblaster’s performance was a little disappainting, but
crucially it killed enough Wolf Riders to stop them getting a
rank banus. The Pistoliers did a fine job of diverting the
charigts away from my main battle line. They died in true
heroie fashion!

What impressed me the most though, was the performance of
my rank and file infantry. While not being spectacularly good
ar anything, humans are decent all-rounders. Empire troops
have access o some gond equipment {especially halberds and
hand guns). and when well fed, in reasonable numbers, they
have a goodd chance against any foe. This baide definitely
changed my mind about the value of *ordinary’ troops. Owen
andd [ have devided to fight a deciding battde with our own
armies (3000 points this time). While 11l probably take some
Flagellants, 1l certainly be lielding at least a couple of
reginenls of Halberdiers, and it ["ve got time, I'll be adding
some Swordsmen o my army. Long live Karl Franz!

ARRRGH!

dwen: Steamn Tank, Steam Tank! A 1,300 point baule with a
Steam Tank! Arrrgh! The Chiel Engincer must have been on
holiday and left the door open. There are only ight of these in
the entire Ernpirs, 50 10 see one in a 1,500 point battle was a

)OO can keef”

S+un+t ¥ but

BIG surprise { You see Jim we ALL thought it was dead beardy
- Paul Sawver). Still T can only Blame mysell [or losing, What
was | doing with my chariots? Nothing, that's the answer.
These war machines are one of the best things in my army and
I squandered them. What a waste. They should have been in
thers with the Goblin Wolf Riders, who with a litle help could
have won their cambat against the Swordsmen.

The Warboss finally gol inlo the battle at the end, but after
secing his chariots disappear in a cloud of dust, his heart just
wasn'l i il Besides he had to keep an eve on thal darned
Steam Tank, Trolls make a horrible squashy sound when they
get run over. What could | do against one of the Empire's
toughest war machines (Toughness 1007 Absolulely nothing,

Squig Hoppers, what Squig Hoppers? 1 know they are not that
reliahle but you would think at least one would do something.
O well. The Doam Diver, ah ves the Doom Diver. ] told those
guys not to wind the thing so tght but would they listen?
Apparently nol,

Fanatics are a Goblins best friend, especially when they work,
There were metal balls and wings cverywhere. | love these
guys, They certinly sorted out those poncey flying Birdmen,
that'll teach "em. The Stickas failed their Animosity lest so
many times [ suspect they were fighting over a bribe from the
Empirc general. Finally the Shaman Champion did a great job
of picking up the Empire Wizard and just letting gravity do its
work. ¥What fun!

Mexttime | wani more ttoops and better dice rolls! The troops
part being the easy bit, as 1'm in charge of the "Eavy Metal
tearn. Jim and T are planning a 3,000 point remalch o see
wha's the best, so just watch this space, Oh veah, the first time
wi had this battle I kicked his bunt real zood. He told me not
Lo mention it but he's the one who wok a Steam Tank in a
1,500 paint battle, I'm not bitter! '

Note: Thiv was the second fme this batile was foughi. The
Jirst dime was an witer and complete victory to the Gobbos,
Unformmarely as i was such a lowad thrashing for Tim it
wowld fueve made o veally duwll banle vepori. Stll, it was
Junny to see Jim biubbing ke o big givl and trying to find
i regvon to refight the barile. . Paw! Sawyer,

yOr mqg,
be back..




SCANDINAVIA

New recruits needed!

Games Workshop is a thriving NORWAY
company, employing more than 2,000 40 Independant
people, with 180 of its own retail stores Retailers S SWEDEN

around the world. Our products are also ;20 '_Tdeﬂﬂﬁda”‘
available globally, through independent i : R
toy and hobby retailers, thanks to our
multi-lingual sales team, based at our

Headquarters in Nottingham, England. DENMARK - :
i 75 Indepeandant i i FINLAND
We are currently strengthening all Retailers and y Tl 4 25 Indopandant

aspects of our Scandinavian operations 1GW Store  amdiiet. i SN Mictailars
— 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)

Da you have:

+ the ability to lead and inspire?

* vision?

= some knowledge of the GW hobby?

+ the ability to provide excelient levels of customer service?
= pravious selling experienca?

= suparvisory or management expariance?

Telesales {probably age 19+)

Do you have:

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

s drive and determination?

= previous selling experience?

= good communication skills?

Retail (probably age 18+)
Do you have:
= 3 good knowledge of the GW hobby?
= gnargy and enthusiasm?
* confidence when talking to people?
= the ability to provide excellent levels of customer service?
If you can answer “yes" to some or all of the questions in one of these areas, we want to hear from you.
These pesitions offer good salares and benefits, and excellent career prospects.
Send your GV, stating which position you are applying for, o

Rob Griffiths, Human Rescurces Depariment, Games Workshop Lid, Willow Road, Lenton, Nottingham, NG7 2WS.
Tel: 0115 8168 8341, E-mail: robg @ games-workshop.co.uk




IL ORDER ﬁa 0115-91-40000 MAIL ORDER 7 0115-91-40000

MAIL ORDEM

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

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

* 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?

'E.. 2

"4 ANYTHING AT ALL - GIVE US A CALL

J

f:»

Z 0115 91 40000 ©

Mail order is open from 7am

to Midnight seven days a
week, including bank
holidays.

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

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

Ising Mail Chrder is as easy as falling off a proverbial log! If you
hawve access to a creditidebit card (either Access, Mastercard,
Wisa or Switch) then you can place your order by phone... Just
ring the huge number above. If not then don't despair, simply
write your order out on the back page and send it with a chague
or postal ordar (avallable fram your local post office) to the
addreszs on the left...

Sea, as easy as falling off a log. Still stumped? Well then, pick
up the phone and calf Mail Order, we'ra naver too busy to help!

Deutsch/Holland Mail Order .

DIESE LEITUNG IST MONTAG BIS FREITAG

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

GEOPEND VAN MAANDAG TOT VRIJDAG
VAN 12:00 TOT 20.00 UUR Nederiandse tijd
0044 115 916 8255

IL ORDER




Pho. = 011’= *-40000 tg add any of these models to your c jctlﬂl‘

¢ WARHAMMER [ .
MENT
IGHT GOBLINS

JUSE (e in onar
amaring rangs of
Warhammde
Regin Inside
each boxed set isa

rn i

plastic kies,

including spe

metal parts needed 1o

miodel a leader,

stardard bearer and
ician. Your Night

l\!t‘[llhll‘.‘ll either
with spears (shown
in the picture on the
lefty or bows.

‘ Examples of the W irh-u'nmtr Re
Might Groblins armed with bows,

ELISTER

e | NIGHT GOBLIN
£'? SQUIG HOPPERS

ELISTER 1 ] - MIGHT GOBLIN
: NETTERS & CLUBBERS

BLISTER

SKARSNIK, MIGHT GOBLIN i s T MNIGHT GOBLIM
MNIGHT GOB .
Gsnnﬁin”" WARLORD OF THE EIGHT : e SQUIG HUNTERS

PEAKS & GOBBLA

fAIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-4000!

Models not shown at F.II:[I_J:H-
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WAAAGH! SKASKUL |
NIGHT GOBLIN

» ARMY £100.00

¢ In thi=s month’s White Dwarf, Nick
| talks about collecting a Gobbo army.
. The Black Goblin liked it so much, he
- put together this fantastic Night

Goblin army deal, $o you can have a
& nght Goblin army as your own or [
. add it to your existing Orc & Goblin
j army. Buy the whole army for £100
“and get a FREE copy of the Orc and
| Goblin army book.

+' 2 NIGHT GOBLIN WARHAMMER
_ REGIMENT BOXED SETS
{' 3 NIGHT GOBLIN FANATICS

1 GOBLIN DOOM DIVER
BOXED SET

1 GOBLIN WOLF
RIDER CHAMPION
9 GOBLIN WOLF RIDERS

. 5 SQUIG HOPPERS
- 2 SQUIG HUNTERS & 6 SQUIGS
14 NETTERS & CLUBBERS

- FREE ORC & GOBLIN -
RBH\' BQOK . i _mal-rr GOBLIN REGIMENT _

Look Owt Fel mobe
gheat 2tuff in di2
menth'z izzue OF Thoil
Black Goklin, Mol okbder:
owh Maoazine.

MAIL ORDER Q@ 0115-91-40000 MAIL ORDER @ 0115-91-400(
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SPACE MARINE
TERMINATOR £6
CAPTAIN EACH

£6.00 (Banner not Included)
Designed by Jes Goodwin

BLOOD ANGELS
CHAPLAIN LEMARTES,
GUARDIAN OF THE LOST
£5.00

Designad by Mike McVey

SPACE MARINE

TERMINATORS ? . 1

£15.00 ' i T BLOOD ANGELS CHAPLAIN LEWARTES,
Boxed sef includes GUARDIAN OF THE LOST
enough components to

make 5 Space Marine

Terminators
Designed by Jes Goodwin

SPACE MARINE
BATTLE FORCE
£40.00

Space Marine Tactical
squad (includes enough
components to make 9
Space Marines and 1
Sergeant), 5 Space Marine
Terminators, Space Marine
Land Speeder, 3 Space
Marine bikes and a
Warhammer 40,000 Gothic

Ruins sprie
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BLOOD ANGELS
AZSAULT MARINE

SPACE MARIN
ASSAULT
SQUAD £10.00

1 Space Marine Assault
sguad (enough paris to
make one 5-man Assauli
squad with assault
weapons and fump packs)
Designed by Jes Goodwin

BLACK TEMPLARS
ASSALLT MARINE

DARK ANGELS
ASSALILT MARINE

ULTRAMARINES
ASSAULT HARINE

WOT "APPENED
TO AL DA
GOBBOS?

With this deal you can pick your own
ten-man Assault squad. All you have
fo do is pick two Space Marine Assault
Squad boxed sets (above) and one
Space Marine Sergeant from below for
£20.00! Saving £4.00!

DER 1S MORE OF DESE
ARMOUNED QOMIES NEXT
MONTH, WIV DEN BLOGD
ANGELS ASSAULT SQUAD

COMMAND GROUP!

SPACE WOLVES BLODD ASSALLT SQUAD ASSALLT SQUAD

I " CLAW SERGEANT SERGEANT SERGEANT £ — #’l i

Designed by Jes Goodwin
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ELDAR STARTER
ARMY DEAL £50

1 Eldar Warlock

TROOPS

10 Eldar Guardians
1@ Eldar Guardians

HEAVY SUPPORT

T Eldar War Walker
FAST ATTACK
3 Eidar Jetbikes

Buy this army deal for £50 and
get an Eldar Warlock FREE!

If you want fo order one of our
iarger Eldar armies give Mail
Order a call on 0115-91-40000.

Hive T}rnnt and Gargoyles

4 e

EHJ]’ Wﬁr]m k

TYRANID STARTER
X ARMY DEAL 50

1 Hive Tyrant

| TROOPS

10 Genestealers
10 Termagants

5§ Gargoyles

Buy this army deal for £50 and
get twe Gargoyles FREE!

If you want to order one of our
larger Tyranid armies give Mail
Order a call on 0115-91-40000.

Cienestealers
R



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

—d CHAOS STARTER |
&1 ARMY DEAL £50

1 Chaos Sorcerer

5 Chaos Terminators
5 Plague Marines

TROOPS

10 Chaos Space Marines
10 Chaos Space Marines

.8 Buy this starter army deal for
L8 £50 and get a Chaos Sorcerer
8 for FREE!

J If you want to order one of our
larger Chaos armies give Mail

- Chaos Space Marines [ed .11}- 2 Ch;ns Sorcerer

ORK STARTER
ARMY DEAL g50

1 Ork Warboss

12 Ork Slugga Boyz + T Nob
12 Ork Slugga Boyz

10 Gretchin + 1 Siaver

L__FAST ATTACK |

T Ork Wartrak

Buy this army deal for £50 and
get one Ork Nob for FREE!

If you want to order one of our
farger Ork armies give Mall
Order a call on 0115-91-40000.

D‘rk.afln & S]ugga Hﬂ}rl
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DARK ELDAR
SCOURGES £15.00

Box includes one 5-man squad.

Dasigned by Gary Morlay

DARK ELDAR TALOS
£15.00

Designed by Mark Bedford

WARMAMME, “ser

AnA0n

8 | o mm CODEX DARK ELDAR
' DARK EL mp ey

The background, rules and
army list for the Dark Eldar

DARK ELDAR
BATTLE FORCE
£40.00

20 plastic Dark Eldar Warriors,
1 Dark Eldar Raider, 5 Reavear
Jetbikes and Warhammer
40,000 tree sprues {enough
components to make 4 Jungle
frees)




Wik armed Wi armisd with Wech armad

Wik armedd with : : : e i -
with sharnet & imipalor razarsnare & falchion with shavene! & wnpaler - |

razorsnane & falchion

Weh aomed wilh Wk armed with
hydrRniies fdlrakinives

Dark Sidar ammed Dlark Eidar aumed Daric Eldar armed
veith shrardar Wit oigrk fance wibh dark lamco

Build up a Dark Eldar JER ‘WM :
Reaver jetbike E“BIKE WARH '&MME‘R SSET

40,000,

DEAL

squadron by buying

two Reaver jetbikes

and getting a third ===
for half price! - .

B e
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ADVANCE ORDERS...

: How can you
not only get all
the mewest Games
Workshop boxed
sets, models and
books when they
coane out, but also
ensure you get them
before anyone else?

: By taking

advantage of
Mail Order’s
monthly Advance
Order deals! Don't s
forget that if vou : g Eri. ANCE GRDER
place an Advance * il > 3 . GS%JE}( CHAOS
Order with us we : i ¥ SPACE N‘[ARINEE
only charge £2.00 i RING MAIL ORDER FDR.
P&P - that™s half DETAILS

SU BSGRIPTIONS

Games Workshop's action
comic featuring stories
about all your favourite
Warhammer armies.

SUB&GHIP‘I‘IONS

: : Take out one of this
featuring gaming i

5 menth's subscription
igeas or gamers by deals, and you’ll get an £8

Subsuribe o Warlammer Monthly now gamers.
. Tl et 1T ks 2 + =
and net only do vou et 12 jssues for £22 w Witk 2 1 gear subscrlplioh ‘1o Hie Codex and a £10.00 boxed

pilis Puiel-Roge fh - wone of rmmi:y-ul'l.' Citadel Tournal v can get-a £3 boxed set HhSOIUtEI}' FREE!
vonchees thar you can redeem for Games

Workshop games and miniatures; a £3 snrs L D8 coil gl Take out a 2 year subscription
off voucher i you spend £235 or more, a 6 Issues ii-’f \'.J'hi‘te Dwarfs) for £75 and
£3 off vancher on a £10.4K) hox and two Uk £24 we'll give you a 4 or £8 Codex plus
£1 off vouchers ca £3 .00 hlisters. USA 570 ona £10.00 boved set FREE!

K £22 G ; DMOO Take out a 1 year suhscription

USA $30 e - {12 White Dwarfs] for £40 and

EL £“3% France FF320 wa'll give you a €4 or £8 Codex

HUADS - Spain & D00pts absolutely FREE!
Rﬂ“ i : £_33 Europe £36
(Subscriptions will be available ROW 16

through other Mail Orders)

{Sabscriptions will be available
through other Mail Onders)

T R FLafk

L e pnd® . = 2%  JRDER T DT15:91-4000



WARHAMMER 40,000

WARHAMMER 40,000 BOXED GAME £50.00
WeARHAMMEFR: 16,000 RULCGOOK (N 51 GaSEl  £25 60
CONFX BLOCL ANGELS [T
CODFX SPACE MARINES z fE.00
" CODEX DARK ELDAH 1 5.0
NEWI CARK E DAR JETE'KE BOXED SET 600
MEV/! DARK CLOAR SCOURGE BOXED SET TE15.00

" MEW DANK ELDAR TAI 08 PONED SET £15.00

" HEW! DARK ELDAR WARRIDA WITH SHHEDDER  £3.00

NEW! DARK ELDAR WAAAIOR WITH DARK LANGE . £5.00

HEWY| D& AK_ELCAR WYCAES WITH WYCH WEAPGKS ™ £5.00

£12.00
1800

" DWAK FLCAR RAIGER BOKED BLT

" DARK EIDAR JETBIKE SGUAD BOXCD SET
" DARK CLDAP BEASTMAL

DARK CLDAS WARF BEAST
OARK ELDAR £5.00
" AAK ELDAR INCLDI E T3E0

" DAAK ELCAR INCUBL WITH ASSALIT WEAFGOH £a.00
DARK ELDAR URIEN FAKARTH £5.00
_ GARK ELDAR BATTLE FORCE GOXED SET annr
DARK FILDAA SYBARITE 5 £4.00°
Offs ELDAR HAERINGULUS B F3G0
DARK ELDAR WYGHES & £2.00

DARK ELDAR WAAAIDRS BOXED BET 10,00

T LARK ELDAR WITH BPLINTES GANKGN £3.00

" NEWI SLOOD AMGELE CHAPLAIN LEMARTES TR
ELDOD ANGELS DEATH COMPANY RONED SET . £-0.00
PLC0D ANGELE BAAL CLASS PREDATOR 20,00
BLOCM ANGELS DEATH COMPANY CHAPLAIN 400
BLOGEC ANGFLS SPACE WARINE £
BLOJD ANGELS COMMAMDER CANTE £7.00
BLCOD ANGELS APCTHEGARY CORBULD T
BLCOD ANGLLS CAPTAIM TYCHO 000

E7.00
LE.00

" BLOOD ANGELS CrICT LIBRARIAN MEFRISTON

NEWI 5PACE MAFINE TERMIMATOR CARFTAY TR

HEW! SPACE MARINE ABSALILT SOUAD ROXED SET £10.00

“SPACE MARINE DEVASTATONS BOXCD SET £15.00
TEPACE MAAME LAMD SFZEDER BOXED SET 14,00
SPACE MARINE COMBAT SOUAD BOKED BET £5.00

EACE MARINE VETERAH EEHG:PN[ WITH POWER AXC £4.00

SFACE MARINE SC0UTS -

£1.76

WARHAMMER 40 000 TEMPLATES

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

AND HERE’S THE REST:

£2.00

WATARMMES 46,000 GOTHIS AUING

WARHAMMER 40,000 TREFS

SPACE MATINE BATTLE FORCE ROXES SE

SPuSE MARNE TACTICAL SOUAT BOXFD 52
WARHAMMER

E5.00 {per bag)
i3.00 (par zag)

WARHAMMEA BOXED GAME £50.00
 VAARHAMMER WAGIC £25 00
" PERILCAIS QUEST [CAMPAIGE FAGH) EXPIR]
TCIRGLE OF BLOOD (CAMPRIGE FACH) 1200
TIDOL OF GORK {CAMPAIGH FACK) £12.00
CRUDGE OF SRONG (CAMPAIGN FADHK) £12.080
VWARHAMMER ARMIES ROOKS L1500
WARHAMMER ROSTEA PADS CZ 50

KEW! MIGHT GOBLIN DOOK DIVER BOXED SE1

NEW: HIGHT GOBLIN FANATICS
WARHAMMER REGIMENTS
MEW] %IGHT GOBLING SOXED SET £10.50
MEW! SMF RE CHROSESOWANEN BOXED SET £15 50
" EMPIRE HANDGUNNERS BORED SET £16.00
E0.DITAS OF THE EMPIRE BOAED SET TR0
SRELETON WARRIORS BOXED SET 000
CHADS WARRIORS BOXED SET 1000
GHADE HALBENDICAS BOKFD SFT ) 000
w.e.os KNGHTS BOXED GET £16.00
BLACK LIBRARY
GAMES WORKSHOR CALENDAR £6.00
HEW T WARFAMMER MONTHLY. Comic %71 E2 50

12.00
2,00
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THEW! INFERNO, Blam'n e £170 EL 00
TIOURMNAL 25 g5 pages of hasdoone nobiny FL.00
i F!EPD-"-'E_B FPIC 40,000 :-:m.lla loin £4.00

CITADEL MINIATURES

1995 CITADEL MINIATURES AMMUAL £7ED
WEGA PAINT BET % 100,00
'HIGH ELF BANNCAS {350
[IARK ELF BANNETS ~ £3.53
MWARAF BAZWERAY RE.00
CAC SETTLEMEN £5.00

TIGH FIF ENCLAVE 4,00 i o

THROLL 1%

This month’s issue of Troll, Mail Order’s
own magazine, is full to the brim with
deals and crazy ideas, including...

* Night Goblin army deal

* New Dark Eldar Scourge and Talos
components

* Empire Crossbowmen

* Great terrain deals




WHAT'S THIS THEN?
This is your Mail Order form. How that you've seen all the models and new releases [n this issue, we know

B
r."‘1'5_: 2y that you can’l wail bo get your hands on them. All you have to da s fill out this form, stick it in an envelope
N with your paymenl and post i to the address shown at the beginning of the Mail Order section.

COBE PUBLICATION/PAGE FRICE

DESCRIFTION

021002201
010110401

_ High EIf Spearmarrl_‘l.__-—-ﬁgg ANNUAL | 1.75
Space Marine Imperial Fi _ ite Dwarf 223 | 4.00

Please start my White Dwarf subscription with issue number: ...... mut TaTAL

I would like to subscribe to White Dwarf for 1 year _] f 2 years _]

Ring Mail Order to find out what subscription deals
are available now on 0115 91 40000.

POSTAGE & PACKING

GRAND TOTAL
(TOTAL + P&F}

POSTAGE & PACKING

] Please start my Citadel Journal subscription with issue number:

[ Flease start my Warhammar Monthly subscription with isaue number: ...

UK & BFPOr 2nd Claas Adn
FR.00 3.7 oy dalvey. 15k Clias
e £4200 25 day Ga oy
Bpecial Delivary (LK paly) add
77,260, i Morday bn Thrseay
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wour dacrnep T ol dag
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MAME:: oo i men i B i e R ADDRESE: .ociusi i i winioiesivnsin daviain iasasied e

BOUINTRY: ccovivaiociimiime insvvsinmiie iaa s drins Postcode: ..., 1= R

Method of Payment: Cheque [_] Fostal Order _]

AccessMastercard (]

Visa )

Switch _]

Card No: BDDD JDDD DDD] DDDD DHDD Card Expiry Date: ...

Cardholder
O AT s o S o R B i

Games Workshop Mail Order, Willow Road, Lenton, Nottingham NG7 2W$




NO SERIOUS COLLECTOR
- CAN DO WITHOUT IT! |

-SPACE MARINES

WARHAMMER | Are you converting, painting
WARMANIMER or collecting an army of Citadel
40,009 mintatures! Then you won t

fjﬁgﬁ&“oﬂgﬁ want to miss this book!

R This Citadel Miniatures Annual 1s the vltimate guide for

: %}Plﬁ‘ﬁﬁﬁﬁ,ﬂ? gamers and modellers. Inside you'll find photographs of

the thousands of metal and plastic Citadel models

' avaifable for the 1999 range of Games Workshop games.

E' AVAILABLE NOW FOR %750



Kev Walker

Black Templars Space Marine b}-



