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IMPERIAL BATTLESHIP COVER
Art by Richard Wright.

GAMES WORKSHOP NEWS 2

Wordy Bloke Graham Davey checks out what’s new, going
on and happened, including the Warhammer Monthly comic
that’s free with this White Dwarf!
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More great events coming up at Games Workshop HQ,
including the WH40K Campaign weekend!

NOTTINGHAM HQ OPEN DAY 32

A look back at Games Workshop's first ever Warhammer
40,000 open day.
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Your letters, your opinions, your views.
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Find out what's going on near you, at your local Games
Workshop store.

THE CITADEL JOURNAL 80

‘GW’s own fanzine opens up its pages for inspection.

MAIL ORDER 101

All the new Lizardman releases, plus the new Battlefleet
Gothic spaceships including the mighty Retribution class
Imperial battleship.
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_ The Game of Fantasy Battles | In the Grim Darkness of the
8 ' Far Future there is only War!

he war drums of the dark continent sound and the § e o
izardmen march to war! CHAOS RHINO 22 I._;Ia,
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The new Chaos Rhino - it's dead
spiky!

| Nick Davis takes a look at how to collect and fight with an | -
o R R T T il BEST OF FIENDS! 23

Brian Best, from our Basingstoke

|| store, is a crazed worshipper of

A new spawning of Lizardmen/ Nurgle and has an excellent Nurgle 5§
— Oxayotl, Inxi-Huinzi ar Space Marine army. Afraid of
Tenehuini. Plus you can win infection, we let Brian explain it himself.

&’ 1,000 point Lizardman army. THERE CAN BE
{8l ONLY ONE 56

The final installment. As Nick{ The 'Eavy Metal team recently went head-
recovers from Jungle Fever, he | to-head in a painting competition to find
shows us how to make overgrown | out who could paint Jes Goodwin's new
hills and collapsed temples. ¢ Chaos Space Marine Lord the best... Chaos Lord.

CHAPTER APPROVED 69

. Veteran Warhan This month’s Chapter Approved includes new grenades to
~ and with Lizardmen armies many times. He gives us his{ throw around, a Q&A section to clear up some of your common
| views on how fo use them. LTSN | WH40K problems and Sacred Rites for the Sisters of Battle.

FRED OR DEAD! /7

WH40K nutter and Southwest hobby manager Fred Reed
shows off his amazing Chaos Space Marine army.
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“Make if so!”

Job: Captain
Special Abilities:
Sitting in his
ready-room, while
everyone else
sorts out the
problem.

What are you
painting/
modelling at the
moment?

White Scars
Space Marine
assault squad

Alias: Fat Bloke

Nick Davis

‘Resistance is
futile™

Job: 2 of 6
Special Abilities:
Has become part
of his computer
and so can never
leave it.

What are you
painting/
modelling at the
moment? _
Starting a Sisters
of Battle army for
Warhammer

40,000

Simon Shuker

Marine Chaplain

Graham Davey

“That is illogical”

THE WHITE DWARF BLOKES

Adrian Wood

e

“Perhaps this is a

lain Compton

“You will stay

“So how do you

feel about that?” Job: Sciehce good day to die!”  here forever!
Job: Ship’s Officer Job: Chief of Bwa, ha, hal”
Counselior Special Abilities: ~ Security Job: Strange-
Special Abilities:  Infuriatingly Special Abilities:  [00King alien
Listening carefully  pedantic and ‘Whatever the creature

and looking really  picky. Overactive problem is, — Special Abilities:
‘concerned, but -eyebrows, hit it. Actually only
never suggesting  what are you What are you wants

anything vaguely painting/ painting/ companionship.
useful. modelling atthe  modelling at the ~ What are you
What are you moment? A moment? painting/
painting/ Raptor squad Starting a new modelling at the
modelling at the  4ias. Wordy Warhammer army  moment? An
moment? Bloke — Orcs of course!l  Eldar fleet for
Salamanders Alias: Grand Battlefleet Gothic
Chapter Space Warlord

Yes, sad but true, Adrian Wood, the
Grand Warlord himself, has left

White Dwarf.

Adrian has been a Dwarfer for over five
years, since issue 164, and all this time he
has been collecting and painting his
beloved Orks. He has also played battle
reports (losing all but onel), written lots of
great modelling and scenery building
articles, and generally looked big and scary.
Adrian will be staying in the Games

Workshop  Studio,

working on the

< We couldn’t
resist this
opportunity to show
you the first ever
photograph of Adrian
to be published in
White Dwarf. Even
back then he was
already developing
his ‘Orky’ look!

production of rulebooks, army
books and Codexes (if Adrian
has anything to do with it, Codex
Orks is bound to be out very soon!).

Adrian’s departure from the White
Dwarf bunker was marked with, er,
well nothing really. Teary-eyed
White Dwarf
colleagues
commented:
“What a
relief”,
“Where did all
that space come
from?” and “Adrian
who?”

One of Adrian’s awesome scratch-
built Orky Dreadnoughts ~ p.



SPACE MARINE
ASSAULT!

A Dark Angels armed with plasma gun and meltagun.

Designed by Jes Goodwin & Mike McVey

New out this month are Space Marines armed
with assault weapons, a plasma gun and a
meltagun - ideal to strengthen your Tactical
squads with extra firepowe‘r.

weapon.

Its hlgh strength gives it a falr chance of

penetrating armoured vehicles, while its high rate of fire
makes it a good anti-troop weapon too — especially as it
will cut through even Terminator armour with ease.

Meltaguns are specialised anti-tank weapons that will
penetrate the thickest armour — if you can get close

enough!

Each model consists of a plastic Space Marine sprue
with a metal gun, allowing vou a variety of poses.

DO YOU

KNOW

THIS CHAOS
SPACE MARINE?

Although we have
photographs of a
number of Michael

Anderson’s models, all
traces of his address
and telephone number
have disappeared (if
you could see the state
of Fat Bloke's desk, you
would understand how
this could happen!).

Anyway, Michael, if you
read this, please get in
touch!

NEW RELEASES
THIS MONTH

GOTHIC

Battleﬂaat Gothic (boxed game) £40.00
IMPERIAL i
Imperial Cruisers {plastic boxed set) £8.00

Imperial Sword class frigates (three models per blister) £5.00
Imperial Cobra class destroyers (four models per blister)  £5.00

Imperial Retribution battleship (metal boxed set) ‘£12.00
CHAOS

Chaos Cruisers (plastic boxed set) £8.00
Chaos Infidel class raiders (three models per blister) £5.00
Chaos Idolator class raiders (three models per blister) £5.00
‘Chaos Desolator battleship (metal boxed set) £12.00

.LiZ:A:RDMEN'

Tichi-Huichi’s Raiders (metal boxed set) £20.00
Skink Cold One Rider (one model per blister) £4.00
Inxi-Huinzi {(one model per blister) £6.00
Oxayotl and Tenehuini (two models per blister) £5.00

WARHAMMER

40,000

Chaos Space Marine Lord (one model per biister) £6.00
‘Chaos Space Marine Rhino (plastic boxed set) £10.00

SPACE MARINES

Space Marine with assault weapon {one model per blister) £3.00

Space Marine Devastator with heavy bolter
(one model per blister) £4.00

Space Marine Devastator with laseannon

(one model per blister) £4.00
Space Marine Devastator with plasma cannon
{one model per blister) £4.00

This month from the Black Library:
Citadel Journal 31

Warhammer Monthly 14 £2.00
Inferno 11 £5.00




OPEN FIRE!

It’s finally here! The long-awaited Battlefleet
Gothic spaceship battle game is released

this month, along with a range of Chaos and
Imperial ships that you can add to your fleet.

Battlefleet Gothic allows you to command fleets of warships in deadly conflict
amongst the stars, using either the forces of the Imperium or one of its
enemies. The game tells the story of the invasion of the Gothic Sector by a
Chaos warfleet led by none other than Abaddon the Despoiler. The box
contains enough Imperial and Chaos ships (plus everything else you need) to
start playing straight away. These ships come as plastic sprues that can be
assembled to represent a variety of different classes of cruiser.

To add to your fleet, there are also plenty of metal battleships, raiders; frigates
and destroyers, and don’t worry — other races won't be left out! There are
plenty more exciting details about the game later in this issue, plus a
Battlefleet Gothic battle report! Look out for the Eldar fleet next issue.

A Some of the stunning artwork that has been
drawn for the Battlefleet Gothic rulebook.

A Imperial Retribution class
battleship — out this month!

Your prizes are on the way!

A Chaos Murder class cruiser —
Jjust one of the ships you can
make from the plastic sprue!

COMPETITION
WINNERS

Remember the competition we
ran in White Dwarf 226 and
Warhammer Monthly 8, to
win boxed games, White
Dwarf subscriptions and
Warhammer Monthly back
issues? Well here are the
lucky winners:

Duane Allam from Ballarat, Tom
Atkinson, John Birkett from Bourne
End, Grant Conroy from Inverurie,
Owen Duffy from Eiderslie, Aaron

Eves from Colchester, Rohan
Gerrand from Devonport, Metz
Gregor from Neuthard, Rob

Hordyk from Rotterdam, Alan
Johnson from Stoke-on-Trent,
Richard Lucas from Kings Lynn,
Alastair MacVey from Glasgow,
Dennis Ng from Claremont, Adrian
O'Neill from Canberra, James
Palmer from Spalding, Simon
Philipson from Whitley Bay, Vinny
Pho from Liverpool, Denzil Rosser
from Launceston, Alex Scott
from Thetford, Mark Sutcliffe
from Oxford, Thomas Todd from
Portrush, Elko van Eenennaam

from Wieringerwaard,
Alessandro Tomasi from

Hove, Richard Uyse
> from Chesterfield and
Nick Worthington from
Macclesfield.




o FREE WARHAMMER MONTHLY
IN THIS WHITE DWARF

o WHAT’S IT ALL ABOUT THEN?

READ THE COMIC AND FIND OUT |

* 3 GREAT NEW COMIC STRIPS

e PREVIEWS OF THE AWESOME
STORIES LINED UP FOR "99

e 2 CLASSICS FROM THE PAGES
OF WARHAMMER MONTHLY

e COMPETITIONS AND MORE...

READ IT NOW!!

WARHAMMER MONTHLY ISSUE 14

If you enjoyed our special issue, then you'll
be pleased to know that you only have to
™ carnage and mayhem with the next issue of
%  Warhammer Monthly — which includes the
first episode of a brand )
new Darkblade adventure.

JOURNAL ISSUE 31
Don't miss the next,
totally packed issue of the Citadel Journal,
and check out the article about this great
publication, in this issue of White Dwarf.

GANG WAR FOR
NECROMUNDA

48 page of new rules,
scenarios, modelling and conversions
all for Necromunda — only £2.75. '
Out now!

WEBSITE

Finally, if you have access to the Internet,
check out our great, new Black Library
Website. Here's the URL:
http://www.blacklibrary.co.uk.

=4

LTD EDITION CAPT. LEONATOS
This new miniature will be

coming soon from the Black i
Library. For further ;{:;-
il details e-mail: £y
il publishing@games- G
i workshop.co.uk

WARHAMMER MONTHLY
1st BIRTHDAY TOUR

As part of our birthday celebrations, we've got together with

GUESTS. STORE DATE
Ralph Horsley, Wayne Hﬁy_no]ds Leeds, ity Centre 17th April

Kev Hopgood, John Gravate  London, Plaza  24th April
Paul Davidson Newcastle 24th April
Simon Davis Birmingham 24th April
Kari Kopinski, Paul Staples Nottingham 1st May
Mike Perkins Worgester 1st May
Gordon Rennie, Colin MacNeil  Edinburgh 8th May:
Kev Walker Leeds, City Centre 8th May
Dan Abnett Maidstone 8th May
David Pugh Cardiff 15th May
Gordon Rennie, Golin MacNeil  Glasgow 15th May
Simon Coleby Norwich 22nd May
Mike Perkins Wolverhampton  29th May

These dates are only provisional. Please ring the Store nearer the time to
confirm that the signing is geing ahead and what time the guys are f =,
going to be there. i










Battlefleet Gothic box and see what
_you get (Noises of tearing shrink-wrap
and the flumph of a box sliding open).

Hmm, let’s see, first you get that wonderful
waft of freshly printed cardboard and paper, and the rattle of
new game. No, no, I'm not a sensation-crazed follower of
Slaanesh but | do always enjoy that zen moment of opening a
box of new toys. Anyway, on to the contents...

THE RULEBOOK
One hundred and sixty pages of spaceship action! The

weirdest thing about the rulebook is that it isn’t the standard

Codex/Armies book format with the spine down one of the long
‘edges, Instead it's bound along one of the short edges so it
‘opens wider than a great white’s grin. The reason for this

becomes apparent once you see the artwork inside. Sweeping,
panoeramic vistas of spaceships blowing great big holes in each
‘other. Marvellous. The rules themselves are divided up into
(fairly) easily digestible chunks as follows:

"i_ Basic;ruies': This bit covers the basics of ship characteristics

John Blanche’s
splendid, new artwork adorns
the Battlefleet Gothic box.

8| Unless you've been reading this issue with your eyes shut, you cannot have
}| failed to notice that this month sees the release of a brand new game -
Battlefleet Gothic, developed by Andy Chambers, Gav Thorpe and Jervis
Johnson. Just like all of our other games, the box is crammed to overflowing
with cool stuff, and who better to lead you through this mass of new and
exciting bits and pieces than Mr Battlefleet Gothic himself ~ Andy
Chambers? Over to you, Andy...

(ie. Leadership) and using special orders. Next it goes on to
explain moving, shooting and launching nasty things like
torpedoes, fighters, bombers and assault boats at your enemy,
before covering damage, making repairs, and ships exploding
when your enemy shoots back.

Advanced rules: The advanced rules introduce ramming
attacks, boarding actions, using ships in squadrons and new
units in the shape of planetary defences like space stations
and defence laser silos.




The Battlefield:
This partof the rules

‘terrain’ suitable for a
spaceship battle — planets,
asteroid fields, warp rifts, solar
flares (no, not very bright trousers,

aite;na_tiye methqu for sertin.g :t_h_em up as
part of the battiefield.

Modelling and painting guide: The painting guide includes
alternative colour schemes for the fleets involved in the Gothic

Scenarios: There are ten different scenarios ranging through
raids, surprise attacks and convoy runs, up to full-blown fleet
engagements and planetary assaults. At the end of the

scenarios there’s also a set of sub-plot generators for adding

extra twists into the standard scenarios.

AT TEC PR

GOTH

You'll never get it all back in the box!

e \.s'e?:-\,-@._éz‘x ‘b

History

of the Gothic

War: The story of the

decades-long war which ravaged the

Gothic Sector is told here, along with tidbits and
factoids on the men and ships which fought in it.

Ships of the Gothic Sector: This section gives stats and short
histories for the ships of the Imperial, Chaos, Eldar and Ork
fleets which fought in the Gothic War. The ship guides for the
different races are each concluded with a fieet list for selecting
forces to do battle. '

Planetary defences: Just so that the ships don’t get things all

installations ranging from minefields and weapons platforms to
the huge Blackstone Fortresses.




including repairing and refitting ships, crews gaining skills and
experience and the fleet commander (you) accumulating
renown and gaining promotion.

SPACESHIP KITS
Sixteen sprues of little plastic bits that make up four Imperial
cruisers and four Chaos cruisers, designed by Tim Adcock and

g —

actually manage to give an impression of being big ships. They
have deeply incised detail which makes them nice and
straightforward to paint — undercoat, drybrush, pick out the
details and you're there. Best of all, by constructing them using
different arrangements of weapon batteries, lance turrets and

Above: The two Imperial cruiser plastic sprues.

fourteen different classes using just the sprues from the box!

A completely new game obviously entails a completely new

of Citadel designers. The plastic ships were designed by
Dave Andrews, who was responsible for the Imperial
cruisers, and Tim Adcock, who created the dark,
oppressive Chaos cruisers.

results of all my hard sculpting work!

Right: A complete plastic Chaos cruiser, painted and ready for battle.
The box contains sixteen plastic ship sprues, eight for the Imperium and eight for
Chaos, which make up four complete ships for each side. Because the
kits are modular in design, these ships can be made up as any of

range of miniatures and a new challenge for the talented team

Dave: When | approached the Imperial cruisers, |

found that most of the fundamental design work had been done already. Years ago when we did Space
Fleet, the Imperial ships had some strong design features that we decided to carry forward into the new
game. The main elements are the prows and the fact that the ships look very much like real ships. Just
like Tim | used a lot of references to turn-of-the-century warships in the detailing of the plastics. These
are probably the most detailed plastic kits we have ever made — practically every square millimetre is
covered with amazingly fine detail. Something that we were very careful to avoid was any reference to
scale. All the turrets are very tiny to give the ships the impression of huge size, and we haven't used
anything that can be directly scaled to any figures we make for our other games. But just to give you an idea of the sheer
size of the ships, the fighters in the game aren't Thunderbolts or Marauders but more the size of Jumbo Jets!

Tim: Before Battlefleet Gothic we had never made miniatures of Chaos spaceships, so | had a fairly free
rein. Nobody really knew what they should look like. We sat around for a while and came up with the
idea that because they were generally faster than the Imperial versions we should try to emphasise that
aspect. | went for a basic spike shape to give the impression of speed and brutality, then | started
working on the details. | had some old reference books about First and Second World War German
battleships and a lot of design elements came from there. Obviously we had to make them look Chaotic,
so | added some details such as the ribbing, which is very similar to the detailing on the Warhammer
Chaos Knights. Finally, drawing once more on old German warships, | tried to make the upper surfaces
fairly clean, with most of the detail underneath. Unfortunately this tends to mean that during a battle Yyou can’t see the

e



* Fire torpedoes! An
Imperial cruiser lines
up a perfect attack run.

: An -fmpen'a__f Tyrant class
* cruiser closes upon a
renegade Chaos warship.

THE CARD
The game includes a selection of markers and templates for.

weapons and their effects, plus some handy terrain in the
form of a planet and moon. You get the following... So there you have it, a personal tour of the new game. Andy
¢ Bearing compass/nova cannon template is far too modest to say it, but this box is the culmination of
¢ Blast markers several years of rewriting and reworking. We hope you will
e Ai‘tack craft markers — bomber assault boat and agree that it has been worth it. Now, (pu{fmg on his best TV
fighter squadrons announcer voice) you lucky people are in for a treat,
¢ Torpedo salvo markers. because we've also found room for a Battlefleet Gothic ship
* Planet and moon identification guide as well a battle report, and that’s just in
¢ Asteroids this issue — next month there will be even more! (Sounds of
* Contact markers happy mumblings as your humble scribe goes off for a nice
lie down to read all the Hornblower books he can find. )
AND E INALLY...

the game

233 MFS.S. it at your pe_n.l'.




De’Aynes Fighting Ships of the Gothic Sector

A brief treatise on ships known to have taken part in the conflict, by Gav Thorpe

Chaos Desolator class battleships - Torment, Eternity of Pain

Renegade Desolator class battleships posed particular problems to
the Imperial forces during the Gothic war, Due to its powerful lances,
a Desolator is ideal for attacking Imperial ships as they close info
range for their gun decks or manoceuvre for a torpedo strike, their
thick frontal armour negated by the tremendous energy beams. The
Torment used this to good effect when Battlegroup Hermes tried to
break the Elysium blockade, crippling the Justice and Intolerance,

+++Security Rating: Epsilon Primus 2
+++Threat Rating: Alpha Majoris
+++Classification: Maximus
+++File No.: YTFVR5T3/456a
+++File name: Desolator
+++Cross Ref.: Blasphemy/
Treachery/ Heresy/
Abomination
+++File With:
Gothie/
Battleship.

and forcing the attacking Imperial fleet to break off. The Etemity of
Pain seems to have made a point of hunting down enemy
battleships, seeking the greatest challenge in battle perhaps. Three
Apocalypse class battleships and two Vengeance class battleships
from the Ultima Segmentum fell to its guns before the Gothic War,
and during the war the vessel added the Holy Fire {an Emperor class
battleship) and the Meros Celestia (a refited Judgement class
battleship). The Eternity of Pain was claimed as a destroyed prize on
four occasions during the Gothic War, only to reappear later,
damaged but operational (including a severe reactor overload which
the ship somehow managed to survive).

Gothic War Training Dogma
The lance armament of the Desolator makes it a formidable
opponent at long range, and so one must endeavour to close quickly
and use gun deck fire to destroy the enemy. A Desolator is also one
of the few ftraitor vessels to employ torpedoes, which poses
considerable danger to our own ships attempting to make torpedo
runs

Notes: Desolator class battleships were never fitted with inertial
gyro-thrusters which later became standard issue on nearly all
warships. For this reason they are considerably less manoeuvrable
than most capital ships.

Class:  Chaos Desolator Class Battleship Points: 300 |N°te
Type/Hits: = e Rng/Spd epowe endg A
Battleship/12]  Port Lances 60 4 Left Armour:
Speed: Starb’d Lances 60 4 Right 5+
Thought for the day: 25 cm Dorsal Battery 60 6 Leftffront/right | Shields:
In failure are the seeds of Heresy sown. Prow Torpedoes| spd 30 9 Front 4
Turns:
180 Turrets:
4

burning dust stole mroug. f?e chamber
; ernd the air before rhem shirmmered as

s}}rvoluns.ajry groan eseaaed fm ¢
‘assembled cadets, :




As part of Battlegroup Sartus, the Cardinal Boras earned great
acclaim during the Gothic War. The ancient Retribution class

battleship saw fifteen major engagements during the war, including

the famed Battle of Gethesemane, during which the Cardinal Boras

crippled and then boarded the Despoiler class battleship Unending
Agony. The Cardinal Boras was instrumental in the destruction of the.

renegade-held moon of Delphi lll; using specially constructed power
relays to overcharge its lance battery, the Cardinal Boras reduced
the small moon to dust with a thirteen-hour bombardment. The
Bloodhawk perfarmed just as illustriously during the Gothic War, with
over a dozen enemy cruisers confirmed as prizes, including two
grand cruisers. Along with the 23rd Frigate Flotilla

Imperial Retribution class battleships - Bloodhawk, Cardinal Boras

weaponry on most enemy vessels. Alternatively, one can close
quickly and unieash a devastating broadside at close range, an
attack which can cripple an enemy cruiser in a single salvo. Nor must
the prow torpedoes be overlooked, either as a long range disruptive
attack or to deliver the killing blow to an already damaged foe.

Notes: The Retribution class battleship, in common with most
battleships does not transfer power very efficiently between the main
drives and the manoeuvre drives. For this reason, most commanders
prefer not to make tight or sudden changes of course.

(six Sword class frigates), the Bloodhawk
successfuliy bmke the 146.M41 traitor blockade of
the fleet statroned at Orar. Perhaps most famous of
all though, is the Bloodhawk's four hour duel with
the Desolator class battleship Torment. In the Armia
system, the two behemoth starships exchanged
long range fire. The Torment's lance armament did-
telling damage against the Bloodhawk at long
range, but Fleet Admiral Fraser, aboard the
Bloodhawk, managed to close the distance and
rake the enemy's prow with two successive.
broadsides at close range. The Torment finally
managed to disengage after the intervention of a
squadron of Iconoclast destroyers, though it was
three years before the vessel was seen in battle
again. The Bloodhawk had also suffered terribly
and it took eight months of refitting and re-crewing
before she was battleworthy once more.

Gothic War Training Dogma
The Retrlbutlon class battleship is best employed in

+++Security Rating: Delta Primus
+++Adeptus Rating: Magos Senioris
+++Classification: Majoris
+++File No.: JPOVTU3W/E187a
+++File name: Retribution/ Cardinal Boras
+++Cross Ref.: Bloodhawk
+++File With: Gothic/ Battleship.
+++See Also: Battle Honours refs 5817a4-698616
+++0rders of Commission: laid down Bakka; fitted
Denethon |X; armament commission Bruthor Prime;
final commissioning Bakka.
+++Current Fleet Status:

Flagship Battlegroup Sartus.
+++0fficer Commanding: Fleat
Admiral Hebediah Thorn OEL,

TypefH its:
Battleship/12

Right

45"

Speed: Starb’d Battery
i Dorsal Lances Lefiffrontiright
Turns: ) -

Prow Torpedoes: Front

Thought for the Day:
Sirive Harder.

Armour:
6+ front/S+
Shields:

4

Turrets:

S BATTLEFLEET -°

GOTHIC |




Chaos Styx class heavy cruisers - Horrific, Heartless Destroyer

Styx class heavy cruisers were the mainstay of many Imperial fleets
before the Mars class was created with its deadly nova cannon
armament. With the advent of the newer cruisers, many of the old
heavy cruisers were given less and less attention for refits and re-
arming. This led to a number of Captains denouncing the Imperium
and turning renegade. In the Gothic War the Styx class was essential
for the followers of Abaddon in many battles, as its considerable

flight bays can house and launch almost as many attack craft as an
Emperor class battleship. Particularly during several planetary
assaults, bombers from Styx class heavy cruisers were used for
destroying ground based defences before larger vessels and troop
transports entered low orbit,

GOTHIC WAR TRAINING DOGMA
Styx class cruisers are highly effective attack craft

+++Security Rating: Epsilon Primus

+++Threat Rating: Alpha Majoris

+++Classification: Maximus

+++File No.: TYFVYBE3/687a

+++File name: Styx

+++Cross Ref.: Blasphemy/ Treachery/
Heresy/ Abomination

+++File With: Gothic/ Heavy Cruiser.

+++Current Location: Unknown

+++Current Status: Active

+++Recommended Response:
Termination with Extreme

Prejudice

carriers. Their long range weapons batteries allow
them to stand clear of the main battleline, dispatching
wave after wave of bombers, fighters and assault
boats. In particular it is the fighter squadrons which can
pose the greatest problem for an Imperial commander,
as they can form a highly mobile and effective screen
against torpedo attacks. A fleet that relies overmuch on
torpedos will find itself at a disadvantage when fighting
a Styx.

ass:  Chaos Sivx'ciélss Heavy Cruiser Points: 290 | Notes:
Typelets. L Rna/Spd Bnowe P A
Cruiser/8 Port Launch Bays Swmaea‘th socm |3 Squadrons [ N/A Armour:
Thought for the Day: Spiag; e de il s
All Untruth is Sedition. 25 em Swiftdeath: 30cm |3 Sguadrons | N/A Shields:
Doomfire: 20cm 2
Turns: —— Dreadclaw: 30cm
45° _Dnrsal Lances i Lefiffrontiright | Turrets:
Prow Battery 60 6 Left/frontiright || 3

4.




Imperial Tyrant class cruisers -

Lord Sylvanus, Zealous, Dominion, Incendrius

The extra range of the superfired plasma cannon batteries of the

Desolator class battleship Unjust Memorial. The Zealous was able to
slowly pummel the shieldless battleship whilst keeping enough
distance from the enemy to allow escorting frigates time to destroy
the waves of bombers launched from the. Unjust Memorial’s attack
craft bays. Unfortunately, the Zealous was destroyed after an
encounter with the Maledicfor, a Camnage class cruiser whose
weaponry was even more effective at long range. Captain Lothar of
the -Dominion was promoted to commander of the Legatus Stygies

the Naxos system). Imperial Battlegroup Hyperion had been
searching Morek Reef after reported sightings of several renegade
vessels in the area. The Battlegroup had split into several divisions
to execute the task and the Dominion had

Zealous enabled the ship to perform the final execution of the

after an engagement in Morek Reef (a dense asteroid field near to.

commanders who think themselves safe only to find themselves
coming under fire unexpectedly. Although not devastating, this long
range attack can cause considerable damage to enemy escorts
while they are still closing with your fleet, and can be fired from a
secondary position behind shorter-ranged vessels. However, one
should not confine one’s tactics solely to this role, as the Tyrant class
cruiser’'s gun decks can be highly effective at extreme[y close range.
Itis in this role as a gunship that the Tyrant has found most use over
the millennia.

Notes: The Tyrant class cruisers Zealous and Dominion upgraded
both of their secondary broadside weapon batteries with new pattern,
longer range weapon balteries. Zealous also replaced its prow
torpedoes with a nova cannon during later refits.

fallen prey to an ambush. However, rather
than attempting to flee, Captain Lothar
signalled the position of the enemy to the
rest of the Battlegroup and engaged them.
The attack of the Dominion kept the enemy
occupied until the rest of the Battlegroup
arrived to destroy them, and the vessel
drsengaged only after suffering heavy
casualties and damage which requwed

Gothic War ‘n-ammg Dogma
The added range of a Tyrant's plasma
batteries can be a surprise for many enemy

+++Security Rating: Delta Primus

+++Adeptus Rating: Magos Senioris

+++Classification: Majoris

+++File-No.: UKGBW3W/877a

+++File name: Tyrant/ Zealous

+++Gross Ref. Lord Sylvanus/ Dominion/
Incendrius

+++File With: Gothie/ Cruiser.

+++5ee Also: Battle Honours:

refs 478a8-871r7

+++Current Fleet Status: Comm-

vessel Battlegroup Ares.

Class: lmae_rfai_Tvran_t Class Cruiser Poinfs
Typeitits: A G 2ng/Spd epowet/Streng A
CruiseS | port Battery 45 T Left
Speed: Starb’d Battery a5 4 Right
20cm Port Battery 30 6 Left
Tums: Starb’d Battery 30 6 Right
= Prow Torpedoes | spd 20 6 Front

Notes:

Armour: )

6+ front/5+ -
Shieias: Ship shown is the Zealous - note the o,
. prow mounted nova carnon.

Turrets::

2




Chaos Slaughter class cruisers -

Deathskull, Killfrenzy, Soulless, Heathen Promise

Of the many ships whose crews have turned from the Emperor’s light
and mutinied in the Imperium’s 10,000 years, the Heathen Promise
is one of the oldest. Having fought in the latter stages of the Great
Heresy against the traitorous forces of the renegade Warmaster, the
Heathen Promise was returned to the naval base at Bakka for

spent the last ten millennia recruiting malcontents from across the

extensive refits. After the repairs and refits were complete, the crew
took over the vessel while the majority of officers were absent at the
pre-launch celebrations. Five destroyers and two frigates were
atomised during the resulting pursuit. The Heathen Promise has

galaxy, and wherever the Heathen Promise
appears, insurrection and rebellion are soon to

+++Security Rating: Epsilon Primus

+++Threat Rating: Alpha Majoris

+++Classification: Maximus

+++File No.: OEIUBE3/871a

+++File name: Slaughter

+++Cross Ref.: Blasphermy/
Treachery! Heresy/
Abomination/ Mutiny

+++File With: Gothic/ Cruiser.

+++Current Location: Unknown

+++Current Status: Active.

follow. The Killfrenzy is aptly named, as it shows
no regard for its own safety, on occasion ramming
enemy warships when no other course of action is
open.

Gothic War Training Dogma
Speed is the primary strength of the Slaughter
class cruiser. Its weaponry is short ranged when
compared to the majority of traitor vessels, but it
does not take long for one to get in close enough
to inflict a horrendous ‘amount of damage.
Fortunately, this extra speed can often leave a
Slaughter class isolated, making it vulnerable to a
swift, combined counter-attack by several of your
own vessels,

Notes: The Slaughter class cruiser is equipped
with an extremely efficient, improved thruster
system, making it capable of extraordinary bursts
of speed when required.

Class: _ Chaos Slaughter Class Cruiser Points: 165 | \o'e Improved
. Thrusters.
yp ns: i = = H Bl BEpowe Ol 4
Cruiser/8 Port Lances g 2 Left Armour:
. Spead: Starb’d Lances | 30 2 Right 5+

Thought for the Day: f T : i B ST
Hatred Is Eternal. 30em Port Battery 30 B Left elds:

Turns: Starb'd Battery | 30 ;] Right 2
45° Prow Battery | 30 3 | Lefufrontright, | Vet

2

soon cause shorrage
- defender's abifity: to ﬁgm

“In addition, all t

f the furrhesf orbit

4

worlds have hab-




Although considered by some Imperial Navy officers to be
undergunned in comparison to other classes of battlecruiser, the few
remaining Mars class vessels in Battlefleet Obscurus continue to
give good battle performances against many different foes. The most
famous of these is the Imperious, which acquitted itself most
admirably during the battle of Orar and, five years later, the Ultima
Decimation. The exploits of Compel Bast and the Imperious tended
to overshadow the achievements of the other Mars class
battlecruiser in the Gothic fleet — the Marquis Lex. Commanded by
Luther Kent, the Marquis Lex spent most of the Gothic War on anti-
pirate duties, patrolling the Hammerhead Deeps

Imperial Mars class battlecruisers - Imperious, Marquis Lex

armaments of its shorter-ranged consorts. Should the enemy be.
allowed to approach too closely, the Mars class can find itself
overpowered in a straight gun duel, and so must always be provided
with sufficient escorts to prevent such an occurrence.

Notes: The Mars class battlecruiser Imperious was retro-fitted with a
salvaged targetting matrix after the Battle of Orar. This equipment, of
alien origin, has never been succesfully replicated. However, the
Imperious continues to achieve consistently higher than average
gunnery scores during weapons trials and holds the current fleet
record for accuracy in combat.

and across the Quinrox Sound. While its more
glorious sister-ship took part in a dozen major
battles in the war, this was little action compared
to the forty-eight smaller encounters the Marguis
Lex had with Ork, Human, Eldar and Fra'al
raiders. The Marquis Lex held the record for ship
on longest patrol [some one thousand, seven
hundred and forty-one days] until 657M.41, and
required eighteen months of refitting after the
Gothic War.

Gothic War Training Dogma
Like most battlecruisers, the Mars class is
intended as a fleet support vessel. In this capacity
its nova cannon and launch bays provide ample
long range attacking capability to supplement the

+++Securty Raiing: Delta Primus:
+++Adeptus Rating: Magos Senioris
+++Classification: Majoris

+++File No.: IJWEM3W/689a
+++Fiie name: Mars.-’ Marqws Lex
+++File With: Gothlcf Battlecruiser,
+++See Also: Battle Honours refs
871a8-189617

+++Current Fleet Status:
Recommissioning.

Class:  Imperial Mars Class Battlecruiser Points:. 270
TypelHits: A ame R , BnOWe One )
Crulser/ Port Fighter Bays- | Fu [2Squadrons [~ Armour:
Speed: Starboard Furies: 30cm 2 Squadrons - Beiranii
= 2?:-‘;;:::;:5 :: et 6 Left Shjelds: Thought for the Day:
—— ead: T . [ 2 The only true achievement
urmns: Starb’d Batteries | 45 6 Right o “is Purity.
o urrets: g
" DorsalLances |60 2 | erumontrignt. |
Prow Mova Cannon | 150 1 Front




Chaos ldolator class raiders -
Retaliators, Purgators, Unclean Ravagers, Khorne’s Disciples

A five-strong ldolator squadron known as the Retaliators performed
continual hit-and-run attacks against Imperial vessels moving through
the Yama Enda-Zpandex trade route. Their favoured tactic was to
draw off an enemy vessel using their greater speed, then turn about
sharply and rake the enemy with long range fire. Against well
armoured foes, the Retaliators’ lances were very effective, although

the short range of this armament did expose the squadron to greater
‘enemy fire. It was this weakness that finally saw the destruction of the
raiders when they attempted to ambush a convoy escorted by the
Emperor’s Wrath [a Gothic class cruiser].

Notes: The weapons
batteries are of
unknown design and
are considerably more
== ‘accurate at a range
than similar Imperial
weapons.

Class:
Type/Hits:
Escort/1

Speed:
30

Lance

Turns:
90°

'Chaos Idolator Class Raider

.54

Shields:
11

Turrets:
2

With their prow torpedo tubes, the Infidel class raiders were a
valuable addition to any renegade fleet. In numbers, they posed a
very significant threat to Imperial ships that tried to close with their
foes to shorten the firing range. In such close quarter fighting,
multiple torpedo salvos from Infidel squadrons caused tremendous

damage to Imperial shipping. The Infidel is also a remarkable convoy
aftack ship, able to use long range torpedo attacks to force escorting
warships to disperse. This
then allows the agile
raiders to break through
the Imperium's vessels to

attack the vulnerable
transports.
Class:  Chaos Infidel Class Raider Points; 40 | Notes:
Type/Hits: A o Rna/So epower eng C
Escort/1 -Weapon Battery |30 [ 2 ‘Left/Front/Righl§ Armour:
Speea: Torpedoes spd 30cm 2 Front 5+
30 em Shields:
Turns: I

- “All this ea"':" that most of the time you
‘will' have to work wit yaur bssi guess of_

i:s n:i tetreat and summon
r_'egi_z?fome_men;s In this event |

used they are de.




The most famous battle involving Cobras was the Defence of Qrar,
where the speedy response of the Anvil 206 Patrol to enemy torpedo

salvo large enaugh to cnppfe even a battleship and their speed and
manoeuvrability allows them to- deliver this devastating attack within
a wide area. Cobras must use their speed to avoid protracted
firefights, however, as they lack the armour to wnhstand a sustained

Imperlal CObra class destroyers - 24th Destroyer Squadron (Widowmakers),
Skargul Patrol, 2nd Destroyer Squadron (Invictors)

Notes: The 24th Destroyer squadron (Widowmakers) carried
experimental, long range detection gear. This mainly consists of
banks of Ultra High Frequency IF equipment coupled to a Tactical
Augur which decodes the impulses from a target’s drive and
navigation systems, allowing the Imperial Commander to second-
guess his foe with a degree of accuracy. This equipment occupies the.
entire gun decks, necessitating the removal of the weapons batteries.

attack.
Class:  Imperial Cobra Class Destroyer Points: 30 | Mot
TypefHits: f : Rng/Spd EPOWE ENg i
Essori/1 Torpedoes | Spd 30em 2 Front Armour:
Speed: Weapon Battery | 30 1 Left/front/right | 4+
30 em Shields:
Turns: 1
a0° Turrets:
1 =

Imperial Sword class frigates -
Blue Squadron, Red Squadron, Omega Squadron

Sword class frigates form the mainstay of the Battlefleet Gothic

squadron of these versatile vessels, ‘and many of the Imperial
battleships in the fleet had a squadron of Swords on permanent
escort duty (for example the Divine Right's Gold Squadron). Sword
class frigates are heavily armed for their size, and a squadron of
them can use their mobility to attack enemy capital ships from the
rear where they are safe from counter-attack until driven off by enemy
escorts. This tactic has worked well on many ocecasions and several
Chaos: cruisers, such as the [njustice and the Excessive, have been
reduced to hulks in this way.

escort divisions. Any battlegroup of size will include at least one:

35

............... Points;

Armament Fing;‘Spd Flrepower!Strength
- Weapon Bsﬂery 30

Class;
Type/Hits:.
Escort/1

Speed:
25cm

Turns;
80°

Leftifront/right |

Notes:

Armour:
5+
Shieids:
1
Turrets:
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' %altleﬂeet Gothlc, the game ﬂf?ﬁ
< spaceship combat, is set.
. during the Gothic War in the 41st
- Millennium; a grim time when the
___Imperium of Man battles for _
survival in a hostile galaxy.
Battlefleet Gothic allows you t'o'F
command fleets of warships in
deadly conflict among the stars,
though whether as Mankind’s
—— saviour or its destroyer is up to you!

Available now, the Battlefleet Gothic boxed 7
‘game contains everything you'll need to get

*  started. You can choose to command the
fleets of the Impetium or one of its deadly
enemies. The game provides the rules, -

~ ' scenarios and all the fleet lists youneedto =~ -~ =
fight a battle, and guides you through how '
to paint the highly detailed, plastic Citadel = . e ez
Miniatures spaceships |nc!uded inthe box ——  * - T = i 5
and then how to put together your own 4 an imperial Lunar class cruiser, along with its escort of Sword class frigates, use a moon for cover as
Battlefleet, they ambush a Chaos Murder class cruiser and Infidel class raiders.
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The Battiefleet Gothic
boxed game contains:
Battlefleet Gothic rulebook with

campaign rules:

4 Imperial cruisers
4 Chaos cruisersi{nm
12 assorted dice

Fleet Registry roster pad
2 plastic range rulers
Ower 100 game counters
ference sheets
Started guide with




w ith the throaty roar of engines, the Black Crusade tears across

the

whole squad of Chaos Space Marines into battle. The weakling followers
of the false Emptror are surely doomed.

e

the worlds of the Imperium. Invaluable to the onslaught are
Chaos Space Marine Rhino troop transports, capable of carrying a

Available now for 210

Let the galaxy burn!”

Citagel, the Citade! Caslie, Garmes Workshop, the Gaimas Workshop logn, Spate Marine and Warhammer are ragistered trademarks of Games Werkshop Lid.
@ Games Werkshep Lid, 1999 Al rights resamed, :

The Chaos Space
Marine Rhino kit 1s

a standard Rhino,

with the addition of
both of these spiky
plastic Chaos
accessory sprucs. One
look at any vehicle
adorned with these
should leave your
opponents in no
doubt as to where
your loyalties Iie!
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BEST OF FIENDS!

Brian Best works in our Basingstoke store. For the last few months he
has been collecting and converting a fantastic Warhammer 40,000 Chaos
Space Marine army. We thought we’d better show it to you and let him
explain what makes it so special. Over to you Brian...

Ever since the original Chaos Codex was released | came in very handy later on. All of the
have been fascinated by the Dark Gods and their blisters and pustules were modelled out of 3 i3
followers. Of all of them however, the one that really Green Stuff which | sculpted to look as WAF?N!NG-'
caught my eye and inspired me the most was Nurgle, though bits of Daemon were oozing out of Mad gamer. Dﬂ.ﬂr,t
the Lord of Decay. | really love the diseased and the tank — yechh! The rest of the tank came : h without
slime-covered look of the figures which allow for from a deep delve into my bits box. | found
practically endless modelling possibilities. bits from both the old and the new Greater

: Daemon of Nurgle models, as well as from stranger
Evertually iy en;huaasm get the better.of me aiud | sources such as the really old Palanquin of Nurgle
resolved to build my own: Nurgle force for kit, which all came in very handy. Finally, the whole
Warhammer 40,000. Filled with excitement over the thing was topped off with a liberal sprinkling of

new project, | started work straight away on a
daemonically possessed Predator tank. | really

enjoyed building this conversion and | gained a lot of MORE VEHICLES!

experience using Green Stuff modelling putty, which .
After | had built the Predator | was really getting into

a rhythm, so | decided that as building the tank had
been so much fun, | would have a go at another
vehicle. This time | turned my attention to a Chaos
Dreadnought. Like the Predator, | wanted the
Dreadnought to look really gruesome and diseased,
as though bits of it were rotting away and had
become completely corrupted. At this point | had the
bright idea of using the Great Unclean One’s hips

Nurglings.

Brian’s fantastic Chaos Predator. Just look at all the detail he has cram_med onto it!




and upper legs in place of the normal Dreadnought
legs. This was quite tricky to achieve and | was glad
that | had already had plenty of practice using Green
Stuff!

Once the legs were done, | turned my attentions to the
head. Now, the Chaos Dreadnought head is all very
nice and ‘Chaos Space Mariney’ but | wanted mine to
look more Daemonic, so | called once more upon my
long-suffering Great Unclean One kit and remodelled
its head to look like a giant Plaguebearer with a huge
central eye. The difficult bits were now out of the way
and the rest was fairly straightforward. Another
thorough search of my bits box turned up some cool
Chaos Spawn bits, and these were glued into place all
over the model. Finally | remodelled the left claw to
make it just that little bit more fearsome.

PLAGUE MARINES
By now | had spent quite a lot of time on my army and
I still only had two models to show for all my trouble.
There was nothing for it, | would have to paint some
Chaos Space Marines. By playing around with painting
techniques | soon developed a quick way to paint
rotting, filthy armour effectively. First | sprayed on a
coat of Bubonic Brown and then washed the whole
figure with Flesh Ink. While the ink was still wet, |
dappled the figure with a mixture of brown and black
inks. Finally | highlighted the figure in downward
strokes with Bubonic Brown followed by Skull White. |
find that painting on the highlights in this way really
gives the impression of slime and muck oozing down
the armour. After | had painted a couple of squads of

Chaos Space Marines like this, | decided to add a
squad of Plague Marines. These were painted in much
the same way as the rest of the figures except that |
started with a Goblin Green basecoat instead of
Bubonic Brown. | was so pleased with the splendidly
horrible effect this gave that | immediately set to work
converting and painting up a unit of Plague Marine
Terminators! Because these were going to be my shock
troops, | spent quite a long time on them. In particular |
am very happy with the Terminator Champion who got
a Zombie's head. This looked particularly effective but it
still seemed to be lacking a certain something, so |
broke out the Green Stuff again and modelled an eye
hanging out of its socket. This made all the difference —
now he really looked like a true devotee of the lord of
pesnlence and decayl The rest of the Termmators were
added tentacles, pustules and random bits of Chaos
Spawn (an excellent source of mutations! — lain
Compton). While | was on a bit of a roll and getting quite
‘good at converting Terminators, | added an Aspiring
‘Champion to the first Plague Marine squad. This time |
based the conversion on an old Warhammer Chaos
‘Champion of Nurgle figure, using this for the upper body
and head, which were attached to the lower half of a
standard Chaos Terminator. The Terminators were
painted in the same way as the Plague Marines. My
army was starting to look like a unified force!

A LEAN, GREEN,
FIGHTING MACHINE

Now the bulk of the army was done, but | was still
missing a leader. | thought about the options for a while
before deciding that the only choice for me was the
fantastic Great Unclean One (Note: Brian sent us his
army before Codex Chaos Space Marines had been
published and so his army was designed from the army
list in the 40K rulebook, where Greater Daemons could
lead an army instead of a Daemon Prince or Chaos
Lord - lain Compton). Just as with the Plague Marines
earlier, he got a basecoat of Goblin Green before heing
washed all over with several coats of Dark Green Ink
until | had built up a really strong contrast between the
recessed areas and the rest of the model. Once this
was done | highlighted different areas with as many
shades of green and brown as possible to get a blotchy,
mottled effect. After that [ painted in all of the fine detail,
such as the open sores and gaping holes, as well as the




TATA DY \"\q‘\q?‘!g

AT DAND

larger areas like the huge sword and dragging
chains. | think this simple but effective paint
scheme sets off the hIthy detailed figure per!ec!iy

THE END IS NIGH

The army was pretty much complete by this time. |
had four squads of Chaos Space Marines, two
vehicles and a Greater Daemon to lead them. To
round off the whole army, | put together a Daemon
pack of Plaguebearers and based up all my spare
Nurglings (the ones that hadn’t been stuck onto
other things!).The Daemons were basecoated
Bubonic Brown for the Plaguebearers and Goblin
Green for the Nurglings, washed all over in the
same way as the Chaos Space Marines and-then

Goblin Green or Bubo_m{; quwn before_ bemg_
given their final highlight.

The army has been so much fun to collect and
paint that | really didn’t want to stop! Realistically
however there was not a lot more that the army
needed, so | started to look around for a fresh
challenge and recently | have begun work on a
Warhammer Chaos Khorne army. Who knows, if
they inspire me in the same way as my Nurgle
army has, you may yet be seeing them in these
hallowed pages at some future date!
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As well as the return of
Darkblade, everyone’s favourite
anti-hero, we have the
following mayhem-packed
comic strips...

DWARFLORDS

More axe-swinging and dreams
of foaming flagons of ale, as
the intrepid Dwarflords near

the end of their adventure.

SHADOWFAST

If you like your action thick and
fast, then make sure you don’t

miss the final, cataclysmic
episode of this awesome story.

PAX IMPERIALIS

This great one-off comic strip
comes from the talented hands
of Gordon Rennie and Colin
MacNeil. It tells a tale of a
valiant defence against those
most feared of all aliens —
Genestealers.

Warhammer Monthly
is available from

all good newsagents,
comic shops and
Games Workshop
stores around

the globe.

Malus Darkblade |
heads into the
Realm of Chaos.

Meet bim there ip
Warhammer Monthly #14. Oat April.
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WAR!-L*\WIER ROSTER SHEET  [QeRM-ITTS LIZAROMAN mmmwnﬂ

THE ARMY ROSTER

When you plan your army you should keep your [ | Models/Usit M|WSiBS|S | T |W| I |A [Ld|Sw Notes *Points Valae
Warhammer Armies Lizardmen book handy as a | | MAGE PRIEST GERM-ITT
guide. From the book you can start plotting what to || s bt 413124141323 |8 |4 Sield of th 01d Ones 15
) . (Urmodrtiable 4* save against every Wound swffered)
collect. So grab a roster sheet and start working out Coremonial mace " Magio Wespon: Sword o Swif Syl
your 1,000 point army now! The roster sheet (s it et gardes of v and oerges)
opposite shows Qerm-Itt’s Lizardman Pyramid ' "m”"?'&fﬂf"&?
Temple Guard army. We’ve worked this out as an HIFIFVE THE WHITE ONE i
example of the sort of army you could start with. : mlhm ' 6(4/5(4(3 2 (6 (3 (7 [6¢| MMt ool toa-d e &
$ m s 3 H S T e .
All Lizardman armies are lctc_l by a Slann Mage- | - el sield Leads fhe Cobort of the Turgualse Hawk
Priest. As this is a small force it will be led by one | JUNRS WSHOFGHIE | | ale fols o lo o]
of the younger Slann (this means he is only about | | Hand weapon, wear, shieid 2 L% % M*m‘mm ~Lsaue) 52
7,000 years Old!) and is only a level 1 Mage. Ashe | fCodOm 813(0(44 11|23/ Ry
is more vulnerable than other, older Slann, I will |- gﬁqu
give him the Sword of Swift Slaying (always | [yestemmm = . 18|84 1412 (15 12 6 6r | MeoWarBtotioptope i | 47
strikes first in combat) to aid him if he gets into - ) '“Mm: Leags Cahortof the Sreen Searpon
trouble, and the Amber Amuler (regenerates one m"m!‘ﬂ\lmm = atz
Wound per turn) to keep him alive. " Hand weapan, sied i i o el idrobabi i
e sxtacloiog wil e s eginois T8 ¢ wovone -l
arst umit, 'which 1 nave named Chotek s Lo ort, is. Sare W 41310 44 1 |4 |1 (5 {4+ ]  Unitconteina s musicen and standard |
fourteen Saurus warriors armed with hand Hand Weapons 6 hieds e : it
weapons. This regiment has a command group and | | RIERS OF CHOTEK
a Saurus champion who I have named Stova ﬁwms wae | C12IEI41 (400 3 oot ki and sttt 00
(Saurus like to keep their names short and to the |- |coidone gl3{olala|r(112]s]- v T s
point). Our next two core regiments will be made | Fuoer o e rusauoie e i
up of Skinks, as they are cheap and very versatile. | {16 Sk Warriors 612134 2 1 (41 B 5]  Uitcontains a musiian and tandrd i
The first one, which I have named the Cohort of ;mem A
the Turquoise Hawk, consists of Skinks armed | keoxioor 63 /ols|als ]t fs o |ae i
with poisoned javeling and carrying shields. I | conorr or 1 sk seoeoion . k
intend this regiment to support the Saurus in | 117 Skink Warriors: 623 4l2 1147 (s lge Ut 2 il
? ! . ; ; : : : contain @ musteian and standard 1045
.- | Hand weapons, shert buws - polsoned May skimish. 4

combat, so I have also given them a Kroxigor to
form up around. This unit is led by a Skink hero,
who I have named Hi'fifve. Our final regiment is
the Cohort of the Green SCQI])!OII which contains
by a Skmk.champlon.named Ok’ D0q1, they will
skirmish, protecting one flank.

To finish this army off I want to have a fast
moving regiment which will speed down one
flank and engage the vulnerable enemy war
machines or other fast moving enemy units.

but since I can now get my hands.on Colcl One |. : 1
Riders, I will pick a regiment of these ferocious g : otk L, © Doppnht G L R e —
riders led by a Skink Champzon. Now on to :

col[ectmg the army itself...




The first 1,000 points of our army will form a core around which a larger force
can be built. This 1,000 point army represents a Slann Mage-Priest’s private
pyramid guard — his own personal arnyy which he can use to protect his
pyramid temple and to attack would-be plunderers.

THE SLANN MAGE-PRIEST

Liz-:mdm'an armies are led by a Slann Mage-Priest, who is held aloft on a palanquin.
Qerm-Itt, He normally leads his own personal army that defends his pyramid temple. The
Slann Mage-Priest  Slann come from a number of different spawnings that took place thousands of years
: ago — from the surviving Slann of the second spawning (all the first spawning are dead)
to the younger Slann of the fifth spawning. Our army is led by one of these younger
Slann, who we have called Qerm-1tt. He represents one of the many lower rank Mage-
Priests that do the bidding of the greater Mage-Priests who rule the Lizardman cities.

Our Mage-Priest is a level 1 Slann, who is, to be fair, not a great fighter compared to
a Human or EIf general, but is considerably toughei and harder to kill. He has an
outstanding save of a 4+ against each Wound suffered thanks to his Shield of the Old
Ones, which is not modified by the Strength of the attack and cannot be negated! For
some added protection I have also given him the Amber Amulet which regenerates one
lost Wound per turn. He also has the Sword of Swift Slaying. This cheap magic
weapon allows the user to strike first regardless of Initiative or charges and will give
your opponent a nasty shock when he charges (and he will) your Slann Mage-Priest.
Qerm-Itt will be placed next to the Cohort of Chotek Saurus regiment in the
battleline. Here he will gain protection from enemy units that wish to charge him
(your opponent will have to risk the Saurus unit which would in turn charge him in
‘the flank). Or if I face armies such as Skaven, with large numbers of troops, I would
place him within the Saurus regiment so he can benefit from their rank bonus and
add his fighting ability to their own considerable prowess.

SKINK HERO

In-every spawning there are certain, individual Lizardmen that are marked in some unusual way, with
vivid spots, stripes, skin colouring or large crests. These markings are considered favours from the Old
‘Ones themselves and the individual becomes a champion, a hero for their generation. Our Skink hero,
who we have named Hi'Fifve is so marked; his white skin colouring marks him out as destined for
greatness.

HiFifve leads the Cohott of the Turquoise Hawk into battle and is probably second-in-command of the
entire army (Saurus captains are very good at leading their regiments, but large, army-scale tactics escape
them completely). He is armed with the Blade of Sea Gold which gives him an additional -3 on the enemy
save, making it easier for him to strike them down in combat.

Marked for Greatness

4 3 ., _ COLD ONE RIDERS

who are bigger and stronger than normal Skinks. The Cold One
riders are led by a Skink champion who we have named Mavriq and
who carries the Mark of Chotek. This also gives the
regiment their name — the Riders of Chotek.
The Skinks are all armed with spears, for a huge
Strength 5 when charging! However even the Great
Crested Skink riders are a little fragile after the
initial charge and are no match for heavily
armoured knights (we would have to enlarge
the unit by at least another five models first).
Now the ferocious Cold Ones can compensate
for the Skinks” weaknesses, but you should aim
to engage small units or enemy skirmishers, as
they are more likely to break in the first turn.
With this in mind, the Riders of Chotek will
try to outflank the enemy and engage their
war machines or tie up the enemy’s own
faster moving elements,

Y
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SAURUS
WARRIORS

" LIZARDMAN SAURUS B

The Lizardman Saurus plastic boxed
set is.the quickest and cheapest way
1o build up the regiments needed for
VOur arny.

Chotek's Cohort — Saurus Warriors

Saurus warriors are the basic troop type of
your Lizardman army. They are excellent
fighters with two attacks, high Strength, high
Toughness, high Leadership and natural
heavy armour. They are a match for most
things your opponent can throw at you.
However their low Initiative is their biggest
weakness (even Dwarfs go first!), and if you
are unlucky your opponent will kill the first
rank leaving you nothing to reply with. To
survive this a Saurus regiment needs to be at
least ten models strong and ranked up with a
command group of a standard, musician and
Saurus champion (Saurus champions excel at
challenges; their three Strength 5 attacks
make them the perfect hero killers!).

( FS@TEK

MOTTLED
 GREAT CREST

MARK OF TLAXCOTL
 MARKOFTEPOC
MARK OF HUANCHI
* MARK OF THE OLD ONES
MARK OF TZUNKI

Our regiment will be fifteen models strong
and 18 led by a Saurus champion who I have
named Stova. T have given Stova the Silver
Sigil Sword (extra +3 Initiative) which means

he will be hitting before or at the same time as
his opponent. This unit will be the anchor of
the Lizardman battleline, advancing. with

Qerm-Itt and guarding his flank. If the army.

is faced with a more numerous foe like ©
Skaven or Goblins then this regiment will

form up around the Mage-Priest so he can

benefit from their rank bonus.

We can easily expand this regiment with the

addition of another box of Saurus warriors or

even add a Saurus hero to the front rank to

increase its potential in combat.

j- - PROFOUND UﬂDEE’ST’J\NDII_’g}_’_‘:’_; :
EXCEPT IONAL STEALTH _

DESTINED FOR ang‘mms
AGILITY AND KEEN EYESIGHT.
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By Tun Compton

SKINKS

Vkinks normally form the majority of the
regiments in a Lizardman army; they are
cheap and versatile. They are ) more
intelligent than a Saurus and can train and ride
the various beasts (Terradons, Stegadons and
Cold Ones) that the Lizardmen use in their
armies. When used as foot troops you have to
be careful — they are not very good fighters

‘and with their low Leadership they have a

tendency to run away a lot (even on 3 dice
Leadership tests).
SLmkq can be used in two ways — either as
1s or fighting regiments. In our army
I h'we one of each type of unit. I will start with
the first one — the Cohort of the Turquoise
Hawk. This regiment will take its pl'lce in the
main battleline on Qerm-Itt’s opposite flank.
The regiment is armed with javelins and

shields and has a command group of a

standard and musician in the unit. The trick
for fighting with Skinks in this formation is to
use large numbers — the regiment needs to be

at least four ranks deep and must have at least

one Kroxigor in the unit. The Skinks gain

Fi .
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potential, makmg it _]uqt as hard as the Saurus
regiment.

and harass the -t-nemy with missile fire. If the
enemy threatens this flank they can form up
into a block (five wide, three ranks deep) and
slow down or stop their advance.

Both units can easily be expanded with
: nal blister packs or plastic Skink boxed
sets. But I would be tempted to form another
unit of ten Skinks to skirmish in front of the
main battleline, again to w down the
enemy’s advance.

Cohort of the Green Scorpion — Skinks with short bows




ur first 1,000 points is more than capable of taking on a

force of a similar size. It is also a good start to our
Lizardman army, as'it gives us almost all our core regiments to
hke Te_r_radqn.'s_ or Stega_do_ns._ But the i f rs._t thmg_ 1 dg oncc I have
raised an army is play a few games with it. This gives me an idea
of what T need to strengthen my army. After a few games, the
next step is to-expand this force by another 500 or 1,000 points.
At the moment, one of the army’s weaknesses is a lack of
magical support. Now  Slann Mage-Priests are very powerful
once they reach the higher magic levels. To be worthy of leading
a larger army, Qerm-Itt must be elevated to a Mage-Priest
Champion or even a Master Mage-Priest. For some a.dditional
Although they are not as powcrful as a Maga -Priest, they can
carry two magic items (that’s two Dispel Magic S(,roils) maklng
them very useful to have around.

Of course Slann Magc -Priests are not the only

the Sl{mk_ units!). No_t_ on_ly do_the_y bol_c,tel_' the unit’s.
fighting strength, but Saurus champions excel at
challenges. The Lizardmen also have heroes — we
already have a Skink hero in our army. Heroes are
best used to bolster the fighting strength and
Leadership of the Lizardman units. A Saurus hero armed
with a sword is a very dangerous opponent.

The basic Lizardman warrior, the Saurus, is well suited to the
rigours of’ the Warhanun&r baItlefleld and is probably the best

Warrior. It is in the reglment area. that the army needs

strengthening the most. As long as you keep the Saurus

regiments at least ten-strong they can take on all comers. If you
arm them with spears you have an awesome defensive unit. A
unit that is five wide and three ranks deep can bring fifteen

attacks (not counting any champion) to bear in a round of
combat. But as good as the Saurus warriors are, they are not the
only troops available to the a Mage-Priest. There are the Saurus

Temple Guards — the veteran Saurus of the Lizardman armies.
This regiment should be at least ten to fifteen models strong, they
already come with halberds (so they are hitting at Strength 5!)
and work well with a Saurus hero to lead them. If you armour the
Temple Guards up they can get a hefty 3+ armour save (2+ if you
take the Sitandard of Shielding}*

them! Now we already have two. vcry lar\gc units of Sklnks one
beefed up for combat and one for skirmishing. We could expand
the Cohort of the Turquoise: Hawk or add another unit of
skirmishing Skinks by getting another plastic Skink boxed set.
The true strength of Skinks is their versatility; they are the only
ones who can ride, which makes them very useful indeed.

‘We already have a unit of Cold Ones in our army, although we
could do with expanding it by at least ancther five models and
upgrading the champion to hero. This will make the unit
considerably harder to beat, so they can take on much larger
rcginwnts The Skinks can also ride a Terrad(m which carries

eas;e_r_ Aml I:he_ Skmk riders with p_mv-o_nc_d J_avellns and you
should silence the war machines without resorting to combat.

Perhaps the most powerful creatures in the Lizardman army are
the huge Stegadons, No Slann Mage-Priest should go to war
without one! These are living battering rams, easily able to

&
The Stegadon — a scaly, living battering ram

their double handeci bronze axes they can smash apart brnall
regiments and heawly armoured knights with ease. You can also
place the Kroxigor in regiments of Skinks. The Skinks swarm
around the Kroxigor, encouraged by the power of their bigger
cousin. In game terms this means the Skinks have Leadership 9,
benefit from an extra three Strength 7 attacks and cause fcax*

do ha\«c a grcat substitute — the. Salamander ThlS‘ smI backed
lizard can spit venom at the enemy. The corrosive poison eats
through anything so your opponent gets no saving throw!
Salamanders work well in pairs, placed at the end of the
battleline, so you can get clear shots into the ranks of your
enemies. Always try to aim for the enemy’s elite troops, to
whittle down their numbers. If you cannot afford the- points fora
the Stegadon ] howdah This performs the same task but be
warned, it does miss an awful lot.

The smallc::t creatures in a Mage Prlest s army are the swarms.

moving units like cavalry The Snake swarms w1th their slow
movement are also very good at guarding the Mage-Priest’s rear,
stopping the enemy from charging him from behind.

Lizardman armies really do not have any weak links, so it is
really a case of designing an army to fit your own fighting style.
Over the page is Qerm-Itt’s Temple Pyramid Guard army, which
has been expanded by an additional 1,000 points.

'WARHAN WﬁEP;
EXPANDING YOUR ARMY _
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stling with the inscrutable scrolls of the
Skann Mage-Priests is no picore, |ean wll
you. The latest batch brought to me from Lustria
by Grubi the Dwarf is a real headache. The script.
its¢lf is not a problem as it was written in d very
good, cursive Skink handwriting, with a decent
porcupine quill. What | really get stuck on is the
¢ future mfentional habitual dative participle of the
| old Saurian verb Zieo! which means ‘1o rrde . All
| too  frequently this is. written with the
_determinative of a small, red Skink hind leg,
“which 15 easily confused with the deferminative ¢
Xiee, ‘to skinmish® (fuerally “scwrry about’),
i GSpﬁCIﬂ"} n serofls dating 0 1frqr the preat
| migration of the red-crested: Skinks, which) of
course counts for the majontv of suryiving |
Lustrian serolls.
So how are scholars such as myself to interpret a
sentence ke  Inrt Slananocutee  Xia !
frrﬁitidamemmpkzh xkinki Zloxl {(or  Ktec?)
Xmm_z_!." This octurs 1n an

| hy.lt;he Old Ones themselves and slavishly copied. i ¢ ;
for untold generations! [ may be tanslated thus:
. far e Old Ones decreed that three score
Skinks shall ride wpon the .S‘.'egadm OF L for
the Old Ones decreed that three score Skinks
shall skirmish beside the Stegadon’. | am sure
the Impllce.tmns ef this will not be lost on
! anybody. T cannot blame Skink scribal error.
| beeause they clearly knew: what they meant. So ¢

. what did the Old Ones mtend? Who can say?

From the jougraal of e noted seholar and
famed explorer Mgl Spyitman

A The Skinks of the Green Scorpion Cohort mareh to bartle, decompanied by a Stegadon and the Riders of Chotek.




A Mage-Priest Qerm-Iti with his bodvguard of Temple Guards and a
regiment of Saurus warriors with spears.

: e
v

AT THE CONJUNCTION OF THE TWO MOONS,
ON THE FIRST RISING OF THE 1ZTL-STAR,
IN THE ERA OF SOTEK, LORD QERM-ITT WILL |
% ACCOMPLISH THE DEFEAT OF THE RATSPAWN |
.  AND THE STRIFE IN XHOTL WILL BE ENDED. |
: Fram the prophecy n.)'Mag.:r,' Eond Zilocutee, J'r'_an.{ﬁgrfd'f'u:.nm e recovered tablet of Iiza. 1

Imperial Schalar Hubriys footmote: "I is believed this proplecy is st o, pass.

L

|

= : o

. : : == 2 B~ S 0,
A The Saurus warriors of the Chorek Cohort charge the invaders.
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OXAYOTI. _
Gxayoﬂ 1& one of the last of the

" o3 _aI.I but destroy_ed __with
‘*[’_.:;-;#,,-5' destruction of the city of
% Pahuax, during the collapse of

the po[ar warp gates.

creep right up to the enemy without

il ‘being noticed, using his unique
powers to hide even in the open! He then strikes with his

biowplpe ﬁrjng darts tipped with deadly tarantula venom

 TENEHUINI- I’ROPHET OF SOTEK
Tenehuini is the Prophet of Sotek and is a Skink Shaman. He
led the Red Crested Slans on a great nugtatlon from tl:le

Evenmall}n 3fner sacnﬁ thousands of Skaven to &
‘Sotek, the god was 1nvokc:? and a plague of Snakes
- rid Lustria of the Skaven of Clan Pestilens. Since
~ that time, Sotek has been t[ie greateét of the
:leardman god& o

'hzs gﬁd and cal‘lnes the Daggér of
;Sotek Wlnch stpl_l;c;s with the wrath_l- =TS
hearts of j:he S_I_;z_wen He _also ca.mes_' | .
't'he sa'cred ?Zai‘ém af Sotek, on which
of Sotek is m_gunted Durmg a b_attle
he can invoke Seotek’s wrath,
sumunoning Serpents from their
hidmg places to attack the enemies

e - HARACTE RS.

the x

He is amazingiy stealthy, and can :

DEEP IN THE DARK JUNGLES OF LUSTRIA, THE
LIZARDMEN SOUND THE DRUMS OF WAR, FROM
THEIR MIGHTY TEMPLES AND RUINED CITIES THEY
COME, A NEW SPAWNING OF LIZARDMAN
INXI-HUINZI - SKINK HERC OF
HEXOATL, TENEHUINI ~ PROPHET OF SOTEK AND THE
CHAMELEON-LIKE OXAYOTL ARE RELEASED THIS
MONTH TO DEFEND THE ANCIENT CIVILISATION OF

TI'IE OLD ONES.

I'NXI HUINZI

Cold One Rlders pmw] the rain
forest, pampas tracts and sisal
. grass, searching for Norse raiders
_ from the colony

'xltzhpctii (whxch mughly tramlates as “Bite- gore-[ash w_uth
_the-tall beast’) He ndes Xltzhp(:l:h when he Icads the :nld

iy fe‘aiured

_ SPOT OXAYOTL AND WIN A
1,000 POINT I.I_ZARDMAN ARMY!

in 'Col[cl;tmg a leardma- :

1ST PRIZE: 1,000 point Qerm—Itt s L;za;’dman Pyramid
Temple Guard army.
2ND PRIZE: 3 runner-ups will receive one of each of the
‘mew Lizardman releases featured in this issue.
" 3RDPRIZE: 10, .unner-ups will receive an Oxayotl miniature.
 Left is the scenic base that "Eavy Metal painter Keith Robinson is going to usc for
. his Qxayotl To enter, simply tell us which grid square you think Oxayotl's head
f-shau]d be in and send your entry on a postcard to us at; :

SPOT OXAYOTL COMPETITION
White Dwarf magazine,
Games Workshop Ltd.,

- Willow Rd, Lenton, Nottingham, NG7 2WS

g% 'Campcnuan cm‘; inda) 16th April 1999. Winners to be announced in White Dwarf 236.



Nick Davis is still knce-deep in strangely shaped polystyrene & PVA glue, but
there is a light at the end of the tunnel (just as soon as he builds onel)..

Welcome to the third part of Jungle
Fever (check out WD225 and earlier
this issue for the first two articles).
Some months ago now I was inspired
by the ‘Raising the Army of Rezephau’
section in the back of the Lizardman
book, and started to build terrain for my

the terrain in my lunch hou‘rs at work

by Nick Davis

to. build 1 turned to the Terrain Generator table in the.

Warhammer Battle Book. For each entry on the table I would
build a piece of suitable Lizardman terrain to fill it — from
jungle (for the wood entry) to a ruined temple (which could be
a steep hill or double up as the tower entry).

WHAT'S BEEN DONE

So far I have managed to build a spawning pond (which can be.

the very difficult ground or lake entry) and a variety of jungle
trees made from garden wire, masking tape and plastic cups!
From these relative simple terrain pieces I pooled together my
newly practlced modelling skills and set out to build a village.
The v1liage is a collection of Skink bamos The barrios were
the Ork bmldmg featurcd in the ‘How to Build Wargames
Terrain’ book, which I've used to learn different modelling
techniques and for inspiration for new ideas. Using all the
techniques I have learnt so far, I even managed to build a
Lizardman fortress surrounded by a moat (check out Jungle
Fever in WD225).

Everything T have built so far has used easy to come by
materials and I have spent very little money on any of the
projects except for replenishing the PVA glue. I have used
corrugated cardboard, cereal packet cardboard and even
collected rocks from the ground instead of making them out of
polystyrene Soitis pretty easy to get the material you need to
build terrain.

WARNING! Once you start building terrain it is extremely
hard to stop and you will soon find yourself knee deep in PVA
glue, corrugated cardboard and bits of strangely shaped
polystyrene. So read on at your own peril. ..

Lizardman army to fight over. I built

WHAT'S TO COME

In my earlier article I had just finished my village and was.
thinking about making a small central piece for it. This will be
a sacr1f101a1 pit dedicated to Sotek (no Skmk v1llage 1s-
leaves me with dlfhcu]t gmund hllls steep hills and even a
temple — so there’s still loads to do. Well here goes nothing. ..

THE
SECRET i WA RGA M ES

OF MY TF R
SUCCESS = ..-A [N

DIll let you into
a secref: I'm
not a great
terrain butlder.
Sure, I've built
hills and made
woods but I
have never
undertaken
such a big
praject

before. Every
technique I
have used in:
all my Jungle
Fevef terrain

terrain b_wldmg gwde written. by Nrgel S_f!-l?mm_

If you've been inspired by my Jungle Fever articles, and
are going to have a go at building terrain for your games,
I suggest you get hold of this book. It's crammed full of
ideas, tips and modelling projects, ranging from the very
simple to more complicated projects.




ARHAMMER.|

THE VILLAGE SACRIFICIAL PIT

(or the Slann shower)

The Skink village needed a centre piece, a place where Skinks
gather, a focal point for the community. How about a pit to
drag poor, unfortunate captives for sacrifice to Sotek? The pit
started out as a village totem pole, which I made out of two
metal glyph plates glued to a strip of polystyrene. The totem
was going to be stuck to the base of my two storey barrio but
I'changed my mind (I actually forgot fo leave any space for it
on the barrio’s base — doh!).

The pit was a really simple piece to for me to build. I cut out a
square of polystyrene, stacked three metal glyphs together to
‘make the steps and glued it all onto a base. I then broke a
corner of the square with my finger and covered it and the front
of the pit with coarse turf (available from modelling shops). I
washed over the top with watered down PVA glue — this
stiffens the coarse turf, making it easier to paint. I finished off
‘the base with coral gravel and then sand.

I used polystyrene to make
the square and the totem
pole. This material has
a nasty habit of
melting when
sprayed with paint.
To make sure this did
not happen to my model, I
used watered down PVA and
mixed sand into it. I painted this mix onto

any exposed polystyrene — this should stop spray paint from
melting it and ruining the piece. For added peace of mind,
when the mix was dry I made up another batch of watered
down PVA and painted this over the top of the texture mix.
This would reinforce and seal the texture mix so hopefully
none of the spray would get through to melt the polystyrene.
When this was dry I took a deep breath and sprayed it black.

It worked! Reinforcing the polystyrene with the téxture mix
and PVA left me with minimal meltage. Where the model had
melted, it actually added texture to the model. It was time to
paint it.

The pit was painted Shadow Grey and then highlighted white.
The coarse turf was painted Dark Angels Green, then Goblin
Green and finally Sunburst Yellow. [ finished off the base with
Goblin Green, then added some brown for rubble and worn
ground.

Below: My first jungle hill. A little over-
crowded with scenery, but great fun to build.

The sacrificial pit was finished and with it the
village was complete. It was time to decide on
my next modelling project. I’d built the jungle,
created the spawning pond (counts as very
difficult ground/deep river or lake) and even
raised a village. I decided it was time for some
hills.

HILLS

I had deliberately avoided the hill entry
because [ knew making them would be
incredibly messy. Plus I really did not have the
space to build them at work. Luckily by the
time I had finished my village there were new
Warhammer hills available unflocked. This
was great, saving me a lot of time and make the
hills much easier to build.

A ONE LEVEL HILL
(or the Skink hopscotch board)
I grabbed one of the hills ‘and
experimented on it using almost
all the techniques I had learnt so
far. Looking at photographs of
Jungle hills I found in books, they
were mainly overgrown or were
covered in rubble. I decided that one side
would be covered in jungle and in true Tarzan
movie tradition the other side would feature a collapsed
temple plinth. The middle would be paved in the same way as
the Spawning Pond.

I wanted the collapsed end section buried under a tangle of
overgrowth and strewn rubble. This would also be an area of
difficult ground I buried some auttably shaped stones (I find
concrete or brick bits are best for this) by cutting holes into the
hill, pouring in PVA and then inserting the stones. I repeated
this same technique for the glyph plates. I then covered the
temple area with coral stones for a uneven surface. I let this dry
whilst I thought about the other side of the hill.

Abave: The collapsed temple — half buried Lizardman glyphs,
covered in coarse turf.




JUNGLE COPSE

I wanted one side to
have a small jungle
copse on it. Not
wanting to make
any wire trees, I
used the plastic cup
tree technique (see
the first Jungle
Fever article in
WD223) and built
three trees of
varying sizes. These
trees were then

: glued onto the hill. T
buried a couple of stones into one side of the hill, hlhng the.
gaps w1th Iong grass. The long gra‘;q was made out of yard:

]UST A COUP'LE MORE TOUCHES

The hill just needed a couple more touches to finish it off. I

added paving slabs to the centre of the hill. T made these in the

same way as those on the l;pfs.wmng pond The. hlll was. then

to makc sure: I had maximum coverage) ‘When it was clry I

went crazy with coarse turf, almost covering the ruined side

with it (I love the. overgrown effect).

The hill was then sprayed black — doh! In my haste in
constructing the hill T forgot it was made out of polystyrene. 1
stared at the hill in disbelief at what [ had done and waited for

the hill to melt as the spray paint dried.

Luckily nothing happened! I only had a very minor piece of
melting which 1 could pass off as rubble. It seems the hills are
made out of polystyrene that can take spray paint reasonably
well. The: moclel was then pamted Goblin Green with some

g_re_y Fmally tha_ l;re_es we;r_e_ aglded ‘and thc model was
finished... phew!

TOO CROWDED!

Looking at the hill I found only one real problem — it was too
crowded with sccncry to place many mc‘idels on it! I was

buddmg the next two 1
would have to make sure I
did not go' crazy and add

Rigkt; I only added a
small amount of rubble to
one side of this hill. I dug
out a small hole in its side
with my _ finger, and I
couldn’t resist adding
more coarse turf.

Above: The third and last hill I built. I went a
little more crazy with the scenery on it. I added a

qnd a g_ro_up of srqr_tdmg ;ra_nes in: ﬁ%e ﬁ_z_r co_mer-
And of course I had to add some coarse turf.

Right: An impassable section the hill. Using my

fingers (handy modelling tools) 1 gouged out
sectwﬂs of the hill for a more. racky appeamnce

it meked_ thef gouged out ar_‘ea;

look like eggshell. I also added paving stones @mzsnd it to give the impression
of an abandoned temple.




ON DIFFICULT GROUND

I had finally built the hills and my terrain plan was starting to
look complete, with only a few more pieces to make. Looking
at the Terrain table I decided to make some difficult ground (I
had already done the very difficult ground). Now according to
the book, difficult ground is scrub, soft sand, a shallow pit,

debris, an area of loose rocks or even boulder strewn ground.

If I combined a couple of the above elements, making this
'should be easy. I decided to make the pieces of difficult ground
on separate bases so I could easily move regiments through it.

All the pieces of difficult ground had to have rocks and
boulders on them, so it was off into the car park for five
minutes scrabbling around for suitable stones. These rocks
were then glued onto thick card with a hot glue gun (a very
handy tool), although two-part epoxy glue will do or even

Right: The difficult ground is made out of stones glued |
onto cardboard. I added smaller coral stones for effect.
T?w enxare pzece was afmosf covered wzs‘h coarse zwj‘

PVA, if you are willing to wait twenty-four hours. I added little
pieces of detail to each one and then sprayed them black.
When this was dry I painted the bases Goblin Green, and the
rocks Snakebite Leather, followed by Bubonic Brown and
Bleached Bone to finish. On one piece of difficult ground I
drybrushed the rocks grey — which links in with the collapsed
temple on my first hill.

QUICK & EASY
[ was able to knock out these pieces in less than three hours,
which quite surprised me. So I took a quick breather and then
plunged head first into making a ruined temple. This would be

-the very Stéep hill or the tower entry on the Terrain table. Well

Right: I got a little more creative with this piece.
added the other half of the Jurassic Park egg,
broken into little pieces. This would also be a place
of significance for my Lizards, so I added a glyph
plate glued to a rock with a Hot Glue Gun
(superglue would do the same job). I then filled in
the gaps around the glyph with DAS modelling clay.
Again [ added loads of coarse turf to this piece.

Left: The finished piece. It was painted from
a base of black, with Goblin Green on the
base and coarse turf. I painted Snakebite
Leather onto the rocks, followed by Bubonic
Brown and then Bleached Borie.

Left: The entire model was painted from
a base coat of black. The egg was
-painted Bleached Bone and then
highlighted white. For a shiny eggshell
appearance I brushed gloss varnish
over the area of the broken egg. With
this done, the egg was finished off with
‘a coat of watered down PVAto add
extra durability to the model.




THE RUINED TEMPLE

A quick scan of the Wargames Terrain book showed me that
the temple could be made up from layers of polystyrene. I
didn’t have any...
out a rough square shape and four sides out of the card. Then

using my hot glue gun (PVA does the same job) I stuck these.

together at right angles and my base was finished. I repeated
this a bit smaller for the top section, and then glued the two

halves together using PVA. The gaps around the side of the

temple were filled with DAS clay and then I left it to dry.

never made steps before but Idid have an 1df.=:a1 Stackmg
corrugated cardboard together, staggered at intervals of Smm
made great steps. I then cut some sides for the staircase out of
corrugated cardboard and glued them to the stairs. The gaps in
the cardboard were filled in with DAS. When the clay dried I
glued the stairs to the now fully formed pyramid.

GLYPHS & RUBBLE

Before adding glyphs, I based the pyramid with a thick piece
of cardboard, the edges of which I sloped by cutting at a
45 degree angle. When the pyramid was firmly attached I
started to add the glyphs to it. I glued these onto the walls with
superglue. I also glued a few glyphs on the base, as a few
plates would have fallen down over the centuries.

With this done I added paving slabs (using thin cardboard cut
into 2 by 2cm squares) to the front of the model, and sand to
the base. Then I went absolutely crazy adding coral stones to
the pyramid — I built up almost all the rubble in layers of small
stones and lots of PVA (an entire bottle!), When the rubble
the temple had to.be

dried T added loads: of coarse turf —
overgrown as well. Finally, when this
was all dry I washed all over the
rubble and coarse turf areas with |
watered down PVA glue and then left |§
it to dry (it only took 24 hours!).

Right: I couldn't resist adding a little
derail to ::ke pyramid temple. I
w.o.:as.l.d. be srrewn in mbbk as If a
large. altar had been cast oﬁ‘ the top.
of the py. ramid..

so Lused corrugated cardboard instead. I cut

AND FINALLY...

I sprayed the model black and then painted the base with
Goblin Green. The pyramid was then painted with Snakebite
Leather followed by Bubonic Brown, then Bleached Bone and
finally a light coat of Skull White. The coarse turf was
drybrushed with Dark Angels Green, followed by Goblin
Green and finally a highlight of Sunburst Yellow. I then
varnished the pyramid and let it dry.

So what's next? I have completed the Terrain Generator table;
I now have a piece of terrain for every entry you can roll up.
However many of the pieces fill more than one entry — ie. the
ruined temple counts as both a tower and a steep hill. T am now.
going back over my terrain and I am going to make one piece.
for each entry on the chart, Should be fun... Maybe I'll get to
tell you all about it in a future White Dwarf.

Well that’s it for now, I hope there is something here to inspire
you to build themed terrain for your army. I have certainly
learned a lot from my experience. I have played a few games
now with my themed scenery and I must say it really brings
your games to life. My Lizards are finally defending their
realm from the ravages of would be conquerors (it has also
improved my game).

One last thing — the terrain I have built also works extremely
well in Warhammer 40,000. I played a game over it last week
and the scenery fits perfectly My Imperial Guard can now
battle across mysterious ruins and through dark jungle. I have
a complete battlefield for both games... great!

So grab that sticky tape, forage for stones, hoard unwanted
packaging, get some PVA and make terrain!

'WARHAMMER



Mike walker

Unusually I find myself in a situation where I have plenty
of time in which to write this article. So allow me to
spend a few paragraphs giving you some background on
how I came to start it.

Now that a few items written by me have appeared in
White Dwarf, local players who know me have started
asking me for advice. Fortunately most of the queries
have been about Warhammer and only a few have
concerned weightier matters like which Lethal Weapon
film had the highest body count, if all the members of
Steps would fit into little Dave’s shed or who would win
if Scooby Doo took on Bagpuss'.

As far as the Warhammer questions go I always try to
help. Few enough people are interested in what I think,
s0 when someone wants an opinion I provide one. My
advice may not solve or even ease their problem, but I
enjoy every opportunity to pontificate at length on my
favourite hobby.

Lizardman armies are both difficult to

FIGHTING WITH
COLD BLOO

By Mike Walker

A regular contributor to White Dwarf, Mike Walker is a
veteran Warbammer player, and has fought with and
against Lizardmen armies dozens of times. This month be
shares his thougbts on using the scaly ones.

Lizardman armies are both difficult to beat and difficult
to use. So in the next few pages you will find my
ruminations on a few of the more interesting problems
concerning the creatures from Lustria that 1 have
discussed with local Warhammer players.

My own experience with Lizardmen consists mainly of

‘getting beaten up’ by the different incarnations of

Alan’s’ scaly ones. I also have my own two thousand
point hoard of pool-born and have been known to
unleash them upon unsuspecting opponents when it is
humid enough.

THE MAGE-PRIEST

“My general, the fat, pink lump, always seems to get
shot to bits by Elven archers. What can I do?”

The flippant answer here would be “stop fighting Wood
Elves”. However, this question highlights a very real
problem confronting
each Lizardman
commander — how to
keep his Slann general

beat and difficult to use... alive.

Some weeks ago White Dwarf Slann® Paul Sawvyer
contacted me and asked if I would like to do an item on
Lizardmen for this White Dwarf.

After thinking about it in the bath? for a bit, I realised
that a large proportion of the questions I had been
asked recently concerned the cold blooded ones. Which
is a bit odd really, as I have found them to be one of the
toughest of the current Warhammer armies. Just as my
skin began to take on a Saurus-like texture, something
really profound eased its way into my consciousness.

So let me get this straight.

The Slann, ‘second only to the Old Ones in wisdom and
understanding’ decided that the best method of
manoeuvring themselves around a battlefield was to be
carried shoulder high on a large, bone chair, adorned
with brightly coloured totems — not only inviting every
bolt thrower and Elven archer on the battlefield to take
a shot, but also creating a large target to make those
shots a bit easier. All that is missing is a sign reading
“shoot here for big victory points” nailed to the Slann’s
'forehead I suppose common sense is not required
amongst those who spend most of their time

1 It is-assumed that during the confrontation Scooby snacks are not available and Bagpuiss is auake.

2 Slann: a fat and almost omnipotent, toad-like being, controlling a number of obedient, yet slower-thinking minions.

31 do all my best thinking in the bath. Norman, my yellow, plastic duck, is great for bouncing ideas off as well as accurately thrown soap missiles.
4 Most spectacularly in a recent leagne battle when every unit in my Goblin army was routed by the completion of turn one. Whetber ihis is an
indication of the nastiness of a Lizardman army or the foolisbness of fielding a Goblin army without the Crown of Command remains a topic of debate

amongst the league's players.

J 5 Alan’'s play can be a bit slow. He would argue bis playing technigue is deliberate and careful, mimicking the troops in bis army. My advice is — when

7 playing Alan, bring sandwiches.



contemplating ‘the meaning of time and the
mysteries of the universe’;

There really is no hiding place on the
battlefield. If you put the Slann with a unit,
because it is a large target and goes in the
front rank, it gets shot at, If you leave it on its
own, some airtborne nasty drops out of the
sky and starts beating it up. What makes the
situation worse is that the Slann general will
probably be prowdmg most of the magical
support for the army. The loss of the model
will cost the owning commander much more
than just the victory peints that are given
away.

The most obvious way to ease the situation is
to load up your Slann with protective
magical devices such a5 a Jade Amulet, an
Amber Amulet and my favourite, the Amulet
of Xapati.

Priest is a complete w&ed and should only be

considered when you have very few points to

spend. For any army of two thousand polnts or more, a
hundred and e1ghty five extra pomts buta Master Mage-
Priest is much harder to kill than a Mage Priest
Champion. With the extra couple of Wounds and the
Toughness increase, it would take a dozen Wood EIf
Scouts eight turns, on average, to kill the Master Mage
compared to only three turns to nail the Priest
Champion,

To prevent the unnecessary deaths of fat toad creatures,

my recommendation is that you lead your army with at

least a Master Mage.

One final point — painting your Slann pink may not be a
good idea. Painting it two
hundred watt florescent
pmk is definitely a bad
move. I am convinced that
the Slann I faced a few
months ago caused me to
lose  several thousand
unsuspecting retina cells
and left me with an
unwelcome  sun  tan.
Dressing your Slann in a colour that will draw so much
extra, unWanted attention is just asking for trmiblc My
offence as pOSSI_ble_ a_,nd nq health and s_afe_ty concems
for my opponents.

ABOUT SKINKS

Skmks are small wcak and rub‘bish Why can’t 1 have

I can see how this opinion might arise. At first glance the
Skink bowman does not endear himself to a Lizardman

commander. His bow has a paltry maximum range of
sixteen inches. He has the archery skill of a Goblin, the
ﬁghtmg prowess of a Skavenslave, worse Leadership.

than an Orc and is only taller than a Halfling because of
the crest on his head. With his pathetic Toughness he

Skirmishing Skink archers emerge from the jungle

could be taken out by a lucky shot from a water pistol.

My opinion? Skinks are fast, brave, scaly, poisonous and
cheap.

A couple of twelve lnch doublc pace moves a.nd
suddenly having only a sixteen inch range seems far less
of a problem. Fast little Skinks.

Apart frem during Tortoise/Hare head-to-head
marathons, being slow of thought and deed has never
seemed like much of an advantage. But the extra dice
Skinks get as a result of being slow to react means that
although they have a Leadership rating of six, they pass
Paruc tests aImost as Well as normal (two d1ce) troops

The Slann caused me to lose several
thousand unsuspecting retina cells and
left me with an unwelcome sun tan.

skm gives them an unmodlﬁable six tCl save. You can
drop an office block on a Skink and he will still save on -
a Six. Scaly little Skinks.

It makes pricking a finger terminal, but I always give my
Skinks poison arrows. With an increased Strength of
four, the combination of a better chance of wounding
and a reduced saving throw really boosts the
effectiveness of a Skink’s firepower. Well worth an extra
half a point. Poisonous little Skinks.

So how much does a fully tooled up, fast moving, valiant
little lizard cost? A mere six points. That's the same cost
as an unarmoured human with a spear. I know which I
would rather have. Cheap little Skinks.

Okay so maybe now you are thinking that Skinks are



really quite good. Well let me introduce a creature that
makes them brilliant. The Skinks hulking older brother,
the Kroxigor.

Skinks and Kroxigors are allowed to cohabit in a mixed
unit. This unit benefits by using the Kroxigor's
Leadership of nine for all Psychology tests. In combat
not only do all the Skinks in the front rank fight — the
Kroxigors behind them can also contribute to the
carnage with their heavy axes. When calculating the
combat result of the unit, the full rank bonus of the very
numerous Skinks is counted and the unit benefits from
the low cost Skink standard bearers and musicians.

The only drawback is that because Kroxigors are clumsy,
blundering and walnut brained, the unit cannot
skirmish.

‘That aside, the combined unit both shoots and fights
very effectively. The nine Leadership gives you some very
resilient troops. It really doesn’t get any bettér than this.
Brilliant little Skinks.

They are the elite of the army. They carry nasty Strength
enhancing halberds. They wear neat helmets made from
Stegadon skulls®. Equipped with armour and shields,
they get an excellent saving throw of three. Oh and
Temple Guards are flippin’ expensive.

If you pay the extra three points for the armour and
shield, issue them with a nice magical banner (Standard
of Shielding, Jaguar Standard and War Banner are all
cheap and recommended) and get enough of them to
count a maximum rank bonus, you get a unit that is very
nasty. You will not get that for two hundred points.

I really like these figures and they always form part of my
three thousand point army. In small numbers however
they are not effective — two hundred points can be better
spent.

On Cold One Riders.

These are my favourite Lizardman troops. 1 love being
able to set this lizard on lizard combination onto the
enemy skirmishers, to send
them charging them into the

The very nasty, laser-guided dropped ovrosion’s caviiry and

rock attack and three other attacks
per model, mean that Terradons can
take on quite tough opposition

A QUESTION OF MAGIC

“Should my Slann use High Magic or Battle Magic?”

High Magic. Always, always High Magic. Next question
please.

CHOICES, CHOICES

“I have two hundred points left and a choice of a unit of
Cold One Riders, Temple

Guards or Terradons —

which should I take?”

smash them into the flank of my
oppenent’s major combat units.
For two hundred points you get
a unit of eight fast moving, fear
causing and dangerous models.

Great Crested Skinks are no
more proficient in combat than
Skinks with lesser head adornments. They are a bit

stronger though, and contribute to the three Strength
four attacks generated each round by each model.
Working on the more-dice-the-better theory, these guys
out-roll most other cavalry.

Unfortunately their save of three does not stop missile
troops devastating them, because of their pitiful
Toughness. If your opponent’s army is brim-full of
ranged weapons you may not want to use these guys.
They also have a slight reliability problem. The unit
suffers Stupidity until you can find some enemy for the
Cold Ones to munch on. Their role as fast moving strike
troops will often take them to distant parts of the
battlefield where even with three dice, the Skink
Leadership rating is just too low to overcome the
Stupidity regularly enough.

My two hundred points would be spent as follows. Cold
One Riders are cheap, but effective cavalry However
because of their weakness against ranged weapons and
their habit of going stupid at critical moments, I find that
I must recommend you spend the two hundred points
on the Terradons.

I may have mentioned earlier in this article that I
really like Skink archers. For two hundred points
you can get ten of them, mounted in pairs on five
‘giant, flying reptiles. For a few extra points you can
give the Skinks poisoned arrows and shields. Might

I suggest you do both’.

6 Obuviously it is a bit awkward to extract the skull bonefmm an umwilling adult Stegadon. The bones used by the Temple Guard seem to bave come

Jromn much less dangerous baby Stegadons.



The Terradon unit is able to strike at any part of the
battlefield, either peppering opponents with poisoned
projectiles or charging and causing chaos with deadly
dive-bombing. No lone magic user, organ gun or out of
control Goblin Fanatic is safe. The very nasty, laser-
guided dropped rock attack and three other attacks per
model, means that these creatures can take on quite
tough opposition. Used against well selected targets, the
Terradons can do significant damage to support units
and war engines.

However they must be used carefully as they can be a bit
fragile. They must avoid getting (:ha.rgcd fighting large
units and try not to get seriously shot at. The Terradons,
like the Cold Ones, suffer from their riders having the

Toughness of a paper hanky.

For two hundred points of versatile and useful troops
get the Terradons.

MAGIC ACAIN

“If T can just go back to my earlier question — why is it
Always always High Magic?”

High Magic. Pure, noble and powerful.
Battle Magic. Utilitarian, common and functional.

This just about summarises the two sets of cards. For
example compare these two spells:

Fiery Convocation is not just the best High Magic spell,

but may also be the best spell in the entire game. If
successfully cast, it does an average of seven Strength
four hits now and seven Strength five hits on the same
unit in the next magic phase. There is no saving throw
allowed and it remains in play, becoming more and
more dangerous until dispelled — that’s a lot of charcoal
for two power cards.

The Battle Magic spell Destruction does an average of
seven strength four hits for two power cards. Not too
shabby, but it is just not in the same class as the Fiery
Convocation.

Before you stands a proud and virtuous Grail Knight. He
has beneath his seat a stout warhorse to carry him into

I paracbwes were an option 1 would recommend them too,

battle and on his heels he has golden spurs to guide the
mighty beast. He has on his chest a plate of metal with
his fine family’s emblem and has on his head a silver
helm, bearing the potent symbols of the Grail. He has in
his left hand a strong shield to deflect the blows of his
enemies and in his right, to fight them with, he wields a
rolled up newspaper®,

Equipping your Slann with Battle Magic instead of High
Magic is rather like that. You have given him almost, but
not quite, everything he needs.

Blast, Move Unit, Net and Hold Fast do their best to
offer some impressive Battle Magic, but the real quality
remains in the High Magic deck.

Hills will stroll about the battlefield at your whim when
you employ the High Magic Assault of Stone spell.
Infinitely powerful Daemons and immortal Undead will
dissolve into black puddles of steaming Bovril” when
you bring them into contact with the High Magic
Banisbment spell. The enemy’s units are frozen in
place, great airborne beasts are hurled groundwards and
war machines are literally blown away by the High Magic
Tempest spell.

Along with the three potent spells I have just
exaggemtf:d the unmatched Fiery Conwcatz‘on and the.

from settles mal_'mrs.

If you still have a hankering to dabble with Battle Magic,

get a couple of Skink Shamen.

Well that's about it. I can see the excess
Winds of Magic cards being replaced.

The Lizardmen are one of the best
armies around, I pity those that like me
face them regularly. T hope these
musings ha:ve been of interest and..

e

ﬁh;ﬂly ﬁms_hed his tu_rn and it's my gq,
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DOGS OF WAR

Dogs of War do not necessarily
‘have ties to a particular country,
nor are they a whole new race.
They are bands of warriors and
adventurers who live by fighting
— for glory and more importantly
for gold! The Dogs of War are
made up of skilled pikemen,
deadly marksmen, Hobgoblin
cavalry from the eastern steppes,
Halfling scouts, drunken Dwarf
. pirates, Ogres from the Badlands
and Giants from the misty shores of Albion.

Together they ply their trade to every point of the 'c&)mpass in
the Old and New Worlds, fighting for anybody, any time, any
place, anywhere...
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THE GIANTS OF ALBION

EGIMENT

OF RENOWN

White Dwarf proudly continues its series of exclusive new Regiments
of Renown for bire. The Dogs of War bave fought for and against
every known (and unknown) race in the Warbammer world. They
all fight for one common goal - fame and, most importantly,
Jortune. This month Nigel Stillman delves through the writings of the
ancients and uncovers Tichi-Huichi’s Raiders. This mercenary
Skink regiment fights for a very different reason — they are on a
sacred mission from the Old Ones themselves!

Although the Dogs of War regiments have no common
heritage, many find employment in that most notorious of
mercenary breeding grounds, the land of Tilea. Tilea is an
anarchic land and 1s in an almost constant state of upheaval, as
the wealthy merchant princes of the independent city states
plot against each other. All this anarchy means mercenaries
who travel there can be assured of profitable employment.

REGIMENTS OF RENOWN

Dogs of War Regiments of Renown can be incorporated into
your existing Warhammer armies very easily. Just add the
regiment’s points cost to the allies allocation of your army list.

All Regiments of Renown have a unique character, so you can
only use one of each regiment in your army. Also, each
regiment is only available to hire for a limited selection of
armies as, for example, some of the Tilean regiments will
understandably not fight alongside Skaven, and Dwarfs would
never hire Hobgoblins (no matter how good the rates).

Instead of hiring individual regiments, you can raise an entire
Dogs of War army. All you need is a Mercenary General to
lead it and a Paymaster to pay it. Paymasters are perhaps the
most important figures in Dogs of War armies, acting as the
army standard bearer. Whenever the army looks like it’s
wavering in the face of the enemy, they lift the lid of the
pay chest and promise large bonuses, making the army
fight on with a steely determination.

IN THE HIRING HALL

The Dogs of War armies book contains fifteen of the most
famous Regiments of Renown for hire, and in White Dwarf
we have detailed Lumpin Croop’s Fighting Cocks (WD230),
Ghazak Khan — Mercenary General (WD23] ), Oglah Khan’s
Hobgoblin Wolfboyz (again WD231) and of course Tichi-
Huichi’s Raiders (this issue). Of course the regiments detailed
so far are only the tip of the iceberg. There are still many more.
famous mercenary regiments and characters scattered around
the Old World.

Next issue we bring you the Giants of Albion. Coming up over
the next few months we also have the rules for Mercenary
Generals from other races -and more Dogs of War special
characters. But this month we deal with Tichi-Huichi’s
Raiders...

G Hengus the Druid

Sculpted by THsh Morrison




TICHI-HUICHI'S RAIDERS

SKINK COLD ONE RIDERS

ulpted by Alan Perry & Trish
A

A Tichi-Huichi's Raiders
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On the five-thousandth cycle of the
sun, at the equinox of Topec, on the
meridian of the Serpent Star, a
spawnmg occurred in the sacred

| had long since been deﬂreyed The
temple was remote from the great
‘city of Zlatlan in the south-lands
'and had been abandoned for a long

!!‘.~ unnotrced Indeed it was a sporadtc spawmng. evoked

By Nzgel .S‘tiﬂman

Dwm;f Lord Borik, on bMﬂg Iicbz—Humbi sRafders
kind, the sort who could ms:er the Cold Ones This

should occur at the same time.

A few years later Tichi-Huichi had trained the rlss;llg
generation of Skinks in all the lore of Enxilada that he
“knew: They looked upon him as their mentor and leader.
- over the sme time the Cold 'Ones'h'ad 'grbwn to full size
happehed almost naturally, ‘the empathy berween the
-Species was preordained. One became master to the other.
It was at this moment that the mind of a Slann Mage-Priest
in far away Zlatlan focused on Enxilada. Profound thoughts
were. evoked within the aIert mmd of Tichi-Huichi. Norw his

1t was the season: of monsoon. In the fetid, steamy mghts
‘that followed, Tichi-Huichi was troubled by dreams. He
perceived far away places, and strange races and creatures.
In their rmdst he beca.me dwzu-e of the presence of great
had been looted from Enxilada and other places\ sacred
artefacts which the Old Ones desired him
to bring back.
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1 spawning. HlS dc'inny was (:Iear ik s oo Bad beees)

chosen to go out into the wider regions to find and bring
back the I‘ﬁliCS Which the Dld Ones had revealed to him.

grutter than hlmSe]f to dl[‘ec‘t his pians 1 1ch=~l~l1.nch1 set
out, Ieadmg hiS ﬁne reglmenr of Cold One Riders. They had
ter:hmques of riding and fighting from Cold Onéé 1t had
come upon them as if by instinct. Instruction had hardly
been neceqsary-

Arablan ch:ei awe-struck at the 31ght of real Al Saunm_
before his very eyes, seemed eager to hire Tichi-Huichi’s
rLgiment Many treasures were cast upon the sand bc:forc.

bnghtncss in the glare of the sun. Then he ca_ught s1ght of
a bacrcd tabiman which he had seen in hIS dream and let

Nchckhara Tomb'i were szIaged in the outl}mg_
nccrupohses of thal: desolate l.md Treasures were

them to a standstill in I:he soorchmg sun. Then the Liche
Priest raised h1s ataff and 5taved the Skeleton WAELTIOLS. He

seemed to be m:mated wnth an mspu'ed thought as lf from
afar. There followed years of fighting along the northern
margins of the desert. Dwarfs were the quarry. They were
easily pursued and caught as they vainly tried to escape,
laden down mth pIunder

by thc ’ikmk Cold One thers

So it went on to this day. Tichi-Huichi was hired by the
DwarfLord of Barak Va.rr‘ ina strange meenﬂg in whlch the

= - —
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And so Tichi-Huichi's Raiders fought against Orcs and |
Goblins. Then they were hired by them in their mira,
serving Goblin chiefs who were convinced that Mork| 01: N
Gork er beth had inspired them. They fought battles and’ vl
regzuned many mcm, lost rc:hcs With every change t‘)f -

served mlght ﬁee or be wxped out utterly, srrangely Tichi- /8
Huichi's Raiders were still there at the end of every battle. |
Mysteriously their foes always saw the wisdom of hiring [
them, and the futility of a fight in which the Skinks would / (|
slaughter many before dying themselves. Without knowing '
a word of mannish or Orcish or Khazalid or Elven tongue, b
a deal was always struck. Were the thoughts of their foes
clLrected by some gr{.aﬂ:r mind, cnthroued upon a pyrarmd

Motto:- C old-—blooded efﬁcieﬁncy ('f,ﬁ
Battle-cry “Tupyn tzlaga anapaq qmm qrle:z :

for guatneas b} the sun. god Chotek He also has a h:gh P
crest denoting. empathv with Cold Ones. All the Cold Ones /| i
are black with vermilion spots or streaks, and all the Great), |
Crested Skink riders are green with vermilion crests. These ',
are the markings sought after by Tichi-Huichi.
For Hire: Any Warhammer army except Skaven and Dark H
Elves can hire Tichi-Huichi's Raiders. \\ i

Points: Tichi-Huichi and four Skink Cold One Riders ||
including a standard bearer and musician cost 215 points. ™\
This is the minimum unit you can hire The régiment may

pomts cach,

Profile MWSBSS T W I AlLd |
Fchidhuichi="6) (oA 540312 16805 T
GiCrested Skink6: 2 3 4 2 1 4 1 6

3

Cold One < Rl S T L G

Armour Save: 3_+_
SPECIAL RULES :
Cold-Blooded: Skinks are cold-blooded and slow to reftt
to psychology Roll three dicc when testm_g agaipst
Cold Ones Cold Ones cause fear. are sub;ect o stupid
and gwe.lhelr niderw +” to their armour saves in’ ;Iiace
[
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10am - 4pm Sunday 2nd May 1999
Games Workshop Nottingham Exhibition Centre,
Games Workshop HQ, Willow Road, Lenton, Nottingham.

ynce again the doors of our
Nottingham Exhibition
. Centre are thrown open for you
" to come and glimpse more
from the fantastic world of
Warhammer Battles. As always
we can promise a host of
participation games, a chance
to speak with GW artists and
designers, the opportunity to
visit Warhammer World and so
much more!

demonstration games!
“awesome Mail Order

\iege on an
ble scale!

A MUST FOR WARHAMMER FANS!

} ! ; ;
TICKETS PRICED £6.00 (INCLUDING ENTRY TO WARHAMWER WORLD). TICKETS WILL

NOT BE AVAILABLE THE DAY. TICKETS ARE AVAILABLE FROM MAIL ORDER OR
THROUG MES WOHKSHO'P -STORES, COMMENCING 3rd APRIL 1999.
7 o |

i
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"THE TANELOTH
CRUSADE

“Warhammer 40,000 Campaign Weekend
SATURDAY 3rd & SUNDAY 4th APRll. 1999

first ever Warhammer 40, 000
campaign weekend. Our
purpose built Exhibition Hall
will be laid out with a plethora
of gaming tables, arranged to
represent the Imperial planet
of Taneloth

Ing/ 32435455/ 1p
TITLE:

Invasion of lam.loiﬁ
DATE:
great allied armles under the 912999, Al
command of the _imperial

Governor or Chaos

THE DAY:

will send you fulf rules and ali the detalls of this incredible weekend!
Tickets for this event are available priced £25 (including lunch on both
days) through all Games Workshop stores and from Games Workshop.
Mail Qrder (0115 91 40000).
Bloody des.truct_ion will rain
down upon the werld of
Tane[oth for the whole

- Enrry sirictly by ﬂcke! on!y
. TJckers ml'.‘ not ba avaﬂab.fe on rhe day

~ NOTTINGHAM HQ STORE

Games Workshop HQ Store, Willow Road, Lenton, Nottingham.

The store at our Nottingham HQ is open seven days
aweek and in addition to the full range of GW games,
miniatures and books, you can also purchase any
miniature from our Mail Order service on the spot. In
fact, even if a model is not in stock, we’ll find the
moulds and cast some for you there and then

On-the-spot Mail Order service!

= Join in at the Nottingham Gaming Club most
Wednesday evenings! ;

Visit Warhammer World and see the awesome
Games Day displays!

Also in limited stock are the official Warhammer
Metal ‘Ardwear, Warhammer Fantasy Roleplay,
T-shirts and the latest Games Workshop
computer games.

Showcase
y Cinema

ADMISSION TO WARHAMMER WORLD £1: Guided tours of the
museum are conducted most days at the HQ store. Aduits
accompanied by gamers under the age of 16 may enter free.

e

f

VERY IMPORTANT! Before you set off fo 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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: 40,000
\ames Workshop s first Warhammer 40,000 Open T
Day was held at our Nottingham Exhibition Hall on grim darkness of Bugman’s Bar. &

November 22nd 1998. It was a chance for avid gamers
‘from all over the country 16 experience more of the
awesome scope of the war-torn universe of the 41st
‘Millennium, Visitors were able to marvel at several
: ‘demonstration games, join in some truly remarkable
\,, e participation games, meet artists, miniature sculptors
ind games designers, . play forthcoming computer
games, wander through Warhammer World and all in all
have a cracking day out. A '

Openﬁays are our way of literally opening the doors of
ou;fHeadQuarters to you and allowing you to venture
. Aurther into your hobby. The central idea is to show
" visitors some of the alternative ways of enjoying
J wargaming, At this.event we wanted to enter into the
Warhammer 40,000 univérse and glimpse more of what
exists there. There were Ioads of cool painted armies

and you could sit with a Studiq painter and learn how

to assemble and paint a Space Marine.

Gamers could join in huge games = the Volgotha lll
tank battle had over seventy tanks battling it out over a
huge battlefield, including @ blasted city am'f‘tiﬁk
factory. The day also featured oppertunities to speak td\
the designers and artists, including the chance to hear
~Andy Chambers, Jervis Johnson and Gav Thorpe |
share their vision for the Warhammer 40, ODD unwerse ‘\ :
and !tS games durmg their seminars. 4 el .'} Artists and. Cftadef des.rgners under siege!

: & "’;'u £ ) 7 T o .
o Jfl _ Artists fro th our oty Games Workshop Studio
¢ and from-the realms of the Biqck Library, such as John
§ Wi jley and Karl Kopinski, wete on hand to chat about

nl thing you were curious abbut. Bugman’s Bar was

““'{ the scene of more battles, su the Bloodquest

game and a preview of the then u released Chaos

~ Gate computer game, as well as the e to sit and

view Warhammer 40,000 film footage.) The ready

' supplies of food and drink were enough t tempt many
- unwitting souls into Bugman s domain... ¥

. And as if all that wasn't enough, th
Warhammer World were thrown wide Ope{l
come and see the marvels within. :

With the BfoodAngefs jtist re!eased the Dark Eldar prepate ~ Don’t miss the Warhammer Open Day in Ma<r
to assault them. Note the intense concentration... =

The Black L.rbrary runs a game that borders upon the btzarre
A

Formu.‘a Waaag ! Orks buggres mad driving! Need we say more?



VOLGOTHAIII

he 40K Open Day was jammed full of gaming

tables. but the main attraction was the massive
Volgotha I tank battle. Here you could join in by
controfling onc of the seventy Imperial and rebel
tanks, and decide the fate of the planet.

Volgotha: scene of the most fearsome armouted clashes of recent
y:a:rs. It was here that Planctary Governor Plateaus began an
enormous tank building programme with the idea of claiming
the entire sector in a series of lightning assaults:

Plateaus was a promising governor of one of the Imperium’s
most cstablished and productive forge worlds. The' industrial
capacity of the world was impressive even by Imperial standards,
said to be able to produce an incredible 700 Leman Russ battle
tanks in a siogle day. It was the testing facility for many of the
Adcptus Mechanicus armoured variations, such as the celebrated,
upgraded Russ

models. However, Pliteans =

had = been seduced by )

Tzeentch. Tt was the Chief (1 111 !
Judge of the Adeprus if :
Arbites on Volgotha who

discoyvered the truc nature
of the Governor's plans; in

Leman

a routine  investigation,
Judge Asjanus and' his
investigative team  turned

up a copy of the plans for
a  Scetor  invasion  of
unprecedented scale.

The plans were swiftly transmitted to Terra and the downfall of
Platcaus was sct in motion. Within 2 few weeks, Imperial
Armoured Fist regiments were arriving  out-system  from
Volgotha. The mighty cruisers refrained from engaging the
system ships of ‘the betrayed defenders. Plateaus was said to haye
attempted r:pcaredly to contact the Admural of the fleet only
ta: be met with static.

It was only when elements of the Dark Angels Chapter joined
the Imperial Fleet that they moved to cngage Volgotha Within
a few hours resistance ceased ‘in-system, as the mighty Space
Marine battle barges d:stroy:d all traitor craft with little effort.
The assault began with Space Marine: Thunderhawk Gunships
swooping in-to disgorge the swift moving Ravenwing to secure
a linding zone. Meanwhile 2 massive orbital barrage suppressed
and weakened the defeading traitor facilitics and troops, furning
the planct into ruins.

The: Dark Angels and Impersal regiments deployed
their armour, considered’ the only viable ‘weapons to
deal with Plateaus’ tank factories. and raced to
bestege each production facility i turn. It was at one
of these that the bloodicst battle of the campaign
was to take place...

i ol
K Aﬁ .

Street fighting breaks out as a rebel Bancblade engages

y ::',-‘-5'?«... / 7

two Imperial King Russ battle tanks.

2B Ay

The Volgotha tapk battle was made by the staff from Warhammer World and the Nottingham HQ store.
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Do you have a topic you’re passionate about or problem |
‘nobody else can belp you with? Be it gaming, painting, other {
gamers, White Dwarf or Games Workshop games, drop us a |
line at this address:
- ‘Mailbox’, White Dwarf, Games Workshop Ltd,

. Willow Road, Lenton Lane, Nottingham, NG7 2W$

DEAR JOHN
Hi! I am writing to ask if you could
answer some questions concerning
Necromunda, as I was recently flicking
through an old White Dwarf (issue
190), when I read that you had initially
created twelve gangs for the game. As
only ten of these made it into print, 1
would be interested to know
who/what the other two gangs were,
and maybe why they were never
released.

I've been playing Necromunda for a
few years now, ever since it was
released and I think that the
background is the best of any Games
Workshop game system. Knowing
some more detailed information
would be great.
Keep up the incredibly high standards
of artwork, especially the new
Mordheim pictures — this game looks
almost as good as Necromunda, but it
needs more heavy stubbers!
Paul Jones

Highley, Shropshire
The big man himself Jobn Blanche
says...
Thanks for the kind comments.
Necromunda bas been around for a
wvery long time, in many different
guises and with different kinds of
gang structures. It is part of my job to
come up with exciting visual imagery
Jor GW products, so we can make the
most exciting and interesting designs
Jor miniatures.

The ‘spare’ gang ideas only ever
featured in ome of my original
concept sketches, and never got their
own background or rules. However a
lot of the imagery was absorbed into
later designs, so in a way these gangs
did get used after all!

As for Mordbeim, keep your eyes
peeled on future issues of White
Dwayrf...

SEEN THE LIGHT
Having read the letter in WD228
entitled ‘To Beard or not to Beard’ I
felt inclined to write this response.

I started playing Warhammer Fantasy
under the previous Warhammer
system (the version with the High
Elves and Goblins) and bought Battle
Magic soon afterwards. Having read
most of the spell ‘and magic item
cards, I quickly realised the potency of
the magic phase and special items.
Basically I ended up building all my
armies around this strong magical
basis. My battle plan would always
consist of ‘I hope I don't break in the
combat phase, then crush everyone
with big spells’. To that end 1
effectively shunned the abilities of
regiments — thus losing my respect for
them and hence not ever wanting
to paint them. I was in fact your
typical beard.

Then I started reading the Citadel
Journal and discovered some brilliant
articles on creating a ‘private army’ in
40K. Within days I was busy converting
and painting models and I discovered
that T thoroughly enjoyed these
modelling aspects of the hobby. Also,
when I used my army, I was regularly
thrashed by my friend's Imperial
Guard. Now, I'd never been beaten at
Warhammer Fantasy so this was an
unusual experience — one that I
actually enjoyed, as it then gave me a
target: try to actually kill something. It
also prompted me to make more
constructive battle plans. As the
psychic phase in 40K (last edition) was
much less destructive than magic in
Fantasy, my usual ‘sit back and pound
with magic’ tactic no longer worked.
This was the first stage in shedding the
mantle of the beard.

The second stage was the Lizardman
army. One month prior to the
Lizardmen’s introduction, my afore-
mentioned friend and I were trying to
draw up some rules for Lizardmen
based on the rules from one of the
very early editions of Warhammer. So,
when they suddenly appeared, 1 just
had to collect them. Now one of the
unique things about Lizardmen is that
they may not have any allies. Before 1
would usually field a fair proportion of
allies in my armies, but now it was no

longer an option. Thus I had to think
about army selection a lot more. I set
myself army selection rules: no special
characters, at least 50% regiments, try
to keep magic items to about 5% or
less of the total army cost (preferably
much less), every regiment (if
possible) to contain ‘a standard and
musician, etc. In particular I wanted to
build an army that very much reflected
the race’s personality as described in
the army book. But, most importantly,
no unpainted figure was ever to
appear on the battlefield (and painted
doesn’t just mean undercoated, but
painted to the fairly high standard that
I now consider myself to be at).

It was at this point that I feel that my
beardy attitude had finally been
eradicated and I feel much better
about it. In fact, I tend to paint and
model as much as play now, but when
I do play, I try to play much more
within the spirit and personality of
the game.

S0 my message to all beards is this:
everybody enjoys winning but a win is
much more enjoyable if it comes from

a closely fought and highly tactical

struggle, rather than a one-sided,
‘super-character kills all’ game. Also,
model painting is just as important as
playing in this hobby. And if you don’t
paint because you think that your
painting is bad then that is no excuse.
I used to be bad at painting but
practice has changed things: 1
now have several Golden Demon
standard models.

Andrew Williams
Stafford

Well there's the proof — WH40K is a
life-changing experience! Now some
more about magic items. ..

DISPELLING LESSON
I read Paul Todd’s letter in the
December (228) issue of White Dwarf,
and I totally agree with his point on
beardy opponents. Armies should be
designed in a just manner, within the
background of your army. Well done
to you for bringing up this important




point. I also have a few points of my
own to raise, so I am subjecting my
humble opinion to the wrath of Fat
Bloke. (Please let him read this AFTER
lunch)

mg)rmng_

I believe that there are too many
magic items in Warhammer Magic.
This is taken advantage of by various
‘beardy” players. There are too many
combinations of items and abilities
such as: Chaos character with Helm of
Many Eyes, Executioner’s Axe and the
Mark of Khorne. Whilst talking about
the Executioner’s Axe, in the Dark EIf
Army book, the description is, ‘On a
roll of 6 to wound’; whereas on the
actual magic item card it says, ‘On a
roll of 6 to hit’. Which one is correct?

The description on the card

Jervis’ Veto rule looks as though it will
help enormously in our struggles, but
perhaps limits on the amount of
points (for magic items) per army,
similar to the percentages used when
calculating war machines etc. would
help. Another suggestion is three

vetoes each game, to act against

beardy manipulation of armies.

Robert Affleck

Sydney, OZ

Thank you for your thoughts Robert.

This isn't the first time we've beard

this argument and I'm sure it won't
be the last...

BEARDS ANONYMOUS
Way back in WD196 Jcrvis Johnson
Vs Tournament games. The point here
is that there is a difference:
tournament games are for
competition, friendly games are for
fun. A lot of players, for a long time,
have been playing with ‘maxed out’
forces simply because they could.
Beards were reaching plague
propertions. I myself will freely admit
to a constant problem with stubble
(which brand of razors does Nigel
Stillman use?). We (the group I game
with) had resorted to using complex
‘balance/value’ based points
restrictions, in an attempt at
constructing ‘realistic’ armies. New
40K should, I think, eliminate all facial
hair probiems with 2 minimum of pain
and discomforrt.

New 40K eliminates the ‘killer’
and so it should. War, in a universe
where survival is a miracle, is not won
with  sorcery, or sophisticated

technology. Unlimited beings of such

insane power that they make

Superman look like Auntie Ethel do

ODE TO CONVERTIN’
When I'm over at a friend’s house or
I'm down at the local Games Workshop
and my opponent lays out their models
on the battlefield, I notice how most of
the regiments and characters usually
seem so bland and statuesque. Okay, I
may not be the next Mike McVey or Paul
Sawyer, but when I get my models I
take a few minutes before putting them
together, thinking about interesting
poses and positions. I'm talking about
converting, and it's unbelievably easy.

It doesn’t have to be a masterpiece and
the great thing is that everyone can do
it, even me! You don’t have to go over
the top; why not just think about
placing the figure in a different pose,
making it different to the original. Stick

on different weapons from other

models and if you have a Bitz Box then
use it! There are always great bits and
bobs to be used from there.

Check out the fantastic new kits
available i.e. the brand spankingly new
Dark Eldar models and the Warhammer
regiments. They've been designed for
you to make fab new positions, so try
some head, body, weapon or pants
swapping and make your figures stand
out from the crowd. Check out the
Dark Eldar article WD227 — it mentions
a simple tip you could incorporate into
other models; by cutting the model in
certain places and moving the body,
weapons etc. to make a more dynamic
or interesting position, then getting a

small
piece of
plastic and
putting it into
the gap and using a

small splurge of polystyrene cement
(this welds it together), thus filling in
the gap and leaving a newly positioned
model.

The Citadel Journal is another great
source of ideas and tips; Journal 21 has
a really cool article on Chaos cultists
and Dok Butcha at the back, converting
some really simple models as well.
Converting has never been so much
fun!

And maybe for all you Gary Morley
wannabees, try using some green stuff
to create extra weapons or body parts.
So come on, let’s see some more
converting around and remember, keep:
it simple for those that aren’t that
confident and for those that are, use
your imagination and the sky is the
limit!
Colin Henderson
Didcot, Oxfordshire
Well said, sir.. Conversions can be as
simple as just changing a weapon or
bending a limb. And the range of
multi-part, pk:stic Cz‘mde! mim'amrec
J:’O“ with your Cémse a box Of 800‘:3335
bas been dispatched to you.

not exist. _
weapons and blood of untold billions
of soldiers, each one determined to

No — war is won with the

one minor incident to slip back into
Jull on bearding. Just ask Grabam
(WD’s very own Wordy Bloke); after

army,

the end. They are the numberless
legions. of metal and plastic, they are
the troops. They may be only 28mm
tall, but they will win the war.

Competitive play is only natural, but
the reason for the competition is on
the table top. A million light years
away, the available forces may not
always be the best possible for the job.
The beauty of new 40K is that beardy
players simply don’t get a look in -
what you can take is right there, on
your organisation chart. You are
organised, aren’t you commander?
Besides, if players want to play a

competitive game,. they should play

chess. Or football.
Clinton Lobley

Victoria, OZ
Anonymous

Welcome to Beards

Clinton and remember, take it one
day at a time. Beware — you may
think you're cured, but all it takes is

almost six months of non-bearding be
bad a minor attack in last month’s
battle report, and now he’s back on

that slippery slope.

Well that’s it again for another
month. Looks like Paul Todd’s
letter (WD228) has still got you all
stirred up. But lets move away from
the dark subject of beards and take
a look at another aspect of gaming
— to paint or not to paint? Do you
believe in only fielding painted
miniatures (even at the cost of not
having that much needed
Dreadnought ready in time for a
battle) or do you subscribe to the
infamous blue-tak army approach?
Drop us a line and let us know.
Remember this is your page, your
chance to tell us what you think.
Until next month...
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| THERE CAN BEONLY ONE

The standards set by our very own figure painters, the ’Eavy Metal team, are rarely bettered, so just imagine
how high the painting quality would be if they were competing against each other? Well you don’t need to
imagine. We set a bit of a competition to coincide with the release of the remarkable, new Chaos Space Marine
Lord miniature sculpted by Jes Goodwin.

THE WINNER

here wasn't a

complex reason for
painting the figure
black, other than that
no one else decided to.
I highlighted the black
by adding a small
amount of Regal Blue to
Skull' White and keeping
the highlights simple.
The axe and armour detail was
painted bone to contrast with
the black armour plates. The
feel of bone on the axe was
achieved by base coating the
axe head with Scorched
Brown, then painting thin lines
with Dark Flesh. These lines
were then highlighted using
using Bubonic Brown,
Bleached Bone and then
finally Skull White. [ think |
won because | kept to a
limited pallet of colours, used
simple techniques and of
course bribery.

and then the whole
thing was covered with
red glaze.

= e |
Matthew Parkes 8

! he only reason

d Lightning Blue.  painted the
The axe has an -model purple
-obsidian paint effect ‘was because |

-by' Matt Parkes’ ‘the colour for a

paint job for the long time! |
Imperial Missionary. painted the
To gain this effect | armour plates with

first painted thin Liche Purple,

lines on the axe highlighted this with
using Jade Green, Tentacle Pink and
then highlighted them finally glazed this
with Skull White. down with purple glaze. | enjoyed this project as |

got to paint this great new Chaos Space Marine
and then keep it when I'd finished!




A r, and small areas were then
washed with blue to give the armour
an ancient feel.

By the way | do hate Dark Angels.

{oakad ;
through

~ back
issues of
White
Dwarf and
came across a
Warhammer
Quest diorama by
Mike McVey which
had a nice marble
effect in it. | am pleased with

the end result although it was a very time
consuming process.

>~
’\ )
#

Neil Green

on gNe it &
go and

_ remember
all it takes is
practice.

and the bu;lt up
through the red range,
finishing with Blood
Red. When this.
was dry | then:
applied a red ink
wash and ﬁ'nally a

wrth-go!d The base is
an upside down
50mm slotla base

Rfchard Baker




ALL THE GAMES WORKSHOP
ACTION IN EVERY STORE!

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

All Games Workshop stores
provide:

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

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

Exciting battles for you to
take part in every week.

Help with your miniature
modelling and painting in
the store.

A Mail Order service for

components and old
miniatures.

The latest releases
every Saturday.




OPENING TIMES MON-TUES & FRI-SAT: 10AM - 6PM.

WEDS-THURS: MIDDAY - 8PM.

SUN: 10AM - 4PM

Stores whose addresses are green are not open on Sundays. Stores in shopping centres may not adbere
to these opening 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. Shops marked with a red circle ® also have a Games Workshop Gaming Club. Contact your
local store for details! For details of independent Gaming Clubs check out the latest Citadel Journal.

UK STORES

Use this list of Games Workshop stores
to find the nearest one to you.
ABERDEEN: Unit 1, 30/40 Kirkgate. Tel: 01224 621261

ALTRINCHAM: Unit 1, 17 Grafton Street.

Tel: 0161 9200896

AYR: 10 Arran Mall, Dalblair Arcade (behind Hourstans
dept, stors), Tel: 01292 610873 -

BASINGSTOKE: 3 Patters Walk, Waote Streat,

Tel: 01256 466050,

BATH: 30 Upper Borough Walls. Tel: 01225 314414
BEDFORD: 10 Greyfriars. Tel: 01234 273663
BELFAST: 70A Castle Court [towards back of the
centre), Tel: 01232 233684

BIRMINGHAM:

116 Corporation Street, Tel: 0121 2367880
BLACKPOOL: 8 Birley Street. Tel: (1253 752056 -

BLUEWATER CENTRE: Unit D528
gUpper Level near Boots), Upper Thames Walk,
luewater, Greenhithe, Kent,

BOLTON: Unit 13, The Gatp Centre,

Tal: 01204 362131

BOURNEMOUTH: 24 Post Office Road

Tel: 01202 319282

BRADFORD: 5 Broadway. Tel: 01274 739353
BRENT CROSS: Unit F9, Lawer mall (near Fenwicks),
Brant Cress Shopping Centre. Tel: 0181 20244879
BRIGHTON:

7 Nile Pavilions, Nile Strest. Tel: 01273 203333

® BRISTOL %CENTHAL) 13 Broad Weir.

Tal: 0117 92515

® BRISTOL [CREHBS CAUSEWAY): Unit 129 (next to
M&S), upper level, The Mall at Cribbs. Causewa\,f

Tel; 01179 592526

BROMLEY: Unit 8, The Mall, Bromley, Kent

Tel: 0181 4660678

CAMBRIDGE: 8 Bridge Street, Tel: 01223 313350
CANTERBURY: 5 Iron Bar Lane. Tel 01227 452880
@ CARDIFF: 31 High Street. Tel: 01222 644917
CARLISLE: 2 Earls Lane, Low'ther Stree?

Tel 01228 588216

CHELMSFORD: Unit 4c, Phase 1, The Meadows
Shopping Centre, Chelmstord. Tel: 01245 400045 -
CHELTENHAM: 16 Pitville Strast. Tel: 01242 228418
CHESTER: 112 Foregate Strest, Tel: 01244 311967
COLCHESTER: 2 “Short Wyre Street.

Tal: 01206 767279

@ COVENTRY: Unit30, Upper Leval,

Cathedral Lanes Shopping Gentre, Tal: 01203227311
CRAWLEY: 11 Broadway. Tel 01293 552072 -
CROYDON: Unit 35, Drummond Centre (outside at the
back of the centre), Keeley Road. Tel 0181 8804600
DARLINGTON: 78 Skinner Gate. Tel: 01325 382463
@ DERBY: 42 Sadler Gale: Tal: 01332 371657
DONCASTER: Unit 10, The Colonnades.

Tel::01302 320535

DUDLEY: Unit 36, Memy Hill Centre, Brierly Hill,
Dudley. Tel. 01384 481618

DUNDEE: 110 Commarcial Sireet. Tel: 01382 202382
EALING: 520 St Saviours Mall (towards back of the
centre), Ealing Broadway Centre. Tal: 0181 8400171
EASTBOURNE: 13 Termirius Road. Tel: 011323 641423
EAST KILBRIDE: 4 Righead Gate

(at the back of M&S). Tel: 01356 224680
EDINBURGH: 136 High Strest. Tel: 0131 2206540
ENFIELD: 3/5 Genolin Road. Tel: 0181 3633238
EXETER: 37 Princess Hay. Tok 01392 490305

@ GLASGOW: 66 Clusen Strest, Tal: 0141 2263762

i Bainsburys), Grosvenor Centre
i NORWICH: 12-14 Exchange Street, Tel: 01603 767656

i @ NOTTINGHAM (CENTRAL): 342 Friar Lane.
¢ Tel: 0715 0480851

. @ NOTTINGHAM (HQ): Games Warksho T{;HQ Willow

§ GLOUCESTER: 35 Clarence Straat.
i Tel 01452 505033

GRIMSBY: @ Wast St Mary's Gate. Tel: 01472 347757
@ GUILDFORD: 12 Tunsgate. Tel: 01483 451733

® HAMMERSMITH: 161 King Street,

Tel: 0181 8450744

HARROGATE: 29 Beulah Street. Tel: 01423 564310
HARROW: 296 Station Road. Tel: 0181 861 2350
HEMEL HEMPSTEAD: 16 Bridge Street,

Tel 01442 249752

HIGH WYCIOMBE: Unit 28, The Balisny,

The Octagon Gentra: Tal: 01494 531494

. HULL; 30 Paragon: Street, Tel: 01482 589576

IPSW!CH 2nd Floor, Debenhams, Wat terioo House.
Tel: 01473 210031

KENSINGTON Shop 7, Lancer Sguare,
Kensingtan Church Street. Tel: 0177 9377011

@ KINGSTOM OM THAMES:

. 33 Fife Read. Tel: 0181 5485224

LEAMINGTON: 22 Park Street. Tel: 01926 435771

i LEEDS (CENTRAL): 12-16 Central Hoad
. Tel 0113 2420834

LEEDS (WHITE ROSE CENTRE): Unit 28D (near
Debenhams), White Rose Gentre Leeds
Tel: 0113 2723470

i LEICESTER: 16/20 Silver Street, Tel; 0116 2530510
i @ LINCOLN; Unit SUA, Sa!temgfée {on outside of

Waterside Centre), Tel: 01522

LIVERPOOL: 47 Lerd Strest. Tel: 0151 2581404

@ LONDON (CENTRAL): Unit F10,

Tha Plaza Shopping Centre, 1st floor, 116-128 Oxford
Street. Tel: (1714 360839

LOUGHBOROUGH: 22 Biggin Street.

Tel: 01508 238107

| LUTON: 12 Park Streel. Tel: 01582 417474
. MAIDENHEAD: 2 Blandy Housé,
i 3/5 King Street, Tel: 01628 62?854

MAIDSTONE:
Unit 8, 1-8 Pudding Lane. Tel 01622 677435

® MANCHESTER (CENTRAL}): 69/70 Marsden Court

F {[0\1'er level near Arges), Arndale Centre.

el: 0161 8346871

i MANCHESTER (TRAFFORD CENTRE):

No. 77, Fastival Village, The Trafford Centre,
Trafford Park. Tel: 0161 vt

Tel: 01642 254091

i MILTON KEYNES: Unit 2, West End Extension, 504

Sitbury Eoulevard Milton Keynes Shopping Cen!re (on
outside of centre near M&S). Tel: 01908 630477
NEWCASTLE (CENTRAL): 53 Clayton Straet.

Tel: 01912 322418

i NEWCASTLE (METROCEMTRE}: Unit B14, First Floar
i (near the Mediterranaan Village. Tel: 0191 4610950

NEWPORT: 25 Skinner Street. Tel: 01633 256295

NORTHAMPTON: 6/7 The Friary, Upper Level (near
- Tel: 01604 B36667

Road, Lentorr, Notingharm (near Central TV studios).

3 Tel 0115 9168410
- @ OXFORD; 1A New Inn, Hall Street.

Tel: 01885 24216
PERTH: § Fleahefs_ Vennals. Tel: 01738 445840
PETERBOROUGH:

13 Wentworth Straet. Tel: 01733 820052
PLYMOUTH; 84 Cornwall Straet. Tek: 01752 254124

POOLE: Unit 12 Towngate Centra,
High Streat. Tel: 01202 685634

® PORTSMOUTH: 34 Arundel Streat,
Tel: 01705 876266

PRESTON 15 Miller Arcade. Tel: 01772 821855

: READING: Unit 3, Cheapside. Tel: 0118 9598693

¢ RICHMOND: Unit 8, WestmmsterHouse,

i Kew Road. Tel: 0181 9486122

¢ ROMFORD: 12 Quadrant Arcade. Tel: 01708 742140
: ST ALBANS: 18 Heritage Close,

: High Street. Tel: 01727 861183

i SALISBURY: 1b Winchester Street. Tel: 01722 330955
i SHEFFIELD {CENTRAL} 16 Fltzwdllam Gate.

i Tek 01142750114

: SHEFFIELD (MEADOWHALL CENTRE):

i 91B High Street, Upper Mall

: (nextto erstrance naar ‘Boats), Tel: 01’4 2560836

SLOUGH: 101 ngh Street Tel: 01?53 575675

i SOLIHULL: 680 Warwick Road. Tel: 0121 7057997
! SOUTHAMPTON: 23 East Strest. Tel: 01703 331962
: SOUTHEND: 12 Southchurch Road.

Tel: 01702 461251

SOUTHPORT: Unit K2, Marble Place Shoppmg Centre.
Tek: 01704 501255

STAINES: 520 EI imsteigh Centre (at back of M&S)

Tel: 01784 460875

STIRLING: 14 Barnton Street Tel: 01786 448263
STOCKPORT: 32 Marsey Square. Tal: 0161 4?4142?
STOKE ON TRENT: 27 Stafiord Street, Hanley.

Tel: 01782 205287

H SUNDERLAND: 253 York: SIFGEI,Q%LJs!_ off the high
i street near M&S). Tel: 01915673
i SUTTON: Unit 26, Upper Mall,

Times Square Shopping Genire. Tel: 0181 7709454

- SWANSEA: 45 Princass Way, Tel: 01792 463869 -

SWINDON: 17 Flegt Streat. Tel: 01793 436036
THURROCK LAKESIDE: Unit 415, Lavel 3/Food
Court, Thurrock Lakeside, Tel: 01708 B67133.
TORQUAY: 12 Market Street. Tel: 01803 201036
TRURD: Unit 1, Bridge house. Mew Bridge Street..

: Tel: 01872 320047
i TUNBRIDGE WELLS: 4A Camden Road.
: Tel 01892 525783,
WALSALL: Oid Square Shopping Centire:

Tel: 01922 725207
WARRINGTON: Unit 20, Time Sguars (near Curry's).

Tel: 01925 651984
¢ @ WATFORD: Urnit Q1A, Har]equm Centre,
i Queens Road. Tel: 01923

WINCHESTER: 6 St Geurges Slreet

Tel: 01962 86 0199

WOKING: Unit 3 Cleary Court. Tel: 01483 771675
WOLVERHAMPTON:

Unit 88, Mander Centre. Tel: 01902 310466.
WORCESTER: 4 Charles Street. Tel: 01905 616707
YORK: 13a Lendal, Tel: 01904 628014

IRELAND

. BLANCHARDSTOWN: Unit 249, The Blanchardstown

Centre (near the yellow enuance} Co. Dublin.

Tel: 01 822 3868

DUBLIN: Unit 3, Lower Liffey Street, Dublin 1 lreland.
Tel: 01 8725781

DENMARK

COPENHAGEN: FREDERIKSBORGGADE 5,

i Tel++ 33122217

NETHERLANDS
ROTTERDAM: VAN OLDENBARNEVELT PLAATS 452
Tel: ++ 102 800 268

There are Games Workshop stores all over the world,
Telephone Mail Order on 0115 91 40000 for details.




6 Fleshers Vennel

From Queens Bridge head along South
Street towards the Town Centre. Fleshers
Vennel is on the right-hand side, a few
hundred yards down. Games Workshop is
on the right, about halfway down
Fleshers Vennel.

For more information,
call the store on:

01738 445840

51/grid.pos00

| Ist & 2nd MAY 1999

DOORS OPEN
% [ "TIIEBRAY
'URDAY

417

PR RIS LLN =

Darlington
78 Skinnergate

From the Market Buildings cross West Row and go
down Post House Wynd until you reach
Skinnergate. Games Workshop is opposite Argos,
about 100 yards on the left.

For more information, call the store on:

01325 382463 %




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

Buy three
blister packs
and get the
.. one with the
| lowest price

All offers subjéct to stack. Errors and omissions excepted.

' FREE |

r-----————-——-——————1

WARHAMMER 40,000,

[ 1 EPIC 40,000 0r (11}
. WARHAMMER GAMES |
Redeemable at i
" Games Workshop
! o F F Dardington and Perth on
] 15t & 2nd May 1999.

ONLY ONE VOUCHER PER PROBUCT NOT- S
T BE GSED WITH &MY OTHER OFFER fe

BATTLEFLEET GOTHIC,
BLOOD BOWL or )
GORKAMORKA GAMES =8|

__Redeemable at
Games Workshop
Darlington and Perth on
1st & 2nd May 1899,
Gty ONE VOUCHER PER PROBUCT HOT

L-——-—-—-—-J-———-ﬂ—-—-——-

WARHAMMER 40,000 |
RULEBOOK or
NECROMUNDA

RULEBOOK

Redeemable at
Games Workshop
Darlington and Perth on
1st & 2nd May 1999,
GALY GHE VOUCHER FER FRODUCT NOT
T RELUSED WITH ANY OTHER OFFER

r
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These are just a selection of the exciting events being run in our stores. \
Taking part in these events is easy ~ simply give the store a call for more details.
Don’t forget, all our stores run events just like these, so give your local store acall. |

YORK " DUNDEE |
CIVIL DEFENCE COLONY WARS { :

APRIL 17 « APRIL 17 « APRIL 17 » APRIL 17 » APRIL 17 « APRIL 17

Come down to your local store anytime over the Easter holidays and our staff will
be only too happy to show you how to play the new Battlefleet Gothic game!

N 5.5 ' e T

5 WARHAMMER | . WARMAMMER'

] ) AD.0DD- LY

DUDLEY | : ROMFORD
THEY COME! & IPSWICH E
(17th April) R

VIN DICATION

(Monday 5 Aprll)
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Come along t
store and join i

A DROP ZONE TOO FAR

- e Mf\y strategic point in
E‘ uug g § "‘C‘:ﬁ" Gr nu“ﬂ‘ 5
sector’s forces,
operations ':“"i\.a
Comimander Da
forc es fighting ov
Dante leads ‘m ful

Sgam- Marines into the fi

s ‘A Drop Zone Too Far’ is a massive b7 &
Warhammer 40,000 participation game )
featuring two full companies of Blood oL
Angels Space Marines on an enormous »

45 foot long battlefield. 3
PLUS

» ‘Break the Berrima Blockade’ huge
Battlefleet Gothic participation game

v Speed Painting competition
> 40K ‘Brain of the Universe’ competlition

o

Special Guest appearance

§ 7
Call GW Manchester 53
on 0161 - 834 - 6871
for more details




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

_ months
Nick Mackie, -
GW Edinburgh

NICK MACKIE

You will have seen Nick's
great Imperial Guard
army in WD229. This
month we feature not one
but two of bis Warbammer
armies. The Undead force
contains plenty of cavalry
and mounted characters
as well as a Zombie
Dragon. The Lizardman
army is full of powerful
creatures such as
Terradons, Temple Guards
and Kroxigors, with loads
of Skinks to bulk it out.

See ‘Collecting a
Lizardman Army’
in this issue.

* STORE ARMY o




Check out ‘Tomb Kings of
Kbemri’ in White Dwarf 227
to find out more about
the Undead.




ONLY THOSE
WHO STRIVE FOR
EXCELLENCE
NEED APPLY!

Games Workshop is a rapidly growing, international PLC. The UK division has 120 retail
stores and 500 employees, plus a large Mail Order and Trade Sales business who sell
Games Workshop products throughout the world to independent retailers. To meet the
continuing demands of expansion, we have upgraded our management structure and need
high quality managers for ALL UK business areas NOW:

MANAGEMENT OPPORTUNITIES EXIST IN THE FOLLOWING AREAS:

« Trade Sales - Mail Order - Retail

CANDIDATES WILL IDEALLY HAVE SOME OR ALL
OF THE FOLLOWING:

Proven track record of
achievement

Excellent supervisory skills
Recruitment or
merchandising experience
Strong business acumen
An interest in the hobby

PERSONAL QUALITIES:

Self Starter

Initiative

Ambitious ~ many of our
successful siaff get to work
overseas

Sense of fun and achievement
A desire to join a company with
uniimited career prospects

Games Workshop is looking for keen,

enthusiastic people who want to achieve in an exciting

environment and are looking to move their career on
to the next stage.

If you want to work for a company with a
genuinely innovative approach to business
growth then please send your C.V. and current
salary details to: Rob Griffiths, UK Sales
Personnel Department, Games Workshop
Limited, Willow Road, Lenton, Nottingham,
NG7 2WS or E-mail us at:
robg@games-workshop.co.uk
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TITLE:

Invision of Lineloth =

DATL:
4912999, ml

Come along on Saturday 3rd April
and play the first ever massed
engagement of Battlefleet Gothic.
Just ask staff for details.

The same weekend sees the Taneloth
Warhammer 40,000 Campaign Weekend at
GW Nottingham HQ (there may be tickets
left, so why not give Mail Order a call?).
Already many gamers have made their own:
campaigns combining Warhammer 40,000,
Battlefleet Gothic and Epic 40,000. Why not




— INSIDE THE LATEST INFERNO

The latest issue of INFERNO! kick
off with an incredible cover fror
Martin Hanford. Martin ha
excelled himself with this filn
‘poster-style picture for Obviou
Tactics, the long running, all-actiot
comic strip

Speaking of which, there’s anothe
blood-soaked episode. Our thre
heroes have managed to escap
from the planet on board :
Thunderhawk Gunship. Does thi
mean our intrepid heroes hav
made it to safety or will Antenor”
rusty flying skills land them ir
further trouble

1 am sure all fans of Bill King wil
rejoice when they hear that there™
another cracking Gotrek and Feli
story in this INFERNO!

Lost for millennia in the warp, the
Imperial Ship Celestion appears
like a phantom and spells doom tc
any who encounter it. Find out all
about this damned ship in ous
awesome Inquisitor’s report, over
eight pages of splendid illustrations
: - from Ralph Horsley.
RGN All this, plus more stories from

: o) > Alex Hammond, Matt Farrer and
Fﬂ"msv &nnUE"mHE 7 | Rani Kellock, and artwork from

Mike Perkins, Wayne England and

many more.
HERE’S THE DEAL
SUBSGRIPT ‘
Name: ........... Choose your two FREE back issues of INFERNO! Siu issues deliverad
Address Tick two boxes only direct to vour daor
"""" : ; INFERNO! Issue 4 INFERNO! Issug 5
POSICOHE: .. orvooesveres o TEIEPRONE AT oo O . O . E Two FREE back Issues
Please tick one ] INFERNO! Issue 6 [[] INFERNO! Issue 7
[ UK £25 (] INFERNO! Issus 8 : ‘Z[ FREE UK post & packaging
(] Rest of World £38 Back issues offer is subject to availability, if your chosen issue is

out of stock, we will supply another JNFERNO! picked at random. § [E You'll saue more money

Please choose your method of payment:

Return this coupon to:
) _ ) ) ) ) "

1. ] Cheque (payable to Games Workshop Ltd) Games Workshop Mail Order, Willow Road, ‘Z" You woen't miss an issue!

2.[] Visa ] Mastercard Lenton, Noftingham, NG7 2WS.

N — ; . Or pap into your local Games Workshop store and ask about

3. ] Switeh Issue No/Valid Date: ...ooocinniinin subscribing to INFERNO! PCST THIS CARD OR GALL THE
Card no: Expires: . . ; _ MAIL ORDER TROLLZ OA:

R e e S (] PLEASE TICK HERE IF YOU DO NOT WISH TO RECEIVE INFORMATION

Bt s Datssmas ON ITHIER, DL, < 0115 91 40000 &=

SHORT STORIES © ILLUSTRATIONS * COMIGS AND MUCH MORE



I've been recemng a sready stream of !etrers from some senously warped 40K pfayers across.
the world and now, at last, some of them will gel a chance to make it into print. | should offer
thanks and commiserations in particular to all those who sent in Necron lists — unfortunately we
had the one fmm H:ck ;mcad and ready t‘o go about the same time rhe lists started amwng Also:

notes on cfose combars Because Gav is such a nice chap he s ensured rhar we h, :
stuff too, specifically rules for smoke and blind grenades in 3rd edition 40K, plus a r
Rites table so the Sisters of Battle can be more sanctimonious than ever.

By Gav Thorpe

In 2nd edition 40K, many squads could be eqmpped with smoke or blmd grenades which could be
used to bl ock Ime of sight, A the _ various nastv and

t it a shame we- took them
bulb appearing over my-

The following units can be given blind/smoke grenades for the points cost
listed (all points are per model, every modelin the squad must be given the
same combination of grenades):

Space Marine Scouts and Scout Bikes ' 2 pts
Space Marine Bikes, Attack Bikes 2 pts

Assault squads 4 pis
(including Blood Angels Veteran Assault squads and Honour Guards)

Imperial Guard Storm Troopers 2 pts
Ork Kommandos 2 pts
Eldar Guardian Storm squads : 2. pts

"\_ -
\
\

\
]
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In the Space Marine Codex it states that a Space Marine army can
choose to arrive via drop pods in scenarios where the Deep Strike rules

rules on the turns when they arrive.
/Y : ;
ANSWETS
il is correct. Deep Striking troops are always in reserve at the start of the

are used. Does this mean that at the start of the game: ’
i The army is in reserve and units are deployed using the Deep Strike ’ u e Stl On S
ii] All the units in the army are deployed via Deep Strike at the beginning “

of the game? '

game unless specifically stated otherwise in the scenario (as is the case in the Space Marine Planetfall scenatio for
example). This applies to Tyranids dropped in Mycetic Spores too.

in the Drop Pods rules in the Space Marine Codex it also states that Land Speeders may deploy using the Deep
Strike rules. How fast are the Speeders assumed to be going when they arrive?

The Speeders are assumed to be moving at over 6" per turn, so they may fire one weapon and count all hits as
glancing.

Can a Tyranid Spore Mine kill you by crossfire?
Yes it can, because it is ah enemy model — the presence of a Spore Mine behind you as you start to falf back is going
to be just as dangerous and demoralising as the presence of an Imperial Guardsman or anything else!

Does it explode if it does so?
No, a Spore Mine is only detonated if it moves within 1" of a non-Tyranid model. not the other way round.

Can Biovores target anywhere on the table or must they fire at units?

A Biovore may target anywhere within range. The procedure we generally use is to place the Spore Mine model at
the desired target spot, then guess the range and adjust the position of the model as appropriate, then roll for scatter.

If, for example, | upgrade an Assault Marine armed with a bolt pistol and close combat weapon to have a plasma
pistol instead, does the Marine lose his close combat weapon as well as his bolt pistol?

Ah, this is an oversight we made when we were worrying about models upgraded to have heavy weapons keeping
their basic weapons as well. To keep things clear we ruled that a model which upgraded its weapon lost its starting
weapons. However in the case of a model armed with a pistol and a close combat weapon, and you're just upgrading
the pistol, the model can keep the close combat weapon, or conversely if you were to upgrade the close combat
weapon (o a power weapon for example) you would keep the pistol.

Sisters of Battle Rhinos are listed as costing both 45 and 50 points in 40K, which is correct?
A Rhino costs 45 points as listed in its own entry, not 50 points as in the transport options in the unit entries.

Which vehicle upgrades may be chosen for different vehicles? The Codexes are confusing and contradictory on this

subject.
The Codex army list entries tell you which upgrades may be chosen for different vehicles.

oy

Simon Shuker says...

Recently I've been experimenting with the use of Spore Mines and
Biovores and this seems a good time to mention my ideas. When
fighting against tough opponents like Space Marines I've found Spore
Mines are a lot more useful for their potential destruction than their
actual capabilities. By targetting areas near an enemy squad, the
Spore Mines become a more immediate threat than the approaching
Tyranid monsters and an opponent will often shoot the Spore Mine
(rather than your troops) to stop it floating near his squads and
exploding to cover them in icky acidic slime (evil snigger).




- _Mentioned in

And lo from beyond the halls of time and the infinitude of the
firmament they came — letters, letters without number, beyond
counting they were and verily | became knee deep in ithe
rustiing multitude until | despaired. And then I decided to have
my own little lefters pages. Over the next few pages are some of
the interesting letiers I've received recently, all of which discuss

some

“Dispatches

good ideas for 40K which you might like to adopt for your

lron Warriors Getting Bigger?

Matthew may just be trying to play on my well-known Chaotic streak

here,

especially as | collect Iron Warriors too! Allowing the Iron Warriors

to pick two Dreads as: one Heavy Support choice would seem fair

enough in view of their background, but there has to be a down side
too, otherwise the Iron Warriors are simply better than the other v )
Legions. I'd suggest something like limiting the Iron Warriors to less ours Sincerely

Fast

saying that it's not a good idea to let the Iron Warriors have more

Attack and Elite choices to compensate. | think it goes without Matthew Farren

Dreadnoughts AND make them cheaper...

o CODIX

a0 PO PO PO L PO O

What happens if you take two Blood Angels Chaplains? Do you get two Death Company units (evil laugh)?
You can only ever have one Death Company unit. If you lake two Chaplains as two HQ choices, then both Chaplains
and their Death Company Space Matines form a single unit.

Is Chaplain Lemartes a character or an independent character? In his description it doesn’t say one way or
the other.
If the special character Chaplain Lemartes is not accompanied by Death Company then he is an independent
character.

Do Veteran Assault squads automatically include a Veteran Sergeant as standard? Or do extra points have to be
paid to upgrade the Sergeant.

Veteran Assault squads have an ordinary Sergeant as standard and must pay +12 points to have a proper Veteran
Sergeant.

Why is a Blood Angels Force Commander only Leadership 9?
Because we made a boo-boo. A Blood Angels Force Commander is Leadership 10 like all other Space Marine Force
Commanders (oops!).

Why are Rhinos and Razorbacks cheaper for the Honour Guard than anybody else?
Because it's a mistake. The Rhino/Razorback option in the Honour Guard entry should be 85/85 points respectively
(oops, oops!)

Why are Baal Predator sponsons twice as expensive as anyone else’'s?
The sponson costs on a Baal Predator are actually for a pair of sponsons, hot for each sponson like it says (0ops,
00ps, oops!).

Blood Angels Rhinos and Razorbacks have the overcharged engine rule which seems to imply that the bonus
movement they get must be taken in a straight line, is this the case?

When a Rhino or Razorback uses its overcharged engines, the extra 6" move must be straight ahead.

In WD 229, the Army of Death scenario stated the Blood Angels deploy 24" away from the enemy, but the map shows
18" between deployment zones. Which is correct?

Oops, it's 24" (do you really think we'd unleash an entire Death Company from only 18" away??? No don’t answer
that).




(or if) needed.

[together the following guidelines in order to make things a

by necessily rather long, but don’t worry, you don’t have to

One of the problems with writing rules is that there are sometimes things that seem self-evident to
you, but may be somewhat less so to others when they
of the areas that players have some frouble with is the ¢

read the rules. In the new edition of 40K one
fose combat rules. We've therefore put
little bit clearer. These explanations are

memorise them, just refer to them when

Failed Charges

Sometimes a unit will declare a charge, but fail to get any models into
base contact with the enemy. For example, a unit that assaulted
through difficult terrain might fail to reach the target of their charge.
Under such circumstances the close combat is not fought, and the
charge is considered to have failed, even if one or more of the
chargers managed to get within 2" of the enemy. The same rule
applies in similar circumstances where models from a unit are within
2" of the enemy but not in base contact; a unit must have at least one
model in base contact with the enemy in order to fight in the close
combat phase.

Drawn Combats

Note that a combat where one side lost but
passed its morale check is considered a drawn
combat, and that drawn combats do not only
occur when both players roll the same number on
the Moral High Ground dice roll. Basically, if
neither side runs away at the end of a combat,
then it is drawn, and unengaged models from
each side must move up to 6" towards the enemy
and try to get into the fight (see the rules for
drawn combats on page 69 of the rules).

Termagants is  not

Allocating Attacks
In Close Combat

There is an important
difference between the way
you allocate shooting and
close combat attacks.
Shooting attacks are made
against a single enemy unit,
while close combat attacks
may be made against
several enemy units. This
means ‘a unit can attack
different enemy units in the
close combat phase, which
allowed when

Allocating Attacks Against Specific Models

You may allocate the attacks made by a character against a specific
target model in-an enemy unit, but only if the -enemy model is in base
contact with him. This allows a character to target his attacks on a
specific model, taking out the member of a unit armed with a heavy
weapon, for example. If you allocate a character’s attacks in this way
then any wounds he inflicts cannot ‘carry-through’ and can only effect
the specific enemy model he attacked.

The only other time you may allocate attacks against a specific mode!
in a unit is if he is a character, as described above, or if the model has
a different Weapon Skill or Toughness to any other models in the unit,
as described on page 64 of the rules. It has to be said that it is
extremely rare for non-character models in a unit to have differing
Weapon Skills or Toughness, as normally all of the models in the unit
have the same profile. However, when it does occur you must allocate
the attacks against the different type of enemy models, and any
wounds you inflict can only be taken on models in the enemy unit with
the appropriate characteristics.

shooting.

Because units can fight more than one enemy
unit in a close combat, the attacks of the unit
must be allocated out against enemy units
before they are resolved. Assuming the unit is in
contact with more than one enemy unit (as will
often be the case) you must allocate the attacks
made by the models in the unit against enemy
units that are in base-to-base contact with them,
or an enemy unit within 2" if a model is not in
base contact. If several enemy units are eligible,
you may choose which to attack, and can split
attacks between them if you wish. This sounds
confusing but is easy to do in practice. Here's an
example of how it works:

In the example above, the Space Marine player
must allocate the attacks from models B and C
against the Genestealer unit, and the attacks
from model E against the Termagants, as these
are the units they are in base-to-base contact
with. Model D is in base contact with models
from both units, so his attacks can be allocated
to either unit or, if he has more than one attack,
they may be split between the two. Model A’s
attack must be allocated against the
Genestealers, as he is within 2" of them and not
within 2" of the Termagants.

7
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Allocating Attacks Against Characters

Characters are always treated as being a separate unit as far as the rules for
allocating close combat attacks are concerned, including characters that are an
upgrade for an enemy unit like Veteran Sergeants or Nobs.

In this example the attacks made by Striking Scorpion B must be allocated against

the Ork Nob leading the unit, while the attacks made by Striking Scorpion C must be
allocated against the Boyz. Striking Scorpion A’s attacks can either be allocated

against the Boyz or the Nob, or both if he has two or more attacks to make.

Removing Casuaities In
Close Combat

As with shooting attacks, it is the
owning player who decides which of his
models suffer wounds that are inflicted
in close combat. Wounds from attacks
allocated to a unit are taken first on
models in base contact with the
attacker, then on models from the unit
that are within 2, and then on models
from the unit that are further away.

Sweeping Advances

Models that make a sweeping advance may be fired on by the enemy

before the next assault phase, but only if it is the enemy player's turn (i.e. you
don’t get to shoot in the shooting phase unless it is your own turn). The unit
making the sweeping advance can be fired upon by any enemy units (subject
to range and line of sight of course), not just the one being assaulted. One final
note; watch out when using blast templates against units making a sweeping
advance, as a wily opponent can (and probably will) reposition the template so
that you catch your own troops as well as his!

Where there is a choice between

equally eligible models (i.e. two
models from a unit are in base

may choose which model he will
lose.

Please note that in a multiple

contact and one wound is
inflicted), then the owning player

Vehiclies In Close Combat

Units in base contact with an enemy vehicle, apart from one with a Weapon Skill (like
a Dreadnought or War Walker for example), do not count as being engaged in close
combat, and are in all ways treated as if they were not in base-to-base contact with an
enemy model as far as the rules are concerned. This means that enemy units may
shoot at them (though be careful with those blast templates again!), and that they can
fire themselves. By the same token, the vehicle can shoot and be fired upon.

combat where several units are
involved, excess wounds do not
carry over from unit to unit; if you wipe.
a unit out, any ‘left over’ wounds are
wasted.

Also note that attacks allocated against
a character can only wound that
character, excess wounds don't ‘carry
over' to other models nearby, even if
the character was an upgrade for the
unit, (i.e. in the example pictured
above, attacks allocated against the
Nob could only effect him, and wouldn't
‘carry through' to the rest of the Boyz in
the unit).
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The mission on the opposite page has been sent to me by Laurence Sinclair, a puritanical Sisters of
Battie player who also helpfully included a number of threais to try to bring forward the Sisters of
Battle Codex. Acta non verba, Laurence. One of Laurence’s ‘concerns’ about not having a Codex for
the Sisters was that they no longer got the benefits of offering their prayers fo the Emperor at the
start of the battle. Gav has already been doing some preliminary work for the Sisters, including a new
Sacred Riles fable, which I've filched from his desk to give you a look.

By Gav Thorpe
Before the flghtmg begms 1he Slsters of Baitle kneel S
asking for His protecteon and gu:dance The Battle
Sisters are invigorated and emboldened by
their prayers, instilled with grim courage and
determination to overcome their foes.

Any Sisters of Battle infantry units (ie. not vehicles)
may take part in these Sacred Rites at the start of a
battle. For each unit, roll a dice on the Sacred Rites
table to see what effect their prayers have. Higher
ranking members of the Adepta Sororitas inspire
greater acts of selfless sacrifice and dedication; and
s0 may add a bonus to the dice roll, as listed below
(only apply the highest modifier):

Character Sacred Rites bonus
Canoness +3
Celestian Superior +2
Veteran Sister Superior +1

Note: For a Canoness or Celestian Superior to lead
a squad in the Sacred Rites, the character must be
set up with the squad at the start of the battle.
If the character leading the squad in the Sacred Rites
subsequently leaves the unit, any benefit from the
Sacred Rites is lost for the rest of the battle — the unit -
will think they are being abandoned by the Emperor!
Note that this does not happen if the character is
killed whilst with the unit —they become martyrs! The
unit also loses its Sacred Rites if another character
takes over leadership of the unit.
The results of the Sacred Rites apply to all members
~of the squad and any characters who start the battle
with them, including the character leading the Sacred
Rites.

ATTACKER
N — COMPULSORY OPTIONAL £ ?
o ! 1HQ 3 maore Elites o ]

mounting a !rghrmng raid.

COMPULSORY OPTIONAL

1 Troops 2HO

4 more Troops
1 Heavy

1 Elites & Troops
1 Fast Atack

Support
-3 Elites
3 Fast Affack
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KER’S BRIEF

DEFENDER’S BRIE
You have been chosen to lead a crack commando As you were enjoying your afternoon nap (or prayer
force to kill the enemy high commander, with the [ | session, or meal, or psychic communion with the Hive
intention of causing enough confusion to disrupt their | { Mind etc.) one of your trusted bodyguards brought
attack and bring you victory. | you news that a large enemy force has appeared on
the horizon. You must endeavour to stay alive until
reinforcements can arrive to carry you to safety.

P Ly e -

SCENARIO SPECIAL RULES
The Assassins mission uses the Fortifications, Hidden Set-Up, Infiltrators, Random Game Length and
Reserves scenario special rules. '

o

=2

SET-UP

The defender’s deployment zone is up to 18" on from one
i of the long table edges, in which they may place
- 5| fortifications. The attacker's deployment zone starts 18"
8| further towards the opposite edge.

The defender’'s HQ must be set up on the table, but any

Fast Attack unit must be placed in reserve. Other units
have the option of being reserves or being set up on the
table. Once decided, set up using the Hidden Set-Up rules.
The HQ must be at least 12" from any edge.

$The attacker deploys his entire force.
4The defender reveals his set-up.

5‘Any attacking infiltrators may make one free move, ignoring terrain. Eldar may not fleet foot.

6The- attacker gets the first turn.

=Tl .
=
e,

MISSION OBJECTIVE | RESERVES
The attacker wins if he can completely wipe outthe [ | Thedefender's reserves enter from his own table edges.
defender’'s HQ unit. Note that in this scenario the | L .
defender’s HQ is subject to the They Shall Know No | —— S e L L R
Fear rule, and will always regroup, because | * GAME LENGTH
otherwise they might just flee off the table, and what | =
fun would that be?

The game lasts a variable humber of turns,
R s T 0y 0 %

: LINE OF RETREAT

| Troops fall back towards the long table edge of their |
own deployment zone.

es




These rules are inspired b iim, . i

Y that great film, ‘Zulu', in which the enti ; i
an?"f at the end the Colour-Sergeant attributes the victory to a br;ﬂre c?r?pfany b w;}thl T
byl Sl yonet “with some guts b'hind it”. The
Bayonets: +15pts per Guardsman with lasgun

Some Imperi; ; ;
mfssfonS,puigﬁé ertéi;g fgb;?ges rare issued with bayonets by their commanding officers for speciaf
These man tike Lo c.’gse i} s.b;rorabfy the Praetorians, maintain whole squads of Bayongrfera
bl Overiun, Tha s ol c}f‘)trn'f t troops and are often used to hold a position that is in danger s'}
9un 1o attack with, However after 9.2 bayonet is that the Guardsman may use both ends > f
has a third of its numbers éuot c?c!:q wfrnbir;ggyﬂfg u.'?;dvg;aghmakes i ined charge at Bay oneﬁe;:
bayonet of a grim-faced Guardsman who is dere};mfned rorzgf;ngiﬁg%ogiggg Seeh iR A

Any model equipped with a b
: ippe ayonet gets +1 Attack and also ke first j
il . 3yon / 50 gets fo
Orgard!?ss_ of !{wﬂqﬁve, Th;sl bonus fs only conferred in the o,usngL i Er_msmkg f:r_sf ot
er of aftacking is determined as normal. RS coven ien e

If a Guardsman with a bayonet is ch )
( ! ! ( arged (not if he char /
A [ ges), he may at
i ;e: gf{‘;or rg ?ggrgrg him ?,n his bayonet. Roll a D6 before alf o!hej.: aﬁfgf}\'g ra-ffs ?gs:gdmer oé e
impaling count towards rfgycfmgzriegﬁg n?qh?;z;n;g:a?ﬂgou; §aves e it e mg;iednbf{
o : _ It This attack is cancelled Jai '
grenades (the Guardsmen are too busy keeping their heads down). Also, ;';Lgna gﬁ;ﬁ?ﬁ:ﬂﬂic“;ﬁ,fﬁﬁ

David Helps, age 16.

They Don’t Like It Up ’Em
Hmm, I can’t get over the feeling that David’s got a little bit carried away with the
idea of the bayonet. +1 Attack/strike first/impale is a lot to get out of strapping a
knife on the end of your gun; so why doesn’t everyone do it? To be fair, | imagine

that David is also thinking in terms of the Guardsmen being specially trained, and
having lots and lots of bayonet drill. All that being said, he's had the good sense
to charge a lot of points for Bayonet-boys, which would ensure that they wouldn't
get completely out of hand. Personally I'd be inclined to make bayonets cheaper
and less effective — something like +3 points each and give modeis +1 Initiative.

ndy) Chambers, : . - i
chowd MF_(_A g‘r;‘n;cemmg what | see to be a bit of an inconsistency in the f;?;‘r’ ’,;2;; U;isré ggf;f; Armour Plerclng
L;Tceﬁfﬂfe is the use of ‘anti-personnel’ type weapons, al"r’:; g}‘;‘:{’a g:ﬁ;% ;‘Zay a high Strength (in Uncle Andy Sez: this is an

nst vehicles. These weapons rate armour, making them interesting idea but it overlooks one

and deathspinners, against | , lousy capacity to penet m:
Some cases coupled with a high rate of fire) and a lousy S8PPEE L By tor the profiles of these thing = a lot of light vehicles like

- doubt i :

i ot lightly armoured troops, which | have no il soon realise that these : - :
ideal against lightly crafty (or just plain devious) wmmﬂndﬁ;.; m""‘”a fﬁggfoﬁ: 26 Strength /s Warbuggies and Vypers have
iring ’ exposed crewmen (and are usually

. However, a Sy ;
wsamngl oor armour piercing ability is not accounted for when firiny it of the rules’, especially
§;§5§,‘,’§ V:”ab"‘e" This dows not sgom /9 /- m:?e:;nc:iepé?%h&ggg:gea Sg;zo'rback’s armour just as lightly armoured to boot). This
in the case of wea!pons like ﬁjéﬁg@’;?ﬁfgf s::ve, 5+ g?!isr be rolled to penetrate the Razorb&‘:ig means they woulq be just as
‘easily as a Marine's amiou ( b either way). With most other weapons the Razorbac vulnerable to shooting as guys on

ing throu : s : T
chance of going infolg king out troops have i foot. Also a light vehicle’s armour

tly so. Why should weapons which are geared towards ta

roughly a 30%
tougher, and righ
advantage? o bi

here comes the constructive bit ) ) * halve
?: only solution to this that | can see is to stipulate that any Weapon prg:Taneﬁf;f;rg rglifserm‘c{e’s
its Bsrrer{grh against vehicles and any weap ?g ; E:;hmi,nug,a%pb:;fa{vt is a pgrﬁcufady shrewd (to
amour. | realise that this s & greal ouCs ;lé me hate his Warp Spiders, and I dou

value represents their speed and
manoceuvrability, plus the fact that
shots' could go straight through
them without damaging anything
bi that he would 0o vital, rather than how thick their
ay? Is this rule armour plates are. A better solution

! i ho loves to ma 2 /
put it politely) Eldar player w 'k to his advantage... So, what do you say? Is If ! _
agree to any house Mi;:::é’icr}aefsugg i‘JEJV;Oyou agree that this presents a discr epancyi).a”?;‘;;grcﬁ might be to rule that weapons with
ngy - ac::haggf?;rﬂggas to resolve it? | would love to hear your ﬂ'}gggh?f g:infhe suURjec an AP of 6 or “' can only cause
Y vomn of Y reply or in the Q&A of your new CHAPTER APPROVED column. glancing hits against vehicles.

Patrick Sharman
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FRED OR DEAD! |

This month we have something of a run on 40K Chaos Space Marine
armies. You know what it’s like — you wait months for one and
then two come along at once! Mind you, when an army is as
nice as Fred Reed'’s, | can’t see anybody complaining!

Fred Reed is no stranger to these pages. Even though his job
as Hobby Manager for the South West region takes up most of
his time, he still manages to produce really first rate armies.
Several have been featured in previous issues of White Dwarf
and he has picked up many awards at staff tournaments for the
superb quality of his painting and modelling. Fred recently
finished this enormous Warhammer 40,000 Chaos army which
we just had to show. As you can see, Fred has really pushed
the boat out and produced some wild conversions — check out
the lron Warriors Dreadnought that uses hardly any
Dreadnought bits at all, or the Predator covered with
sliced and bleeding flesh! More than just a collection of
stunning conversions however, this is a fantastic army and
one that any gamer would be justly proud of.

Eventually Fred hopes to paint up enough troops for Converting mad! Both the

three separate Chaos armies: one Khornate B / Khornate Predator above and the
army, very much geared to fast attack and close g fron Warriors Rhino below are
combat; a second army entirely composed of typical of the level of detail that Fred
Chaos Space Marines — mainly Iron Warriors and builds into his conversions. §
Black Legion; and finally a third army with, as he
puts it, “all the weird stuff”. This last army will
eventually contain things like Noise Marines,
Thousand Sons, Daemons and Cultists. As
you can see from the photographs over
the page, Fred is well on the way to
finishing these armies. The only question
now is — what will he do next? :

Practically every inch of
this awesome machine has
been converted in some way.




« Arguably the most
striking figures in
YV the whole army,
these colourful Noise
Marines are led by this
Aspiring Champion in
Terminator armour.
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claw to
make a

: really
monstrous
power fist.

Eldar. But it fits
really well in
his Chaos

s

P Just how much can a miniature be converted?
Fred has really gone berserk (oh dear, oh
dear... — Fat Bloke) on this Khornate Dreadnought.




The Citadel Journal — the =

4 _O dear, ook at
| those dreadful
| sidies... — Fat Bloke

bi-monthly magazine
written by GW fanatics
for GW fanatics.

It’'s undergone a few
changes since
Fat Bloke’s era.

Journal Editor Steve
Hambrook explains...

the citadel

ourna

’ [he Games Workshop magazine by hobbyists, for hobbyists!

What’s it all about then?

Being a Games Workshop enthusiast is
a whole Jot more than just being a
collector and painter of Citadel
miniatures, it's being totally immersed
in the Games Workshop hobby. By that
we mean painting, collecting armies,
playing games, converting models,
entering tournaments and
competitions, modelling terrain,
joining (or even running) games
clubs, but above all, having a laugh
and enjoying yourself (you know
someone who plays and told you all
about this, do you Steve? — Fat Bloke).

How many of us are there?
In the UK alone we print around
100,000 White Dwarf magazines every
month — now that’s a big hobby! There
are over a hundred Games Workshop
stores ‘in the UK and countless other
independent hobby stores that stock
our games. In most major towns you’ll
find at least a couple of gaming clubs
dedicated to Games Workshop. Now
that’s a BIG hobby!

And what’s the best thing
about our hobby?

It’s not that we get to play the best
wargames around, it’s not that we
have the finest crafted miniatures at
our disposal to paint and it’s not even
the diverse group of nutters that we

get to meet in the pursuit of our
hobby. Freedom! Creativity! Jelly
(Eb? — Fat Bloke)! That’s what

it's all about! Warhammer,

Warhammer 40K and all our

other games are just the

starting point for much bigger

things. Our games offer you the
freedom to get really involved, far
more involved than you can in any
strictly regulated sport. Within the
framework of our worlds you can
create your own rules, scenarios,
campaigns, background, terrain,
conversions and so on. After all, we
don’t have the monopoly on good
ideas just because we work here.
Thousands of enthusiasts around the
world constantly write in to us with
great ideas for our games. And that is
where the Citadel Journal comes into

play...

What’s this Citadel Journal
then, eh?

Ever since Rick Priestley wrote the first
Warhammer rules, gamers have been
writing back with their ideas for our
games. Which is great, as it shows that
players are keen enough to put pen to
paper and get involved, rather than
just being drip-fed by us. From the first

irregular issues edited by none other

than Rick back in the early eighties, to
its revival in 1991 as a regular games

magazine

with bunker-beings

such as Gav Thorpe and Ian Pickstock,
through to its days as Mail Order’s
very own mag during the much
renowned ‘Fat Bloke era’, right up to
its absorption in the sinister empire of
the Black Library, the Citadel Journal
has been one of our stalwarts, and one

‘of our best-kept secrets.

And as long as you gamers keep
sending us great ideas for our games,
then every two months we will pull
the very best together and print 96
pages of them in the Citadel Journal,
50 other GW fans get to see them too.
Every issue of the Journal is crammed
to bursting with articles written by
gamers like you. Each article is as
much about the author and their
gaming group as the games
themselves because, after all, it is
YOUR mag! The Journal is your chance
to get your ideas in print!



So, what’s in it then...

ACE HOUSE RULES: If it's cool and original
house rules you want, from troops types to
special characters, army lists, vehicles, new
weapons, magic items, skills, terrain rules and
much more — you'll find them in the Journal. For
example, in Journal 30, we have Tom O'Brennan’s
‘Witch Hunter Warbands’, giving you a full
Warhammer ally list for Lhese deranged puritans
out to punish the guilty and protect the innocent!

COOL CONVERSIONS: If you want to

see some of the best model conversions
around and learn how to make and
paint them for yourself, then it’s all
covered in Dok Butcha. Check out:
Journal 29-for Neil Rutledge’s Dethnawt
Ork Dreadnought conversions.

WARPED VISIONS: If you want to see-
cool artwork from up-and-coming artists
then check out ‘Warped Visions', which
brings you some of the best amateur
fantasy art there is, such as Mark
Holland'’s Terminators from Journal 24.

The Atiack on Daran Vi
o

INCREDIBLE SCENARIOS: There are ready-to-
play scenarios for all of our games systems —
complete with special characters, extra rules and
anything else you need to get playing. In Journal
28, we ran Andy Judson's ‘Attack on Doran VI’ for
WH40K, which presented rules for a new troop.
type — Citizen Militia — as well as a particularly foul

new special character — Festamus the Putrid.

What? There’s more...

If you want to know if there’s a gaming club in your area, or want to
advertise your own gaming club - look no further than the club
contacts listing. If you want to learn more about terrain making,
without getting covered in PVA glue, take a look at the excellent
‘Underhive Workshop’ by Tom Merrigan in Journal 30. You'll
also find exclusive Journal Mail Order deals in every issue.
Finally, to cap it all, there’s a letters page full of your ideas,
opinions and topical' ranting, that doesn’t pull any punches.

So if you are looking for an abundance of innovative (if
sometimes surreal) ideas for all of our games, from Quest to
Necromunda, from Epic to Blood Bowl, and of course
Warhammer and Warhammer 40,000, then pick up the Citadel

Journal. So long as we keep getting articles for a particular
gaming system, we’ll keep supporting it!

Is it Official?

We sometimes get lefters from
disgruntled gamers complaining that
their mates wont et them use.the rules.

Dfﬂcia_F’_ Tl_us_ is p_artly_ down_ to us
stamping things as ‘Chapter Approved’
or stating that certain rules are ‘official’,

in the Journal and in White Dwarf. This
has caused confusion for some gamers.
The worst 'thing in th‘e world for our

trafﬂc pollce (no hmz‘ of brﬁemess mere
eh Steve‘? Far B!oke) We thought we’d

rules, to invent characrers and perhaps
even desrgn their own scenarios. | know
of players who go even further,
changing the basic rules to suit their
own style of play. And why not indeed!
Warhammer is. suppos&d fo be a broad
adapz‘ change or add fo as mey.
please. ..

'1'd like to.make a plea about queries,
questions and ‘officialdom’ in the
hobby.  Warhammer is  inherently
adaptable, the rules and ideas in the
game are a springboard to belter and
greater things. | encourage players to
develop the game to suit themselves, 1o
invent and cf?ange rules 1‘0 th‘e.fr own

absarbmg and fascmarmg hﬂbby
Indeed, Warhammer would be all the
poorer were it not for the influx of ideas
and fnnovation- from ifs many

devotees.”

gam.ers P.Ut for_ward fFPfSh "5.1335. t_hat-
have been researched and playtested to
ensure that they are well balanced itis

experimeni with or. changa them fu rther '
at their own discretion. Of courss, if you
do have cool ideas, let us have a look at

pmmn ; b_y say_mg thai

Continued overleaf...




Continued from previous page
what you are doing is ‘official’, "cos it
isn’t. There's no such thing as official or

‘we are. From now on, if you and your
mates see something in the Citadel
~Journal and want to use i, you can...

wiho like fo stick rigidly

and unthinkingly to the
rufes, lest they offend

 pitied rather than
- pandered fo.”

‘have a go!”
Jervis Johnson

but rather as methods
which you can use as
 they are or customise
o suit yourself.”

Nigel Stillman

“We are constantly belng
asked to ‘rubber stamp’
people’s ideas. There's no
need for this, players are
. sensible enough to decide
for themsefves.”

‘Gav Thorpe

.............. wo |

matter of perspective.
Andy Chambers

Letting you have your say...

Seeing as the Journal is your mag (after all, you write it - we only put it
together!), it’s important to know what you, the readers,

are thinking. We may not act immediately on every issue that you raise in
your letters (or at all, considering some of the strange suggestions we
get!l), but you can rest assured that we do take into account

all of your opinions and will implement changes when we can, just

to keep you lot happy!
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I bave been a Journal subscriber since issue 12. In
that time the Journal bas improved inumensely and

“continues Lo do so. I like the current ‘digest’

Jformat, 96 pages jam-packed with articles! There is
always a good spread: scenarios, house rules,
tournament reports and modelling tips, something
Jor everyone, in other words. The move towards
baving photos with every article also makes them
more interesting, giving you the chance to see how
other gamers bring their ideas to life (5o to speak).
All in all, I find the Journal a really interesting
recd.

Ehuos Blood Bewl Teams
Ly Chati

— David Kay, Brisbane, Oz

Link that the Journal serves as @
i;::ngboard for modeli{ng a:miI
gaming inspiration for fxorma
gamers’, in ds wmuch as it shows .
wore realistic approaches to bhow to
do things without the resources .of
Gantes Workshop. Wbereas,Wb;te ]
Dwarf cannot show peop_le s bor:se

rules, the Jouwrnal is the ideal place
for them. The Journal covers the.
“hobby as opposed 1o the producis.

_ Tom Hebblewbite, Northampton

AR Bt R s 18
e CONVENTION

REFORT

The Journal bas fe
SOU eatured in my [ibrsg ;
time, back 1o issue 7 or 8, ang e v L 1018
tncarnation is the one thar 1 Sind nmiost useful. The

share ideas, some Breat and som

they all aliow gamers, who might neyer meet, a

¢ bizarre, yet

cha ser j
ce to present their Dbet projects before a yiger

Just, MIng group,
thing that would makeg;‘be J{(jz;ma!
magazine as wejl

audience than just the;,
About the On{;}j heir local ga,

better is to make it an online

= Joshua Thaler, Dubliy;

Journal so special for me is
ts contenls are
ch as myself. The
e bas a far more bands-onp -

J ere’ ‘more scope

voach. There’s always more SCope.
‘e‘ijgen’menmﬁm It gives you a c?:!ance to try
sonething which you and .jcjgur frxeng; eca_n .

1 dify as much as you . This

ek y?:zg in the Journal, wheiher

applies to everythi : |
if !{,e a new scenario, 4 Jfunky conversion or &

set of interesting bouse rules. The Journal is
always brimming with cool ideas.

_ Aaron Tunney, via the Net

What makes the ls
that the vast majority of i
written by mad gamers Su

magazin
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Meet da Journal Krew...

The new Journal crew is a mixed bag of some old and
some new faces (all of which, sadly, are equally
frightening!). I'm Steve, the shiny new editor, the
owner of those much maligned sideburns, which are
becoming quite famous (or should that be

infamous?) in their own right. I’'m ably assisted by
the statuesque Viking Warwick Kinrade, who injects

a bit of die-hard hobby into the mag, leaving me to

So how do | get

my ideas into print?
What we want:

* Sgenarios or campaigns.

Editor Sle + Tried and tested house-rules or tactics.

* Ideas for modelling, converting and
painting Citadel Miniatures.

« Reviews of tournaments, conventions

concentrate on all the awful puns. Anything too
difficult for us (Typing? Spelling? Thinking? I hear

you cry...) is left to that old hand Ian Pickstock,
whose wealth of knowledge and expertise we
constantly pilfer (check out the cool new covers).
Finally, we are overseen by the inquisitive eye of Andy
Jones, Black Library Inquisitor and le grande fromage.

lan "Hedgehog' Pickstock

What’s in the next Journal then?

For Journal 31, we’ve clawed our way
through the mountain of submissions
for the best articles to share, and
here’s what we have in store for you:

DARK TIDE RISING: Warwick brings
us a mammoth Warhammer campaign
full of maps, special characters and
bucket-loads of extra rules. Each of
the four scenarios pits the malevolent
forces of the Skaven against the
Empire army of the legendary Count
Mandred Skaven Slayer. Can you save
the Empire from a crushing defeat? Or
will you be the one finding favour
with the Council of Thirteen?

CAVERNS OF THE BEASTMEN: There
are loads of bloodthirsty foes to slay in
this Warhammer Quest adventure:
Bestigors, Gors and Ungors. Your
warriors must fight against the
ravenous Children of Chaos in their
search for a stolen, sacred artefact.

BLOOD BOWL DOUBLE: This issue,
not one but two Blood Bowl features
— firstly players can give those
penalties the boot with some cool
new rules for the kicking game. Then
there’s the utterly manic ‘Deathbowl’,
a game with two pitches and four
teams, bringing a new, apocalyptic
level of violence to Blood Bowl.

96 pages of hardcore hobby, for only £4.00
JOURNAL 31 OUT END OF MARCH

Visit your nearest Games Workshop store

or call Da Trollz on =0115 91 40000

GORKERS AND MORKERS wouldn't
be proper Orkers without four feet of
mean, bad tempered, razor toothed
fungus to cultivate, Yes, just what
every Gorkamorka player has been
waiting for - Squigs in Gorkamorka!

WH40K CAMPAIGN: In ‘The Siege of
Herodopolis’, can the hard pressed
forces of a small Imperial planet hold
out against the massed Ork hordes of
Waaagh Bigmowf until the Space
Marines arrive?
OVERWATCH! We check
out the Sheppey games
club, in the south of
England.

And on top of thart there’s
more of your favourite fan
artwork in Warped Visions,
how not to get ‘ratty” with
Skaven tactics, the
indispensable club contact
listings, whilst the Mail Bag
lets you get your opinions
across no matter how mad,
critical or downright
‘moany’ they may be! Plus
loads of other stuff that we
haven't got time to go into
right now, cos we seem 1o
have run out of space...

or clubs that you have attended:

photographs of your models, games,
yourself and your friends.

you play and so on,
= |f possible, supply articles on disc —
we can read most formats. This makes

» Why not e-mail us your articles? You
can send your ideas direct to the
Journal Bunker on;
journal@games-workshop.co.uk

Send your articles, or for a full set of

THE JOURNAL BUNKER,
Games Workshop,

Nottingham, NG7 2WS, UK

Get your name up in lights and be the
envy of all your mates!

= Gurka—Squtgﬁ
« Warwick's WotI0 _

ALL THIS, PLUS LDH[E




WAR OVER

A Battlefleet Gothic Battie Report
by Andy Chambers, Dave Andrews, Gav Thorpe, Tim Adcock and Simon Shuker.

This is going to be strange. White Dwarf has (to the
best of my knowledge at any rate) never presented a
battle report with spaceships in it before. This means
we're on virgin territory here and we're going to handle
this report in a different way to usual. However it's
traditional to do a battle report for a new game coming
out, so you can get some idea of how the beast plays
and what are good or bad tactics. Thanks to Simon
Shuker for having the bravery, or perhaps naivety
(oh, definitely naivety — 8S), to have a go at tackling
the maps.

THE 'SCENARIO

up- and -joust affalrs Instead aspmng fleet
commanders are presented with problems to solve —
how to escort a convoy through a region of space
infested W|th raiders or p|rates how to prevent an

ke for an excntmg game report

In an escalatmg 'ngagement two opposing fleets are
;hummg for eac

her through a star system. Both
several ‘divisions’ to spread the
as the batile - begms twe ot these

repreeented by a counter (called a contact marker in
the game, or a ‘ping’ if you're Gav) which has a number
on the back. The players note down the numbers of
their divisions and what's in each before turning the
counters face down and drawing one at random. This is
the division which has made contact and starts the
game on the tab}etep, facmg eff agamst whetever the




lead to a battleship. running into a just couple of
you choose to split up your fleet. Besides, the destroyers
would easily outrun the battleship as long as they got out
of range of its weapons quick enough... £l

After this initial deployment, each player randomly
chooses another of the contact markers, which
represent their remaining divisions, at the end of each
turn. The contact marker is placed on a randomly
selected table edge to indicate the imminent arrival of

already fighting (well, hopefully anyway). At the start of
their turn a player gets to roll a dice for any of their
contact markers already on the table edge, and if they
score high enough the ships. in that division arrive (in the
nick of time). ' =L

The twist in the tale is that if there are friendly ships
close to a contact marker when it makes its arrival roll, it

gets a healthy bonus on the dice roll, to represent them

commanded the Imperial fleet while Gav has been
Warmaster of the vile forces of Chaos, For this battle it
seemed only natural to reprise our roles, especially as
Gav has a number of good drubbings to avenge. Dave
Andrews and Tim Adcock have designed. the miniatures
for Gothic, and also played several games While we

invited them along so we could blame them if we lost!

3

THE TERRAIN ‘
The celestial phenomena (that'’s what we call terrain in
Battlefleet Gothic) are rolled up randomly, using the

................. ¥

medium: sized planet with a single moon. \

The celestial phenomena have the following effects;

Asteroid fields block firing and torpedoes and are
dangerous to move through.

Dust clouds reduce the effectiveness of firing through
them and slow down movement.

The planet and moon also block firing but may be
moved ‘through’ (ie over or under). They also project a
gravity well a short distance around them which ships
can use to turn, using a slingshot orbit to swing tightly
around the planet. As is often the case, clever use of the
gravity wells was to prove highly significant in this battle.
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CHAOTIC
DECISIONS

Gav: During the
development of
Battlefleet Gothic, |
concentrated  on
helping Andy with
the Chaos ships
and fleet list while
he devoted his
attention to the
Imperial forces of
Gothic Sector. So it
was that | was ‘given command of the Chaos fleet for this
first Gothic battle report, ably aided by Tim, who designed
the Chaos ships (and what a splendid job he’s done too).

When it came to choosing the Chaos fleet, | drew on the
large number of games I've already played to inform my
choices. There are two advantages that most Chaos
'ship's have cve'r th’eir Imperial ene’mies rahge and speed

AT

Gav Thorpe Tim Adcock

Chaos fleet does weff if it can use its extra speed to keep
the enemy at a distance, utilising its long range guns to
good effect while the enemy cannot return fire.
-Uhfdﬂuhatery this is far, far easier said than done —
armour and can charge straight for ‘you without rlsklng
too much.

WAR OVER CALYDON

Odi--ﬁee-'t CO’mma'ride-r.

Wa_rm_asters and | pasd out

‘a Lord with the Mark of

anesh, which ild Imperial ships nearby a
reduction to 1heir Lea‘dership

After_deduct[ng the pcmts for these from my total, | still

'had- renty left to spend My next stop in the ﬂeet list was

class can outrange most Imperial 'shlps and even give

them a nasty broadside duel at close range. My other

favourite cruiser class is the Slaughter. Faster even than

Imperial frigates, the Slaughter is strange for a Chaos
ship because its weapon batteries only have a 30cm
range. However, what batteries they are! Combining fire
with its prow weapons, a Slaughter class can bring more
firepower to bear than a Retribution class battleship
(although at half the range} and still has two lance shots

' MONSTROU:



on top of that. While the rest of your fleet tries to keep its
distance, a Slaughter class can race into the middle of
the enemy fleet and just pound away, crippling enemy:
cruisers with just one or two salvoes.

The next !hing to consider was attaok oraft - tiny.,zlitﬂe - e ;

s_h_ou_{d_ that be_ vaouu_m supenomy'?) has a distlnot edge Namr ARG HORAE Lk 8 s
Fighters are particularly useful for a Chaos fleet as they s
can intercept all those torpedoes an Imperial fleet can
throw at you. The choice was simple: either a Styx class
heavy cruiser or a Despoiler class battleship, either of
which can launch a considerable number of attack craft. - : ==t
In the end | decided to go for the Styx for the simple : : 7 P Commiaion
reason that this meant my battleship could be a L -
Desolator class with its massive broadside batteries of ; 3
long range lances - the perfect support ship for a Chaos
fleet.

The final task was to use up the points with raiders and/: s
or destroyers In the end | went for seven Infidel ralders_ 5 S

a considerable annoyance to Andy in the pasl and . Q
hopefully would do the same in this battle. I s

For the Es"caiating Engagement scenario, the ﬁeet must:

Cammission:
=t :

from enemy vessels, and Ihe Horrific (the Styx class
heavy cruiser) would also benefit from this kind of
arrangemem Thrs meant the fleet eas;ly broke down

Commission:
Cammission
Commission

the sub plot ruIes from Ba‘ctleﬂeet
Gothic as these

to  survive
the battle
relatwe[y
intact. it was
tempting  to
choose the

on reﬂectnon we deolded that
can add an Andy and Dave would be trymg all they
extra twist to) - RS SIS S b b ) . s K Ve e R
any . scenarie;- 1 el oGl e YU IR
no matter how many times 'wouId hopefully be keeping out of trouble iaunchmg
you've played it before: Thems |- & aes G liitbis alll LOIDBks, aiitd- Sttt e Suiu
Imperial players generatedf

to place their spy aboard the Homf!c whlle we had a e lo
Desperate Mission. In this sub-plot, a chosen capital ship :




¥

CHOOSING THE
IMPERIAL FLEET

Andy: It's difficult to
pick a fleet
for an escalating
engagement as it
is almost inevitable
that your ships will
arrive in precisely
the wrong order to
support ‘each other.
Instead | chose
what's a fairly
standard Imperial
fleet for me. | started

(= | W with the Admiral
Andy Chambers and Dave | okiaasidt AR

: : : fleet worth more
Andrews discuss their plaﬂs than 750 points and

_ pretty dang useful
anyway. The Admiral has a set Leadership
value ‘and gives the fleet he commands a
number of re-rolls against failed command
checks. For those of you who didn't catch the

were you?), command checks are an important
part of the game. If you want a ship to move
faster, or lock on, or reload its torpedoes or
attack craft it needs to pass a command check
by rolling equal to or under its Leadership value.
To cover the worst foul ups | invested in a
reasonably good admiral with a Leadership of 9
and two re-rolls, expensive in terms of points but

a good way of enhancing the whole fleet.

The first ship had to be a Retribution class

battleship, the Cardinal Boras, supplying the big

guns with its 60cm range weapons batteries and
lances. Next | took the Imperious, a Mars class

‘battlecruiser, to give me some launch bays so

that | could use fighters to fend off Chaos attack

“ ‘craft and hopefully put in some bomber attacks

o ‘myself. The Mars class also has long range
lances and a nova cannon — an awesome guess
range weapon capable of hitting targets up to
150cm away.

Ordinarily these two ships would give supporting
fire from behind a battleline of cruisers, so | went
on to choose two Lunar class cruisers, the
‘Retribution and the lron Duke, to stand up front
and engage the enemy. Lunar class cruisers are
good all-round ships with a shortish range of

Cardinal Boras).
Huge, lumbering -éhip_s with lots of guns are very
. hice but they're, well, lumbering and if a squadron

_WAR OVER CA
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of agile destroyers or-frigates can get round behind

them they won't be able to shake them off. The best

pair of these minnows to protect the whales and took a
squadron of three Cobra class destroyers to run
“interference. Cobra's are as puny as a puny thing, but
‘they are armed with torpedoes so they can break up an
incoming enemy attack and then scuttle for cover while
‘they reload.

I didn’t choose too many escort ships because | wanted

‘to try out a couple of Dauntless class light cruisers.

" Vhotes: COMMANDED
BY MALIFICA ARKHAM

Notes: COMBMANDED
BY SETHAA SATIAET

PORT WEARTINS BATTERY - >
STARECHAITD WEAPOHS SATTERY
4POE BATTERY

.CDMIHIINDHE
Comimission:
Commission;
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the state of the[r communlcations and so fo

case the random rolls produced the followmg_

(absoruteiy appalling) results
Cardinal Boras
Imperious:

Iron Duke and Retribution

nately need to reload its attack craﬂ dunng the
as. 1mportant to improve 1ts Leadersh:p After

- SQUADRON SECONDUS

Squadron Secondus would simply have to hope they
weren’t called on to make command checks too often.

With our main ships now somewhat better led, we
organised our divisions as follows:

Dave commanding:
» Cardinal Boras and Squadron Secondus
o lron Duke

Andy commandihg:

= Retribution:
¢ Alarm and Angelus Squadron

events and
at random
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IMPERIAL
BATTLESHIP

- | IMPERIAL
B i i CRUISER
IMPERIAL

ASTEROTD PIELDS | |
iiek | ) : ' ESCORT
¢ . 108 CLOVDS \ IMPERIAL

CONTACT
MARKER

CHAOS
BATTLESHIP

tapeions &mwﬁgi : CHAOS
L\L- e \ CRUISER

BLANET CRLYUON

b ' CHAOS
¥ ESCORT

CALYBON MOOR k \ CHAOS
CONTACT
\ MARKER

EXTRACT FROM SECOND LIEUTENANT RUSSEL'S
LOG, THE MOST BENEFICENT EMPEROR’S MARS
CLASS BATTLECRUISER IMPERIOUS.

Thirteenth day of Heracles

17:05 Ship Standard Time. Still on station orbiting Calydon,
Havock in attendance. Captain Bast has transferred aboard
Havock for dinner with Commander Leight. Reports from
scouting patrol have notified us that enemy battleship
Torment has been prowling this area. Admiral Andreius
aboard Cardinal Boras en route to our position, but we must
be vigilant.

17:37SS8T. Officer of Surveyors reports anomalous energy

spike beyond orbital asteroid field. Have notified Captain
Bast, who will be returning shortly.

17:4288T. Red Alert! Ene

signature. Filtering now. Ide fled as Monstrous, renegade
Murder class cruiser. All hands at gun positions. Nova
cannon power relays are active.

17: 4353?' O'ur foe reaiised he had been detected and

was unsuccessful and Monsfrous has drifted into targetang
range. Captain Bast is shutiling back. We have detected a
‘second energy reading, approaching from the other side of
Calydons moon from decadrant 008. Captain has given

we Iack the Captams keen eyel S;gnai for relnforcements
sent. Answering call from the Cardinal Boras. Is incoming
with Sguadron Secondus in attendance.




17:49S8T. Monstrous has altered course towards
Calydon but not yet able to fire on us. Another
energy contact appeared on surveyors, moving in
from beyond Monstrous. Captain Bast back
aboard. Breaking orbit with Havock in attendance.
Closing range with target. Nova cannon firing.

Target well hitl Surveyors indicate all shields
overloaded. Target badly damaged. Captain Bast:

well pleased. Dorsal lance turrets, thirty second
salvo. Target weH hit! Monsrrous on fire from

I_mperlal forc_es respondmg to_ mes_s_age_

17:54S8T. Monstrous continuing on course,
Surveyors indicate energy outlay directed towards
repair. Fire still burning on target. Nova cannon
firing. Target well hitl Energy readings of
Monstrous at minimal. Target is a hulk, continuing
to drift. Explosion has extinguished fire. Multiple
enemy signals closing fast from decadrant 001.
Cardinal Boras reaches baltlezone, will establish
orbit around Caiydons sa!ellite Squadron

Ca;dmaf Boras. Enemy 5|gnals right behtnd the
Cardinals Boras, imminent arrival. Course laid i into
recover hulk of Menstrous.

Squadron Secundus

Hitting with the nova cannon

Nova cannons are unusual weapons in that no roll to
hit is made for them. Instead the firer has to guess the
range to the target ship, and then a template is placed
with its outer edge at the range guessed. If the hole in
the centre of the template is over the target ship’'s
base, a direct hit is scored and the target suffers D6
automatic hits(!). If a ship’s base is covered by the
outer edge of the template, it suffers one automatic hit.
As you can imagine, good guesswork can make a
nova cannon deadly, whereas poor guesswork will
make it useless. Here are some top tips on getting the
best out of nova cannon:

1. Choose an easy target — a battleship or a squadron
of enemy vessels is a lot easier to hit than one small
ship on its own.

2. Don't think about it too hard, your first ‘gut feeling’
about how far away the target lies is probably pretty
accurate.

3. Add about 2-3cm onto your ‘gut feeling’ estimate.
Remember the range is measured to the outer edge of
the template and you need the centre of it to be over
the target for maximum effect. Boom!

Imperious

Sdil ANV SLNIH
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18:028ST. Energy
signal beyond gas
clouds on course
from decadrant 003,
approaching rapidly.
Have visual
confirmation now.
‘Slaughter class cruiser
at full speed. Positive
identification,
continuous
transmission from
enemy vessel —
“Killfrenzy Killfrenzy
Killfrenzy...” Admiral
Andreius has ordered
us and Havock to link
with Imperial vessels
approaching from
starboard. Cardinal
Boras continuing on
course to achieve
moon orbit. New enemy
signal to starboard,
approaching Calydon
directly.

Antici... --pation

One of the hardest things to get your head
round when commanding a fleet of ships rather
than a 40K or Warhammer army is the fact that
everything keeps moving, whether you want it
to or not!l What this means is that by
manoeuvring yourself into what seems to be a
good firing position for one turn, you may find
that in future turns your ships become
scattered and vulnerable to attack. Here's
some top tips en how to plan your moves.

Don't just look at where your ships will be after
their next move, anticipate where they will be
after several turns and think about whether
that's where you really want them to be.

Try to bring your ships together so that they are
moving in more or less the same direction. This
will stop them being picked off one at a time
because they are split off.

Keep escort ships back until you know wherée
the main fight is taking place. If escorts are
committed to combat too early they can be
destroyed ahead of your main fleet. Their
greater speed and manoeuvrability is more
useful for covering gaps in your fleet than
taking off and attacking things on their own.

Sdil ANV SLNIH




Cardinal Boras is pursued around Calydon’s : : e S

moon by Torment and the Expulgators

18:13SST. Latest enemy signal identified as Styx
class heavy cruiser and squadron of Infidel
raiders. Infidels bear the markings of Fellclaw
pirates. Heavy cruiser identified as Horrific.
Admiral Andreius informs us that an Imperial
agent is aboard the Homfru. All ships must
endeavour to recover our ally. Horrific Iaunchmg-
bembers. Two waves, six squadrons in total.
Feﬂcfaws engaging. Havock, torpedoes are
Havo 2 Enemy sugnal approachlng beyond
Killfrenzy. :

18:1458T. Signal following Cardinal Boras within:
scanning range. Hell's teeth, it's the Torment!
Torment and squadron of Idolator escorts bearing
down on flagship, all power to weapons. They've
Io.cked on to the battieship Enemy f'rring Horrific,

g : shleids Idolat rs. flnng,
weapons batteries at close range, forty five
eecend Iance salvo. The Cardinal’s shields are.

Boras dorsal weapons and sudy secon

salvo. Cardinal Boras hit severely, surface
damage to port galleries and prow. Still fully:
operatlonal Torment ieunchlng torpedoes at full

Exeufga ro_r_s |
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18:1558T. Imperial arrivals -
Retribution, Alarm and Squadron
Angelus incoming from decadrant
004. We are moving through enemy
torpedoes Turrets Shoot down One

OTHIC wAR OVER cAL'Yﬁo

power 10 defenswe systems - 1hey re
bracing for Imperial attack. Feliclaws
making evasive manoeuvres, bracing
for attack. Retribution fires on
Fellclaws, shield of lead vessel
depleted.

18:168ST. Nova cannon firing at

Horrific. Target well hit! Targef's

shields overloaded. Alarm tfargeting

Horrific. Damage to enemy’s

superstructure, severe damage to

starboard launch bays, enemy engine

failure reported by Officer of

o e s L Andy checks whether the Imperioys and

teleport attack on Horrific
unsgccessfu]_ Havock are within Calydon’s gravity well.
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Control the battlefield

The effects of celestial
phenomena can be decisive
in a battle. Asteroid fields,
planets and dust clouds can
protect your ships from
enemy fire or block a route
of advance. The gravity
wells of planets or moons
can be used to manoeuvre
your ships into position
much faster than they could
manage otherwise. This
makes it important to control
the battlefield and make the
celestial phenomena work
for you instead of against
you. In this battle the
Imperial = fleet used the
planet and moon to help
move their fleet together and
protect them from the
Torment’s firing until they
were ready to aftack.

due to battleship’s braced status. Three quarters of Torments
shields knocked down. Squadron Secundus opens fire on
Expulgators, shield knocked down, no damage. We are launching
fighters to intercept enemy bombers. We pray they arrive in time.
Horrific directing power to repair systems, no major repairs detected.

18:19SST. Horrific using Calydon’s gravity well to turn. Killfrenzy
and Damnators on closing course. Expulgators emitting active lock-
on signals. No lock-on detected. Surveyors show Torment has
reloaded torpedoes. Torment targeting Cardinal Boras. Shield loss
on the Admiral’s vessel. No structural damage. Expulgators
targeting Cardinal Boras’engines — the Admiral’s shields fail but no
damage suffered. Frigate of Sguadron Secundus destroyed by
twelve second lance salvo from Torment. Enemy bombers

Frigate utterly destroyed.

18:2158T. Torment launching torpedoes. The Admiral looks in




BATTLEFLEET

GOTHIC

Hayock and oursefves moving to close on Hor_r:f.fc and
Torment. Nova cannon firing. Target missed, detonation

overshot Horrific. Havock fire against Fellclaws
ineffective. Horrific under heavy fire from Retribution,
Alarm and Squadron Angelus. Squadron Angelus
launches torpedoes at Horrific. Three confirmed hits on
target, though Horrific well braced for the impact.
Horrific critically damaged, totally crippled. Havock
-attempts teleport attack on Horrific, once again boarders
are repelled. Cardinal Boras taking aim on Expulgators.
Energy surge from Expulgators indicates escorts
prepared for incoming fire Cardfnaf Boras targeting

torpedoes at the Torment

18:34SST. Killfrenzy and Damnators still on closing
course. Shadowed by remaining Imperial division out of
identification range. Horrific turning in gravity well fo

.

e &

!
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WAR OVER CALYDON

:Torment movmg away from Calydon S moon. Fe!!c!ews
.turmng on our stem flnng meffectwe agarnst us.

starboard lances target Afarm Alarm prepares to
receive fire, Shields overload on Alarm, minor damage
inflicted on hull,

18:358ST. Torment turrets opening fire on torpedo
salvo from Alarm. No hits registered against Torment.

18:39SST. Master of Ordnance reports malfunction in
launch bays Adrmral Andrelus insists we reload “our

readied for another torpedo run Cardinal Boras

‘continuing to orbit moon. Alarm and Squadron Angelus
close in on Torment. Havock closes on . Horrific. Nova
‘cannon targetmg Expulgators. One enemy well hit! One
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Brace For Impact

Brace For Impact is a special order which
ships can use if they pass a command
check when they come under fire. Brace
For Impact gives the ship a 4+ saving
throw against any damage sustained by
the ship but reduces the effectiveness of
its firing on its next turn (more energy has
been put into protection and the crew are
concentrating on damage control duties).
Brace For Impact can make a ship very
hard to cripple or destroy, as was the
case with the Cardinal Boras. Deciding
when to brace is tricky though, because
it puts the ship or squadron on the
defensive and makes it less effective
next turn. If too many of your ships end
up bracing for impact, your- enemy
effectively has you on the run and you'll
lose the ability to fight back effectively.
On the other hand it's better to brace a
ship for one turn than have it crippled or
destroyed for the rest of the battle.

" Fighters

Sdil ANV SLNIH

Damnators

_Swighteérs ' .
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Horrific ")
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enemy caught in blast and shields overloaded. Lances and
batteries targeting Horrific. Enemy shields overloaded.
Structural damage inflicted.

18:428ST. Cardinal Boras targetrng thirty second lance salvo.

18:4455T. Battleship broadsides against Torment Target
partially hit, one shield bank depleted.

damage_ :r_}f_llc_t_ed :

18:5188T. Horrific and Damnators taking up position together.
Horrific launching fighters, targeting our bombers. Killfrenzy
moving around asterold fle!d ciosmg wuh Torment Havock:
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Supporting fire

Ships in Battlefleet Gothic are heavily — posn SRS
armed, but they're heavily protected too.
It's a good rule of thumb to assume that
you will need the concentrated fire of two
ships to damage one of similar size, So
two cruisers should be able to cripple an
enemy cruiser over a couple of rounds of
firing, whereas one cruiser would probably
only knock its shields down and cause no
damage. Even with the help of a squadron
of Idolators, the Chaos battleship Torment
was unable to cripple the Cardinal Boras
before Imperial reinforcements arrived
and was itself destroyed by the massed
firing of several Imperial ships. If you can
concentrate your firing in this way you'll
find it much easier to take down opposing
ships. Likewise, once an enemy ship has
its shields knocked down, hit it with
everything you've got!

:‘ron Duke within identsfl' tlon range, right behmd
the Killfrenzy. iron Duke’s firing reduces enemy's
shields, launching torpedo salvo towards Torment.
We are Iaunching more bombers Nova cannon

Sdil ANV SLNIH



The Imperial fleet forms its battleline and bombards the Chaos fleet, causing the
destruction of Torment, Horrific, two of the Damnators and crippling Killfrenzy.

19:01S8ST. Our lance batteries have damaged Torment.

Gun decks firin'g' on Fellclaws. 'S'hie}'d o'r"\'lead Ship.

on Horrific,

19: 02SST Cardmaf Boras Iaunchmg full torpedo salvo

oes explode;
ted. We are

range!
19:075ST. Horr'fﬁc stationary within Calydons gravity

Cobra of Squadron Angelus destroyed by fire from
Homf.'c Rembufron iost shields to ﬂre from Damnators

braced for |mpact ‘minimal damage _sustamed

19:108ST. Torpedoes from Iron Duke fail to damage
Torment.

19:12588T. Damnators hit by lron Duke’s torpedoes. |
One vessel destroyed. Horrific’s turrets shoot . down one
of our bomber waves. Other bombers have destroyed
Infidel in. Fellclaws squadron.

19:1588T. Cardinal Boras staying on course, has
locked on to the enemy. Nova cannon firing at Torment.
Target well hit! Target has no shields. lron Duke closing
for the kill on Torment. Iron Duke’s fire causing damage.
All weapons on Cardinal Boras targeting Torment. Full
broadsides and Jance sa[voes continuous 1usillade

s_tem Torm,s-_ntdest_royedf Pr_a_ise the Empero_r'_
19:18SST. Alarm ta:geting Horrfﬁc with forward Iances
later. HayqqA hnng to_rp_edo_e_s at Krﬂf:enzy

19:21SST. K:Hfrenzy hlt by torpedo salvo from Havock

salvo!

19:2258T. Traitor vessels breaking off combat. Admiral
Andrelus has ordered us to recover hulks. Dauntiess-
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CHAOS CONCLUSIONS

Gav: Dagnabbit! It was all looking so good at one point, and
now what are we left with? The hulks of a battleship, heavy
cruiser and cruiser, a crippled cruiser and a smail handful of

So, what went wrong‘?

There were several reasons for the Chaos fleet’s unseemly
demise. Firstly, Tim and | failed to organise our ships
properly once they were on the tabletop. The Imperial fleet
(helped by two of their divisions turning up next to each
other and brought on to the table next to a 'third) actually
scattermg of s'h'lp's' and squadrons dotted all over the place
As it was, once the Imperial ships were lined up and ready
fo go, there was not much Tim or | could do to match their
combined effectiveness.

Secondly, the Torment didn’t end up in the best position.
Although it was nice to pound the Cardinal Boras for a turn
or two, this was only ever going to be a short term: gam !n

:of the Expufgarors the Tormenr just couldn’t do enough
damage to cripple the Cardinal Boras. If we had managed
this, things might have been very different at the end..

Thiré{{y, we had some really sore luck at times. Take, for
_example the Torment's initial torpedo satvo agamst ‘the

WAR OVER CA LYDON

e 5

s S -‘_“__/f /
K /..
>~

blowmg up on the blast markers Cursesl
And lets talk about nova cannons shall we? Andy has

jr_nu_st be_sa!d but_t_o miss only two out of nine shois is
-pretty superhuman No wonder Captam Compel Bast

by some bad Iuck on our part (although the bad luck
wasn't all one way, | have to say) and some very

effectwe shootmg by the :‘mpenous Well, no matter.

mauled: by the | numerous Chaos _e_sa_:_o_r‘_c _s_hi_ps One_of
the dééis’ive 'm'cves 'fo'r the trﬁpfe'rium was sending the

on the far s:de of the planet (choosmg to ignore the

‘chance of more nova cannon shots at the Killfrenzy to

do so). This ensured the quick arrival of two extra

divisions to assist the Cardinal Boras against the

Torment. Also, the Cardinal Boras's use of the moon’s

‘gravity well to.come about and get behind the Torment

was essential to the survival of the Cardinal Boras and
the destruction of the Torment. Finally, it must be said

'that the inspired shooting by the .’mpenous wnh |ts nova

paved the way to victory.

TOTAL LOSSES

CHAOS
CRIPPLED/DESTROYED
BATTLESHIPS :
HEAVY/BATTLE CRUISERS - -
CRUISERS 1 5
ESCORTS - 3
IMPERIAL
CRIPPLED/DESTROYED
BATTLESHIPS = 1
HEAVY/BATTLE CR UISEF{S - 1
CRUISERS 1 1
ESCORTS - B
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e Did you know that Mail Order can get hold of any of the old
Games Workshop metal Miniatures?

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

e Did you know that post and packing in the U.K. is set,
£4.00 for first class, £3.00 for second class, no matter

how many miniatures you order?

>

o :q&_

nf

i;* *.# ANYTHING AT ALL - GIVE US A CALL

= 0115 91 40000 T

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!

Using Mail Order is as easy as falling off a proverbial log! If you
have access to a credit/debit card (either Access, Mastercard,
Visa 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 cheque
or postal order (available from your local post office) to the
address on the left...

See, as easy as falling off a log. Still stumped? Well then, pick
up the phone and call Mail Order, we're never too busy to help!

& v

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

DIESE LEITUNG IST MONTAG BIS FREITAG

% Deutsch/Holland Mail Order

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

L ORDER %

0115-91-40000 MAIL ORDER ¢

0115-91-40000



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

e ADVANGE

TW”\ ANGELS.

. #
o R Did you know...
- that you can place an Advance Order for all new
"L*, : s ADVANCE j games and miniatures, then have them
pY. 7 f OHDER delivered to your door by First Class post, sent
¥ s Sk chO on the day of release!
B RING FOR
' et -,:,ETMLS

| SUPPLEMENT

Designed by Mark Bedford,
MNorman Swales & Trish Morrison

JAIL ORDER T@ 0115-91-40000 MAIL ORDER T 0115-91-40C
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WARMAMMER

472990

SPACE MARINE COMMAND SQUAD
£15 boxed set
Space Marine Command Squad
contains: Commander, Standard Bearer,
Apothecary, Techmarine & Veteran
Sergeant
Desmned I:y Jes Goadwln

‘u\nq\\n\'ﬂ

SPACE MARINE TACTICAL SQUAD
£10 boxed set

Space Marine Tactical Squad contains:
enough parts to make a 10-man Tactical

squad with Sergeant, Marine with missile

launcher & Marine with flamer
Destgned by Jes Goodwin

'\u \':q A mqwqwq

L AOR00

SPACE MARINE DEV&STATOB SQUAD
£15 boxed set
Space Marine Devastator Squad
contains: Sergeant, Marine with missile
launcher, Marine with lascannon, Marine
with heavy plasma gun & Marine with
heavy bolter (or give Mail Order a ring
and choose any heavy weapon
combination you wish)
Designed by Jes Goodwin

e

33’;\

SPACE MARINE ARMED
WITH PLASMA GUN

SPACE MARINE ARMED
WITH HEAVY BOLTER

WADMAMIMED

SPAGE MARINE ASSAULT SQUAD
£10 boxed set
Space Marine Assault Squad contains:
enough paris to make a 5-man squad
with assault weapons and jump packs
Designed by Jes Goodwin

CODEX"

SPACE MARINE ARMED
WITH MELTAGUN

SPACE MARINE ARMED
WITH HEAVY PLASMA GUN

SPACE
MARINE
BATTLE

FORCE
£40 Boxed set

This boxed set
conlains: .

1 Tactical squad,

1 Terminator squad,
1 Landspeeder,

3 Marine bikers and
1 Gothic Ruins sprue

Designed by Jes Goodwin [

- MARINES

~ 40000 |

NEW

SPACE MARINES
WITH ASSAULT
WEAPONS

£3.00 each

Designed by Jes Goodwin
& Mike McVey

SPACE MARINE
DEVASTATORS
£4.00 each

Designed by Jes Goodwin

SPACE MARINE ARMED
WITH LASCANNON

WARHAMMER"

ANDNN

" CHAOS SPACE
MARINE LORD
£6

Designed by Jes Goodwin |
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: BATTLEFLEET =

.ﬁattleﬂeet Gothic, the game of spaceship battles, is set during
the Gothic War in the 41st Millennium; a grim time when
the Imperium of Man battles for survival in a hostile galaxy.
Battlefleet Gothic lets you command fleets of warships in
deadly conflict among the stars, though whether as
Mankind’s

saviour or its — BATTLEFLEET

destroyer is up -

to you!

Available now, the

Battlefleet Gothic

boxed game

contains

everything you’ll

need to get

started.

. 3 7 ol . Al >
" - ot ke L -
n 3 2 1 s Tl e s & g 285
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LAMES
RESHOP

SPACESHIP BATTLES IN THE 41sT MILLENNIUM

e Battlefleet Gothic rulebook
with campaign rules
, » 4 Imperial Cruisers
(multi-part kits)
- e 4 Chaos Cruisers
p: 'rtrkﬂs)

/e Fleet Registry roster pad
B o 2 plastic range rulers
e Over 100 game counters

e Getting Started guide with
" exclusive comic strip

DER T 0115-91-40000 MAIL ORDER T 0115-91-40000 MAIL
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TLEFLEE

GOTHIC

RETRIBUTION CLASS ; £12
IMPERIAL BATTLESHIP ' ot g

Designed by Dave Andrews-

DESOLATOR CLASS
CHAOS BATTLESHIP

Designed by Tim Adcock:

ACONTE CLW:!
KOV EOWF“

DAUNT, ESs
IL L
ihip: E‘IﬂLLJ(‘P'CHUng“
i‘«SM'LCE C [‘E" |
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The new Imperial Cruiser plastic sprue is a multi-part
kit with interchangeable weapon bays, with which
you can assemble not one, but seven different
classes of Imperial Cruiser, as shown below.

LUNAR CLASS

GOTHIC CLASS

£8

BOXED SET
contians
2 plastic
Imperial

- Cruiser kits

IMPERIAL CRU[SERS

Designed by Dave Andrews

craft carrier,

£5

FOR 3

COBRA CLASS SWORD CLASS

IMPERIAL IMPERIAL FRIGATES OR £1.7
DESTROYER Designed by Dave Andrews
Designed by Dave Andrews

o

o The Fleet Admirals
\ are ‘rushing their 1 :
ships: to the f = 3 y
defence of Gothic = "
Sector. To help you

- gather a battlegroup to
derend the seetor we have come up with

& :

f"
L&
B_oxe_d Game.f#_ fﬂ?ﬂ?-’ﬁﬂﬁ" o 1
.. cruisers contained within the

boxed gafmef)

=0
e

- ; ‘- 2 Sword class f frigates
.3 Cobra class destroyers

AH for £68 and we'll also send you two sets each of the Flghters
,” chbers & Mires. FFIEEf The Flghters Bombers & Mlnes are.

DER ‘5‘ 0115-91.40000 MAIL ORDER T 0115-91-40000 MAI

% priges. Plus if you: are .ane of the first 500 people to order this |
deal, we will also send you a E_E_E_ Battlefleet Gothic rank: pip.

oo e i —

S"*—""-E-'_E = =-.|-r'h|.‘-ar_1=-_¥="1r- S e
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CHAOS CRUISERS £8

Designed by Tim Adcock BOXED SET
coniians
2 plastic
Chaos
Cruiser kits

INFIDEL CLASS
CHAOS RAIDER

Designed by Tim Adcock

before. yau,. the
Imperial fleet is.
scatterad To. help;

‘[: 3
‘:

s, Bombers & Mines EREE! The Fighters, Bombers
& Mines are also available separately from Mail Order —
give us a.-ring for prices. Plus if you are one ef the ftrst 500

The new Chaos
Cruisers plastic
sprue is a multi-
part kit with which
you can assemble
not one, but
seven different
classes of Chaos
cruiser, as shown
below. '

STYX CLASS

HADES CLASS

S

DEVASTATOR CLASS

CARNAGE CLASS

SLAUGHTER CLASS
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£25

Boxed set - L 3 Inxi-Huinzi
y yE Skink Hero

Slann Mage Priest on Horned One

Designed by Alan Perry Xitzbpctli
Designed by
_ Alan Perry

& Trish Maorrison

Designed by Alan Perry

Designed by
Alan Perry

Oxayotl — Skink Hero Tenebuini

‘Prophet of Sotek
Boxed set

AED ; A Stegadon
S (. ¥ : Designad by Alan Peiry
T L ; & Trish Morrison

" LIZARDMAN SAURUS ﬂ

8 Plastic Saurus warriors e e
Designed by Alan Perry - i il

QARES
WORTIROP

£
Boxed set ARHAMMER

'LIZARDMAN SKINKS &

10 Plastic Skinks
Designed by Alan Perry

DER ‘T 0115-91-40000 MAIL ORDER'T 0115.91.40000 MAII
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i 2

A 'V | ‘}J - K y ; includes Tichi-Huichi,
H' «ﬂ . . - ; . ‘a [ % : o standari h;asrl:rl; I:rnusiciam
| i i N Bl el i i 7 i i
TICHI-HUICHI'S RAIDERS

SKINK COLD ONE RIDERS REGIMENT OF RENOWN

Dasigned by Alan Perry & Trish Morrison

INXI-HUINZI'S SKINK COLD ONE RAIDERS
Inxi-Huinzi — Skink Hero on Horned One Xlizhpetli
Tichi-Huichi’s Cold One Raiders box set
(Tichi-Huichi, standard, musician & 2 Cold One Riders)
Plus 4 more Skink Cold One Riders
All for only £42 and get a complete set of Lizardman Glyph plates for FREE!
(see Jungle Fever 3 this issug)

A QERM-ITT'S LIZARDMAN PYRAMID TEMPLE GUARD

AT w Py

DRDER ’5‘ 0115-91-40000 MAIL ORDER T 0115-91-40000 M/
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SUBSCRIPTIONS

Games Workshop’s action

comic featuring stories

about all your favourite

Warhammer armies.

Subscribe to Warhammer Monthly now
and not only do you get 12 issues for £22
plus P&P but £10 worth of money-off
vouchers that you can redeem for Games
Workshop games and minjatures: a £5
off voucher if you spend £25 or more, a
£3 off voucher on a £10.00 box and two

‘£1 off vouchers on £5.00 blisters.

UK
USA
Europe
ROW

12 Issues
£22
$80

£33

£33

: SUBSCRIPTIONS

& Games Workshop’s

@ professional fanzine
ol featuring gaming

ideas for gamers by

’W gamers.

With a one year subscription to the

Citadel Journal you can get a £5 boxed
set or the 1999 Annual free!

b 6 Issues
UK £24
USA

AUS

Germany

France FE
Spain 8.000pts
Europe £36

SUBSCRIPTIONS
Subscribe to Inferno!
for just £25
HERE’S THE DEAL!

Six Issues delivered
direct to your door

/T Two FREE back Issues
] FREE UK post & packaging
T voull save more money
v vou won't miss an Issue!

Are you converting, painting or
collecting an army of Citadel

miniatures? Then
to miss this book!

?rou wont want

This Citadel Miniatures Annual is the ultimate
guide for gamers and modellers. Inside you'll

& . find photographs of the thousands of metal and
"4 plastic Citadel models available for the 1999

range of Games Workshop games.

AVAILABLE NOW FOR £7.50

NO SERIOUS COLECTOR CAN DO WITHOUT IT!
JAIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-4000
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LEGENDS
CATALOGUES {DETY,

£1 EACH

NEW! BATTLEFLEET GOTHIC AND HERE’S THE REST:

NEW! BATTLEFLEET GOTHIC BOXED GAME £40.00
NEW! RETRIBUTION CLASS IMPERIAL BATTLESHIP B GM}'gAHHAM MER
NEW! DESOLATOR CLASS CHAOS BATTLESHIP £12.00
NEW! IMPERIAL CRUISERS BOXED SET [ ke ~
NEW! CHAOS CRUISERS BOXED SET £6.00 %Eggi”mm Agh;!ES_ BOOKS ~
e L e e BTemach | A e ST BOXED BT
NEW! COBRA CLASS IMPERIAL DESTROYER El6each oo e
NEW! INFIDEL CLASS CHAOS RAIDER £1.75 each - . i
NEW! IDOLATOR CLASS CHAOS RAIDER Bivneach . Loaonc SAURLS BOXED SETInG e Salnic Warors

s : 25 PLASTIC SKINK BOXED SET inc.10 Skinks

WARHAMMER 40,000 NEW! INXI-HUINZI — SKINK HERO ON GREAT HORNED ONE _

WARHAMMER 40,000 BOXED GAME £50.00 NEW! OXAYOTL — SKINK HERO .
WARHAMMER 40,000 RULEBOCOK £25.00  WEW! TENEHUINI — PROPHET OF SOTEK
CODEX CHAOS SPACE MARINES. £B.00 NEW! TICHI-HUICHI'S CC_)LDVONE HA’:DE'RS BOXED SET
CODEX BLOOD ANGELS £4.00 inc. 2 Cold One riders, standard bearer, musician & Tichi-Huichi
CODEX SPAGE MARINES. £8.00  NEW! SKINK COLD ONE RIDER T
CODEX DARK ELDAR ) £8.00. GHAZAK KHAN, HOBGOBLIN GENERAL uass'ﬁggé\:;:il_
SPACE MARINE BATTLE FORCE BOXED SET £40.00 OGLAH KHAN'S HOBGOBLIN WOLFBOYZ BOXED SET : fRoUE

NEW! CHADS SPAGE MARINE LOFD. £6.00 inc. 2 Wollboyz, standard bearer, musician & Oglah Khan -

ABADDON THE DESPOILER gsgp  HOBGOBLIN WOLFBOYZ
LUMPIN CROOPS HALFLING FIGHTING COCKS BOXED SET

£3.00 sach.

KHARN THE BETRAYER £6.00. : e 2 e 72 : 2

FABIUS BILE AND BODYGUARD BOXED SET Inc Fabivs Bl & 4 Badyguards _ £15.00 InCHeiNg sianaitideator sicanié fompie S 13200
CHAOS SPACE MARINE RAPTORS BOXED SET inc.5 Rapiors o £15.00 WARHAMMER REGIMENTS

CHAOS SPACE MARINE RAPTOR - £4.00 each SKAVEN CLANRATS BOXED SET inc. 20 CI : £10.00
RAPTOR WITH ASSAULT WEAPON 9400 ea'c;:, NIGHT GOBLINS BOXED SET inc. 20 Night Goblins 1
NEW! CHAOS SPACE MARINE RHINO fi0.00  EMPIRE CROSSBOWMEN BOXED SET inc. 168 Clossbonlv{rﬁéﬁ  F10.0D

SPACE MARINE VINDICATOR

- £20.00 EMPIRE HANDGUNNERS BOXED SET inc. 16 Handgunners
B SOLDIERS OF THE EMPIRE BOXED SET inc. 16 Empire soldiers

SPACE MAR{_N_[_ LAND SPEEDER: £15.00 ek
SPACE MARINE LAND SPEEDER TORNADO F17.00  SKELETON WARRIORS BOXED SE'_I’ inc. 20 Skeleton Warriors -
DEVASTATOR WITH HEAVY WEAPON £4.00 gach  CHAOS WARRIORS BOXED SET ing, 12 Chaos Warriors

£300each  CHAOS HALBERDIERS BOXED SET inc. 12 Chaos Hatberdiers.

NEW! SPACE MARINES WITH ASSALILT WEAPONS

SPACE MARINE COMMAND SQUAD BOXED SET Inc 4 HQ Marines & Gt £16.00  CHAOS KNIGHTS BOXED SET inc. 5 Chaos Knights
§?ﬂ§§__MAH]NE TACTICAL SQUAD BOXED SET inc.10 Marines 210_02 BLACK L|BRAHY
SPACE MARINE GOMBAT SQUAD BOXED SET inc.§ Marines £5.00 WARHAMMER MONTHLY, Comic #14

SPACE MARINE ASSAULT SQUAD BOXED SET inc.5 Assault Marines £10.00 INFERNO, Tales of Fantasy and Adventure #11

SPACE MARINE DEVASTATOR SQUAD BOXED SET i Devastator Marines.  £15.00  JOURNAL #31, 96 pages of hardcore. hobby

SPACE MARINE TERMINATOR SQUAD BOXED SET £15.00  FIREFOWER, EPIC 40,000 compilation

WARHAMMER 40,000 TEMPLATES £200  GANG WAR, NECROMUNDA compilaion.
WARHAMMER 40,000 GOTHIC RUINS £5.00 {per bag)

WARHAMMER 40,000 TREES £3.00 (per bag) CITADEL MINIATURES

1989 CITADEL MINIATURES ANNUAL

MEGA PAINT SET inc. 51 paints, 9 Metallies, 13 Inks, Smelly primer, \-"arnssh
7 Brushes, PVA glue, Sand, Flock & F’amﬂng guide £100.00

WARHAMMER 40,000 BATTLE SQUADS

DARK ELDAR WARRIORS BOXED SET INC.inc.16 Dark Eldar Warriors  £10.00
KHORNE BERZERKER BOXED SET inc.12 Knome Berzerkers £10.00

Mechanicus, Aekodd Helbrass, Amon 'Chakal,
Arbazl, Archaon, Archon, Aspect W’a:nor.

CORRESPONDENCE 'We welcome
comments - ghout ‘White Dwarf, Games

Workshop parmes and Citadet minislores, Al
letters except subscriptions and Mail Crdar
should ba addessed do: The White Dward,
(Games Workshop, Willew R@aﬂ Lenton,
Nattingharh NGT 2WS,

Please mark your envelope. clearly, with the

name of the game you are wiiting to us about.

If yeu want 2 realy you mus! enclose & self-
shampad

“enormous Bmount of mal, We to rear Every
Ietter, bt i may lake a itlie fime for us o reply
10 you, so please be patient!

You can find Games Workshop on the World
Wide Web at the follawing Infsmet address:
http:/fww,games-workshop.com

SUBMISSIONS All material submitted to us
for publication s only accapted on the
assumplion thel the Gopyright in it |5 by the

Avafar, Azazel, Banna Waver, Battlefleet
Golbic, Black  Library,  Blood  Angels,
Blooditier, Blondihirsler, Carlan, Catachan,
Celastian, Champions of Ghaos, Godex, Count
Mordrek, Culexus, Dasmonstta, Dark Eldar,
Dark Heaper, Death Zone, Dechala, Digga,
Digganob; Orachon, Dregmek  Blifzkart,
Egrimm van Hoﬂlmann. Eversar, Exarch, Eye
of Tarror, Falcon, Farseer, Fire Dragon, Fire

Prism, Flesh Hound, Gargant, Gobho, Golden

Damon, Gorkamorka, Gorhor, Great Unclean
Oneé, Grefchin, Gray  Knight, Grot,
Hasmenculus, Head Honcha, Hefon, Hunter
Slayer, Immolator, Incubl, Infeme, Jourmal,
Keeper of Secrets, Khagrak fhe One Eye,
Khome, Knights: of the Whita Wolf, Knights
Parither, Legien of the Damned, Leman Russ,
ELichemaster, Lord of Change, Madboy,
Mandrake, Man O War, Marauder, Mekboy,
Mordan, Necromunda, Necron, Nob, Murge,
Nur:gmg ‘Ohbiilesater, Ogryn, Ol Warld, Ork,

very act of unee
assigned by fhe 2iihor &5 beneficial WI’IEF and
withy fufl title: 1o Games

Pai Plague Fleet, Predator,
Psyker Hauder Haptor, Ratling, Ravager,

Limited. We also retain the right to edit andlor
-amend &l material as we sea fiL So,if you do
not wish to assign copyright in this way, please
do not send s your submission. We're al‘raad
we cannotwork i any other way!

HEIGISTEII!b TRADEMARKS The
llowing &re all

rof, Red Gobbe, Scourge,
Sq«la Sen of Blnod Sentinef,  Servitor,
Skaven, Slaanesh, Slann, Snot, Snotiing,
Spacs Walves, Suanner Squal, Squig, Striking
Scofpion,  Succubus,  Swooping | Hawk,
Sybarite, Tafam, Tears of isha, Termnatar,
Troff Slayer, Tzeenfch, Uitramarines, Valhalla:
Walnir the Reapar, Vyper, Warkgmmer Ques!,

Gam!s Witk Lid- aged Blgol ﬂ
Bawl, Chivalry, Crradel the Citadel foge, Dark
Angels, Dark . Fatare,  Deathwing,
Oungsonquest, 'Eavy Matal, Eldar, Eldar
Attack. Epic, the Games Workshop fo
Games Workshop, the GW logo, Tha GIV
Figma  Ibgo, Genestealer,  Slottabase,
SpacesFlest, Spece Hulk, Spaca Marine,
Talsman,  Tyranid,
Warmasber Marguder is ‘a  regislered
trademark. of Marauder Minitures itd, Usad
vdlhpermlsslun

TRADEMARKS The fallowing are all
frademarks of Games Workshap Ltd, Adepta
Sorontas,  Adaplus .ks‘tarles. Adeptus

Warhammer  and -

White Dwarf, the White Dwar figura,
World Eaters, Wrarhiord, Wych, Yool and.
Zoanthrope. The Citade! paint pot Is. UK
ragisterad design No. 2073130, Scatter dice
‘are UK regiterad design No. 2017484,

'COPYRIGHTS AND TRADEMARKS

Al subject matter in White Dward is € Cogymght

Games Workshop Lid 1999,

All artwork inall Games Workshep praducts,

and afl images contained therein have bean

produced either in-house of as wark for hire.
..... copyright in the artwork and the-

images it depicis is the propery of Games:

Workshop Lid. & Copyright Games Workshop

Lid 1926, All rights reserved,

TAROLL 17

This month’s issue of Troll, Mail Order’s
own magazine, is full to the brim with
deals and crazy ideas, including...
e Battlefleet Gothic
Spaceships!

» New Chaos
Space Marine
Rhino!

* New Chaos Lord!
e | izardman
Characters!

» Dogs of War
Skink Cold One
Riders!

and much more...

AIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-4000




WHAT'S THIS THEN?

Thls !s your Mall Order form Now that you ve seen all the modals and new releases in lhls issue, we know

DESCRIPTION PUBLICATION/PAGE

021002201 High EIf 'spearmamp,ﬁ? ANNUAL
010110401 Space Marine Imperial Fist C: ite Dwarf 223

Please start my White Dwarf subscripﬁon with issue number: . SUBTOTAL
POSTAGE & PACKING
Ring Mail Ord_er to fmd out what s.ubscnptlo.n deals ‘GRAND TOTAL
are available now on 0115 91 40000. - -
POSTAGE & PACKING

- : B e ‘UK & BFPO: 2nd Class Add  Overseas (including
[ Please start my Citadel Journal subscription with issue number:................. ! M Elra)mddmaofw;'mm«

‘Spacial Deliuanr {UK &nm add postage and packing will be
(£7.00, Order Monday to Thirsday  charged at cost Iflass than this

(O Please start my Warhammer Monthly subscription with issue number: ...... [ seers fom s s uaarcadon e dliag

Method of Payment: Cheque [} Postal Order ] Access/Mastercard [} Visa D Switch D

Card No: DDDD DDDD DDDD DDDD DDDD Card Expiry Date: ...............

Switch Valid From: ......... ... Switch Issue No: ... Cardholder Name:

Cardholder
‘Signature: .............. R R S T SRR Mastercard WSA
.a-WJ TCH

Games Workshop Mail Order, Willow Road, Lenton, Nottingham NG7 2W$S
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1 Take out one of this month’s
subscription deals, and you’ll
get an £8 Codex and a £10.00
boxed set absolutely FREE!

Take out a Take out a
2 year subscription 1 year subscription
L (24 White Dwarfs) for £75 (12 White Dwarfs) for £40 -
and we’ll give you a Codex up | and we’ll give you a Codex up .
to the value of £8 plus one to the value of £8 absolutely
£10 boxed set FREE! FREE!

Call us on
0115 91 40000

|

S=Sm o adt

If you already have
~a subscription then
% this is the time to”
think about
renewing it! |
Give us a call for

details of overseas
subscriptions. |



erial Battlegroup Ares with its flagship, a Retribution class battleship.
w74 - I | E S ‘a\\ [ L
e S S . dEmerging
= [;(. { B
' Chaos Styx
" N class heavy
Fak + cruiser and
coedl e Infidel raider
YL L escorts clash

with an < . '-‘,‘ g asis " S
i £ Imperial Mars A An Imperial scout fleet led by a Dauntless class =
"o 0. ‘iu class cruiser . light cruiser. o
SR . and herescorts =~ [ =
Ll - ofCobra azensh s
e 2 i I desiroyers. i -
I | Lk
e
A Chaos infidel Sant: g Y BEenTt SR
, class raiders - : P 5 N ) . ‘r_' -
B A Chaos Styx oY , Y
class heavy (R e S i IRt L
cruiser exchanges T P, el :
fire with abadly - ~ -~ iia ; e
out-matched * : P ey
Imperial Dauntless : : . . >
class light cruiser. ReEE S S i e v

" 1
] _
¥ Chaos warfleet Hellbringer forms

up around its Warmaster's Desolator 8
class battieship. 7

A An Imperial Gothic class cruiser prepares to dock .
with an asteroid base. f




