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COVER

VISION OF MORDHEIM
Art by Geoff Taylor.
GAMES WORKSHOP NEWS

Find out what’s going on at Games Workshop. Plus, find out who "'“ \q ‘-! \"‘q “‘ ?_‘ w

won the Canadian Grand Tournament and how to be an Outrider! " _.1 ANN

ZOMBIE GROSSOUT-A-GO-CO! /
Sea the winners and some of the grossest zombies ever seen! IN THE GRIM DARKNESS OF THE

WARHAMMER WARRIOR BOOKS 73 FAR FUTURE THERE 15 ONLY WARI

Hawve at you, you cur. The Black Library introduces their new range ASPECTS OF WAR 9

of interactive warrior game books... The latest in our regular series of complete guides to

SPACE MARINE CAPTAIN FACEOFF 30 collecting an army. This month, the Eldar.

Check out the Sales and Mail Order staff paint jobs on the limited FARSIGHT 74

edition Space Marine Captain. The Shining Spear Exarch and Farseer are now available to

CAMES WORKSHOP STORES et

There's always something going on at your local Games Workshop ORK -ODDBOYZ 75

store. Here's what's happening and how io join in... Andy Chambers takes a closer look at Ork kultur!

99 US. GOLDEN DEMON RUNNERS-UP ‘EAVY METAL MASTERCLASS 90

Just a few of the cool models that didn't win. Mark Jones takes us through his latest modeling project -

RITES OF WAR 94 an Eldar Wave Serpent :
Fat E-Ia Paul Eal_.rer takes a look at the latest Warhammer 40,000 LAND SPEEDER TYPHOON ]

computer game. A technical breakdown of the new Space Marine Land Speeder =

MAIL ORDER CHAPTER APPROVED

Find out what the Trolls have in store for you this month! Roads, craters, and Chaos Cultists.
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e EF Bear pet Bear pe!
Vile Skaven overrun devastated city.
; about it in this“month’s Town Cryer!

Grapeshot for cannons plus Undead Liche Priests can both be ’ ; P
found within the pages of the Warhammer Chronicles. .. i _lj:-itb -,ﬁr tﬂE I"_—'_E_lﬂmtte‘a'

Bear ye! Hear pe!
‘Cown Cryer
pubfisBed witBin

SPACESHIP BATTLE® IN THE 41ST MILLENNIUM Neadl hecalmckng frath

ELDAR VOID STALKER 20 uncovered and the
See the rules for the Eldar Battleship, the Void Stalker!

fighiing formations of
SF."LC]:- IS GREEN! 22 Thr_— stout men
Ork Roks and Space Hulks explored. .. of Reikland.

CHAOS PLANET KILLER 103

Feast your eyes on Chaos Planet Killer and its devastating rules!




TYPHOON!

stormy skies of the 41st millennium are filled with the
spunds of thunder. This month witnesses the release of the
Space Marine Land Speeder Typhoon, This last, and most
powerful variant on the versatile Land Speeder takes the basic
frame and equipment and adds two full missile launchers o .
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42,00
hicle wiMissike Launchers
Eldar Shining Spear Exarch ~ $25.000  $17.50
ler Boxed Ser)

‘\|||.|.| Marine Army SA25.00
LLEHT i-:-..-.' Spoce Marine Army in u
Eldar Army S150.00 317500
plete Elda
( |'| wis Space Marine Army
e Chaos Space Marr
Ork Army

15770 L H;H;{'ﬂvl' |_'| |I|I|nlh £29.09

* Marine Fast Atiack Vi
1571
i Eldar Charas
Wi S 240.M)
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Lead the Shining Spears

Mo Eldar Aspect Warmor Squadron can be defeated with the
proper leadership in front of it Thar's why the Eldar Shining
Spear Exarch has come onto the scene this month. He's ready to
lead yvour Shining Spears to victory on the feld against even the
toughest of opponents.
o WERDY DEAL
= @ A -‘If- MADIMES

Army in a2 Box

This Fall. Games Workshop is putting the finishing touches on a
bunch of special pack The Boxed Army Deals, for both
Warhammer 40,000 and Warhammer, contain & complete army,
ready 1o be painted and sent out anto the fizld of battle. While
they appeared in last months Troll (the magl order magazine
packed with each subscription issue of White Dwart), they are
now available in Games Workshop Hobby Centers and Rogue
Trader retail stores all over the US and Canada. This is the per-
fect chance 1o start that new army you've been thinking about, or
o acdd some serous reinforcements 1o your Current wroops.




Ti'.-.' gates are open, and the lure of treasure is
calling vou nside the city walls of Mordheim
Mayvhem ensues each time someone new enters
the sccursed city in search of fame, fortune. and a
little piece of wyrdstone. The new boxed set con-
tains evervthing vou need 1o construct o warband
and begin staking your claim

Keep up with the comings and goings of
Mordheim and s inhabitants wath the Town
Cryer, a new monthly feature in White Dwarf, Town Cryer will
have all sorts of information, including new releases, new char-
acters, special rules and all other manner of swff o add new
dimensions to vour warband conlrontalions.

s | |
- m"ﬂ
E er Coamiei L1.3.
e Mordheim: City of the Damned  $85.00  $59.99
(New Boxed Game)
a3 Skaven Warphunters 3000 $17.50
[Boxed Set of 10 Plastic Skaven Warband Henchmen)
24 Human Henchmen $25.00  $17.50
{Boxed Set of 8 Plastic Human Warband Henchmen)
BR0ZA  Freelance Knight 51600 $12.49
i1 Knight oin Foot AND | Moumted in Each Blister)
BR02D  Ogre Bodvguard 51600 $13.49
{1 Ogre Mercenary per Blistar)
RAAA  Skaven Assassin Master S10L.0M 57.49
{1 Skaven Warband Character per Blister)
RRO3BR  Black Skaven SH.OD $£. 40
(1 Skaven Warband Character per Blister)
88030 Skoven Might Runners S0 B, 40
{2 Skaven Warband Members per Blister)
HEUAD  Clan Eshin Sorcerver 5900 5649
{1 Skaven Warband Character per Blister)
S80d4A  Relklander Captaln Fl100 5749
li"I'm:T“ 3 {1 Reikland Warbiund Leader per Blister)
| | S30dE  Reiklander Champion $7T.00 5549
|| - || {1 Reikland Warband Character per Blister)
| | BRMC  Reiklander Younghloods $5.00 3649
|I =" (2 Reikland Wiarband Members per Blister)




ch_-_‘ COre Bove, the Ore Warriors Boxed Regiment can’t
always be expected to be orgamzed. That's why even though
we told you they'd be out last month, they've been held back
until this month 1o make sure everything was in its place before
letting the greenskins [oose on you this month

Also in this months candy bag from the Odd World are the new
Warhammer Boxed Armies, Similar to the Warbammer 40,000

Hoxed Armies, these are -:'||||||'-|.|-I|- forees ina .,|||_!:|:- hanx

WARHAMMER.|

OCTOBER/NOVEMBER

Canada s, §
Ore Warriors Regiment SMp 00 $22949
(16 Ure Boyz Regiment Boxed Ser)
Vampire Counts Army F230.00 F1T5.00
(Compleie l'|":-.||'-|:|'.-=' Counts Army ina Rox}
Bretonnian Army $250.00 5175.00 1
Il.--:-|||:|:-||.':|' Bretonman -'!\.1111_\ na Bax
Lizardmen Army F250000 £1TS.00
(Complete Lizardmen Army in a Box)
Chans Warrlors Army 1250000 $175.00
(Complete Chivos Warriors Army ina Box)
Skaven Army F250.00 S175.00
{C omplete Skaven Afl}lj't:}i,.ﬁ::mr
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Titan Graphic Novel

I vour dedn't vour hands

handy
mand Lmyj Yic 1 b thes st -
Titans in the 1 um. Keep your eyes pecled

sometime in the ne future

Blood Bowl Compendium, 2nd Half

Fanatic Press is proud 1o announce 1

e y T — = g volume  of  the Blood Bowl
=L ” ¥

i) - i -
11999 ﬁol_idnp Catalog @

1999 Citadel Ministures Holiday Catalog should be
ivailable by the time you resd this. It's the perfect tool for
uiding your gift giving circle to the right Games Workshop
present for your holiday joy, Never get a box of plastic forks

Find out all about the Black Library!
Check out all the latest info on the Black Library af our website:
www.blacklibrary.co.uk

instead of a squad of plastic Orks again! Grab one today!




I_ — T BATTLEFLEET - ——

GOTHIC .

OcTORER/ NOVEMBER RELEASES

Coranda LES
Chaos Planet Killer SE R3S
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Fli: ( aftleshi S5 %3299

SI5.00 %1499
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the Elderr Vard Stalker ix fruly fmmvense. Hs

hree new ships cr

uisg into the Gothic Sector this month, Chaos receives the Repulsive Grand Cruiser and the incredibly huge,

all-néw Chaos Planet Killer. Both of these ships are sure to make a big impact on your Battlefleet Gothic games. While the
Repulsive's rules have been published in the Banlefleet Gothie book, the Planet Kilter is entirely new (o the game and it hasn™t shown

up anywhere, until now. The complete rules and extensive, detailed background for one of the most destructive, and mysterions ves

sels im all of space can be found later in this very issue

Mot to be outdone by Chaos, the Eldar are bringing one of their new “toys" o the game with the release of the Eldar Void Stalker

This ship alse gets the full exposure rcatiment in this issoe of Whiie

Drwan . Check out the mticle later on o fimd out Tow o incos-

poraie this new piece of Eldar hardware into vour Battletleet Gothic games

Trick or Treat! Now gimme
some Games Workshop stuff!

This certwinty i MOT the best way o find the constantly expanding
line of new CGomes Workshop miniatures, games, and sopplements.
The hands-down best way @ just a2 easy ax finding your nearsst
Games Workshop Hobby Center or Rogue Trader store, To make it
that mich ensier, there's a full list of Rogue Trader stores (in North
and South America o less) packed with this issue, and oar Hobby
Center locations can be found on pages 84 and B5.

If there are no stones stocking Games Workshop products near yo.
then vur speedy and efficient Mail Order Service will be more than
happy to help vou get what vou need. Just call 1-B00-304-GAME in
the United Stmes or 1-B88-GW-TROLL in Canada for np to the
minuie product information and cumrent release dates.

Adso, don’t forget to check out the Games Workshop website, Along
with ull the latest releases, news updotes, and upcoming conventions,
you'll find our Mafl Order Onling Store where you can browse, pur-
chase games and minigtures, individual bitz, and a whole 1ot more!

http:/ /www.games-workshop.com/

CUSTOMER SERVICE

o you hive any gquestions aboot Games Workshop™ The guang in

Customer Service can handle them all - whether they're about our
products, independent retailers, or odd rules. If you're missing pieces
from o model, looking for a store, or have o rule that's giving your
g group beadsches, don®s hesiate o call ot

1-800-492-8820

The Customer Service Depuriment is open from 9 am to 8 pm (Eastern |
Standard Time) Monday through Friday,

If your have maore than three rules questions, please mail them fo;

Games Workshop /Customer Service
&721 Euyn‘leudﬂw Drive [

Glen Burnie, MD 21060-6401
By e-mail vou can reach us for males guestions, at:
roolzboyz @ games-workshop.com

ar anything else at

custsery @gumes-wurkahnp.:um
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Murphy's Luck Award
Dave Brawiey

Best Painted Character
Mathew Hreljac

Best Army List
Tim Kohimetz

Besl Quiz Score

Ryan Telford

Overall Champion
Mat Hreljac
Best General
Scott Barber
Best Painted Army

Kevin Fulop

| Best Sportsman

Lea Stelz

T 1999 Ganabian
GRAND TOURNAMENT

WARM wmm

ADNODND

Overall Champion
Mike Maijor
Best General

Mike Nogie

Best Painted Army
Aaron Jenkinson

Best Sportsman

Murphy's Luck Award
Chris Logan
Best Painted Character
Nick lisou
Best Army List
Mike Major
Best Quiz Score

Mark Poulton "

—

You may be wondering,
"What's an Dutrider?” Well,
Outriders are a highly enthu-
group of motivated

siastic
‘__[‘iﬂlrlvr‘"\ Workzhop hobbyists that travel o their local hobby
Fstores and often to conventions to run exciting demonstration
games and other events on Games Workshop's behalf, Outriders
Latop at nothing o introduce as many people as is humanly pos-
sible (and sometimes more) (o the GW Hobby

Why do they do it? Aside from being part of the growth of a
hobby they enjoy, Outriders get FREE Games Workshop stuff
Bfor their effort. Outriders are required (o go to a minimum num
pber of swores and conventions during the course of the year, but
this is strictly a minimum, as the majority of our more maniacal
Outriders regularly hit well over their minimums. The more
events you run, the more free stuff you eam. Just imagine build-
ing a complete new army simply for the showing someone new
“all abuut e bbby you already ove,

--@ANCTED:-

Games

Worksbop OQutriders

If you want to get in on the action, let us know! We are currently
actively looking for Quiriders throughout North America, espe-
clally all over Canada, and in Cahformia, Kentucky, Indiana,
and Texas. To apply or learn more about the Outrider program
al this address:

Games Workshop - Outriders
6721 Baymeadow Dr.
Glen Burnie, MD 21060-6401
(410)-590-1400

or you ¢an e-mail us an

hobbypromo@games-workshop.com

write o us
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Thé first ever Online Confést was a disgusting sucteSs! We
received so many fantastic entries that many of the
Promotions team lost their lunch just looking at these models.
Check out the three winners and our runners-up.

How disgusting of a
Zombie moded can
yvou create ? imagine
arn entire regiment of

thase blood-hungry " S

. 1 agents of undeath/ f Maost Likely

Having the Worst _ ? 10 Pirt “:d
Day Award - ol

S

White these models are parficularly gruesoma, you can
also spol some mare shambling monsfrasities on the
wabsita at hilpYwww games-woarkshop.com,

Chained 10

 Healthiest Teeth |
g Lifz Awrd-

% and Bopes Award
Mike Buicher

.

- —

US Stafi

] Ind Place i
Scan {

Forbes




WARNAMMER  [WARFAMIMER
**BOXED ARMY DEALS

The Warhammer and Warh‘ammer 40,000
Boxed Army deals are a perfect way for you ta
start a new army or add to an existing one.

Each Boxed Army comes with a commandel
and enough troops and units for a terrific
starting force, allied contingent, o
reinforcements for your existing army.

I
For more information, check out the Newﬂ

Pages of this very issue. Grab one of thes
Boxed Army Deals today and begin fightin
your way lo viclory on the fields of ballle! |

AR EEEAL
_ _...:-IE enplE MARIMES
iy -

ARMY LEAL

I DARF ELDAPR 1




s | cast the runes of divination for the

I time, the realization that our fate
unavoidable dawns upon me. Our
ftworld must go to war. The choices A of the mi
Itlllt.ldmtbthhnwﬂﬁﬂm b0 5 again’
must care — many conflicts awal us, and @ s0me af the many
r resources are already stretched. | ir Gpponent

3 of which | he
wri It all begin

featured the rules
for an Eldar Bigl-

Studic we have
a fanfastic Biel-
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Mabprs Arem
Qusens Talirn

& Howling Banshee 9 urbken pistals, power weapons.
Bamshee mask

0| 34| Shearien pistods,
Diragon Exarch 5 | & ':II H4{Firepike, mebia bosshs
§ Fire Dragoms | 5 | £+|Fuzion guns, mekta bombs
j b= Emaper e hera

rapulis
e

3 Shining Spaars

oot laver. lofeld such will be

*This is .our world; you are ne longer
Armor pemstrathom: roll 204+ strength for welcome. In l]r(_,;_ Ljd" s we will ‘return
targets within half range 2
i § [0 reEmove any stain that rémains.”

Fusian g "l 6 Anagill 1 Armet pesstraivas roll 106 4 sirengih for
targets within half range -
_— O R e Lltimatum from Za Liem, Farseer of Bigl-Tan,
te the lmperial sommander on Hubris Il

Puatsie lasai
Firepike

. - ..“.- FIRST & ONLY

g .h,l,,_h "_‘i! In the Chaos-iniestad Sabbat

= system, Gaunt must lead his men
through as much in-fighting amongst

rival regiments as against the forces

of Chaos. It seems like everyone is

oul o get the Ghosts, and the

badyeaunt s fAsing...

cea i WAHD R LS

E i!-
TROLLSLAYER : -
Giotrek, the taciturn Dwarf warrrior, A
ie eeaking hie own death in battla. b g ™ .*w,,..” =
His eompanion Felix, the disgracead | E ' Fy "' = "F'*
son of a wealthy noble, has sworn -] E
an oath to record the epic story of "'I* wd "-w--:m....,..
Gotrek's damisa, m F
INTO THE MAELSTROM = ,
P
- An anthelogy of the vary best I,"."
. Warhammer 40,000 short ¢ 5
e E slorlas, A dozen awasome Golhic ; ' o A
MOVEL z sci-fi stories collgcted from over - ot
' 2 two years of Infernal, our regular &
A fiction magazine i
ﬁ A
SKAVENSLAYER @ L
-« In this second tale of epic adventure E':
L]

Eotrek 8nd Fehx aremmersed in a
plot by the insidious Skaven.— Chaos
Ratmen wha plan 1o use theirarcana
sorcery 1o destroy the city of Nuln

U.S. $6.95 Can. $10.00
AVAILABLE NOW!

et all the latest news and reviews at the Black Librany website: ko www Diackibrany.co.ox




CASTING THE RUNES

| think i's tima fo look &t the army in a litthe more detail (1e. find
out what's actually in it). It seems the nomm in an article of this
type to start with the leader of the army, and than wark your way
down, However all I'm prepared to say for now is that I've chosen
aFarseer as my HO cholca, and it will ba battes lor me 1o explain
why e chosan him af the end of the article, when a liftle morne
light has bean shed an haw the rest of the amy warks. Lets star
with the Troop choices. A quick glance at the army reveats that
fhres of the Troop choices {Scompions, Bansheas, and Dragons)

As tar as I'm concerned, Striking Scorpions are the

business. They are the toughest (3+ save) and the

sirongest (54) fool troops in the Ekdar army (apart from

Wraithguard). Also, many players really seem fo

undarestimate thair battiefiesd prowess. | think one of
the many reasone for this, i that like much of the Eldar army,
they must be used propedy. I1's vitally impontant that they make
i irbd chose combat. because armed only with shunken pasiols,
fhey're mot excactly what you would describe as a "shooty unit’. As
I've already mentionad, Striking Scorpions get a 3+ ammaor save.
This really Increases their survivability, and perhaps more
impotantly saries as an excallent source of rustiation far yaur
opponent, as mare often than not hell have real troubie killing
them. However, on the down side, the eflect of this heavier armor
mears that they are unable to wllize the Fleet of Foot rule.
Baaring this In mind, picking s Scorplons (five basic troopers
and an Fxarch) maans thal | can use the Faleon 1o transport

Howling Danshees are another really hard close
combat unit. I've picked six of them to target and take
out any heavily armored troaps in my opponent's force.
The crucial differance between Banshees and
Scorpions |2 that Banahees wiald power weapons. Thia
means that armor saves ase completely bypassed (this sort of
thing gets Space Marine players very wormed). Mow if | were
playing against Space Marinas (who wear power armor) or Dark
Eldar, and fancied butchering a few Incubi (who wear the Dark
Eldar equivalent of power armor), then it would be sensible to let
the Banshees fravel in the Falcon. Howewver, when using
Banshees it's worth remembering that they are not as heavily

have besn chosen in squads of six models; this s not &
coincidence, |'ve picked the army in this way so that you can
decide which of the three sguads you want the Falcon Grav Tank
to carry ino battle {a Falcon has enouwgh space to transport a
souad of up to six models). Tha chobca of which souad the
Falcon is going to carry will largely be based on which army
yau're fighting against {more on this later). The general principe
behind hawing six-man Aspect Warrior squads and a Falcan grav
tank is 1o maka your army as tactically flexible as possible.

Siriking
Scorplons

them i necessary. So, the question is, under what circumstances
would the Scorpeons get the ned to nde in the Falcon, ahead of
the other two six-man squads? Being an Eldar commander, |
think it's always useful io bear in mind the maxim “horses for
courses’, and in the case of Sinking Scorpions, thay ara at thair
mast eflective when chopping up Imperial Guardsmen or Dark
Eldar Warriors. These enemy troop types have very little amar,
and so the Scorpions’ lack of power weapons becomes tairy
irrebevant, as their Strength 4 attacks (including a special
Strength 4 attack from thelr halmet-mounted mandiblasters
betare the combat Degins) carve a bioody swathe through your
opponant’s ranks. Thesr 3+ save means that once they have
been delivered, they should be able 1o survive an their own for a
litfle while, leaving the Falcon to go and hunt some mose prey. |
also decided to upgrade one of the Scorpions to an Exarch, who
I've named Sahranin, He adds character o the unii, as wall as an
axira acfs in clase eombat

armored as Scorpons, and as such they guickly die withouwt
support. Sure, Bansheas are great when they charge, (especially
as thelr Banshee masks allow them fo atiack first regardiess of
initiative), but if there’s anyone left standing, they tend to exacl a
bloody revemge. My advice would ke to use them first and
loremost to take out troops in decenl ammor, usually your
opponent’s elite troops (it's such a shame io see those power
weapons go to wasie), and secondly to look out for any unit that
has become isclated from your opponent's main lorce. This will
allow your Banshees to pounce, without the rest of his army
jumping on them in the next fum.
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| have chosen six Fire Dragons for entirely different
reasons to those behind choosing the Scorpione and
Banshees. These two units are great when they get
it close combai, whilst Fire Dragons are deadly when
they just get close. When mcking the army | started to get a bit
warried that i lacked amydhing to demt (or meh) vehicles Fire
Dragons wers the natural choice. If they get within & of their
target, which iz half range for fusion guns, then they roll 206 for
penetration rather than 106 They also come equipped with

Dark Reapers

The new Shining Spears models are so cool that |
just had to have soma in my amy (lor me they
evoke images of fulurstic knights). As well as
moking brlliant on the table top, there are two
other reasons in particular why they fit so well ina
Swaordwind anmy, Firstly, they give me the oplion of choosing
another unit of Aspect Warriors. Dont get me wrong, | really like
Guardians on jethikes, bt Shining Spears fit im much battar with
the overall theme of the army. And secondly, they complement

Flira nfﬂﬂhﬂg

KAR

melta bombs (it just gets beiter), making them a fank
commander's wors! nightmara. For magimum effect | upgrades
one of the roopers 1o an Exarch, who | have called Fuream, and
anmed him with a fire pike for even more lank-busting lirepomwe
So, i you're really worred aboud Tanks or Terminators (yes,
fusion guns have APZ), then let Fuream and hiz boys
commandeer the Falcon so it can drop them off nice and close
whera they can have maximum impact

For ma, Dark Reapars ane a must in any

Eldar army. Most of the hirepower in tha

Eldar army is aciually quite short rangad, so

being able to choose a squad where every member

carries a heavy weapon comes In faifdy handy to

zay the least. | have chosen threa Dark Reapers for this army,
(the minimum number allowed). Thelr job will be to provide fire
support to the rast of e fool roops, and perhaps @rget any
light vehicles that threaten my ines. Just make sure they are
wed positioned so they have a good field of fire, and try 1o
keep them out of troube.

Shining Spears

vy owerall tactical plan superbly well. Even though I've only
chosen threa ol them, they should stll be able to have a
considerabla impact. | envisioned the Shining Spears supparting
the Falcon Grav Tank. and pouncing in & combenation attack at
thi same time as the Falcon delivers its cargo. Just imagine the
potantial damage cavsed by a unit such as the Striking
Scorpions, charging in fandem with the Shining Spears, And
don't forget, the unit being charged should have been soflened
up already by the Falcon's scatter kaser!

of the shrife. The
me 4 merciless Five D
L ]
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Guardian Defender squad

The amy really needs filling cut, and a karge unit of
Guardiam Dafendars will do the job perfectly. You can't
underegtimata 16 Guardians armed with shuriken

catapults, This squad provides a solid block that can
svance quickly (using fieet of foot), soak up lots of

firgpower, (2ll will be explained) and defver a fearsome punch

The Falcon Grav Tank is  Faleon wisely

| have alse equipped the

{shuriken catapults are assaull 2 which means that this sguad is
capable of throwing out 32, Strength 4 shots — not bad eh?), As
far the “soaking up firepower” bit, the squad s accompanied by
a Warlock, Quen Talam, who has the Warlock power 'conceal’
This gives the whole sguad a 5+ cover save, and really adds 1o
the survivability of the unit.

Falcon Grav Tank

an impartant factical link
in the make up of the
army, mainly becausa it
can quickly franspaor any
of the threa siz-man squads [Dragons,
Scompions or Banshaes) into the hear
ol battle. As well a5 this, the Falcon's
pulse laser i5 an excellent anti-tank
weapon, and as the army is pretty
shnrt oo slch waapons I will he vary
important to uwse the

Eldar Farseer

Falcon with a scatter laser, which s an
excellent anti-personnel weapon, and as
such will come in pariiculary handy for
softening up enemy squads, befare the unil
that the Falcon s carrving disambarks to
deliver the killer Diow, As the Faicon is such
an integral part of the farce, | have decided to
aquip i with & holofield, to try to keep it alive
for as long as possibie - it's bound 10
attract a hllﬂﬂ amnimt af 1|r4=_-mumr'

Lasi bul nol leasi cones Ui
leadear of the army, Malom Aren, a
Farseer of considerable standing
within the Biel-Tan craftwortd. and
an important figura on  the
tabletop.  Malorn  has  bean

s Malurn b clhiouse @ sgued walbin 8 L re-
roll any missed shooling 1o hit rolls. 1 you're
fighting ap2inst Space Marines. it may be wise
to position him rear the Dark Beapers, who arg
pariculary ekillad at faking down thess ignorant
brutes. Against Elgar, Imperial Guard, or even

equipped with a singing spear so
that if things ade gatling desperate ha can make
an impact in combal. However his true role an
the baftefield is to utilize the Farsesr power
Guide that | have chosen for him. Malom's
paosition on the battiefield really depends on the
type of amy you are fighling against. Guide

some of the smaler, less scary Tyranid
creatures (Less scary? What do you mear, fess
scary? - Simon Shuker), try putting him within 6°
of the Guardians, because 32 shots, re-rofling
migsed hits s very nasty. Whalever you dao,
make sure he has an impact — Guide is & very
effective powar, and should not be wasted,

Wedll. we have our 1,000 point Swordwind army, so what next? [t
would be great io 1ake the army wp to 1,500 points. This would
maan fhat in emaller batties, you would be abla o pick and
choose which squads you wanted to take, as well as having a big
enough fonce (o 1ake part in larger engagements. So, what would
| include?

I think first of &ll | muss have a Wralthiond. | just couidn’t squeeze
one o tha first 1,000 points so now is the ideal opporunity.
Amed with a bright lance, he increases the tank-killing
capabililies of the ammy guite considerably fapan from the Fire
Eragons, the first 1.000 points lacks much fire power of this
type). Another possible weaakness in the first 1,000 points iz thal
the army 5 a litte slow moving (with 50 many troops on foof).
This can easily be remedied in the exended force, with the

inclusion of a squad of six Warp Spiders (including an Exarch)
and five Guardian jethikes, Giving the Warp Spider Exarch the
power “Withdraw', should halp to protect Ris squad if thay find
themselves in any tricky situations (i.e being charged by
something big and nasty). ['ve got just enocugh points 1o spare to
allgw me 1o apply a few finshing touchas to the fofce. Firsty |
£an give Firraam tha Exanch penwer ‘Tank Hiuntar .EIIIM'Ir‘-n:’] mim
1o re-rofl amy AP redls he has 1o make (usetul whan yauve gat a
firepika). Secondly, | can give Malom Arem a second power,
‘Faortung’, This allows a single squad within " to re-rall failed
armor or cover sgves (this will make a great combination with
Quen Talarn's “Conceal’ power),

Fmally, good luck to all you Eldar players out there. The future of
a dying raca is in your hands. ..
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' ‘Left: Shining Spear Aspect Warriors
-lead Guardian jetbikes into battle.

Balnw Stﬂkhg Scorpions locked in
vlninus combat with Ork Nobz* ..




s Above: The expanded

i rMn:i host in all
s glory. '

.

“The Eldar cannot be trusted; promises g
have no validity.” . .
Major Gloris upon orderfng his company to apen fire 3
on the Biel-Tan peace delegation on"Zophris V

Above: Fuream and his Fire
Dragon squad attack an Ork
Dreadnought.
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By Tuomas Pirinen

Tu start with, we are going Lo foous our
efforts on unpublished stufft from the
games development team. Alessio has
written some additional rules for new
types of cannon balls, grapeshos, and
mortar shells - these should interest
Dwarf and Empire generals in particular.
Then Nigel and Rick present some new
rules for the Lich Pricsts of the Khemrian
Undead featured in White Dwarf #227.

As with all material in Warhammer
Chronicles, these rules and addidons are
sanctinned by the Grand Theogonist, and
should be fir and balanced. 1If you

disagree, send us a lewer and tell us your
views. If you have a good point, we will
publish your letter.,

S0 what's in store for the future then? 1
will he detailing the rules for Beasimen
Centaurs, a new regiment for the
Beastmen army which 1 did not have time
o finish when we published the Realm of
Chans hook. Nigel sill has a couple of
Regiments of Benown up his sleeve, and |
have plans w0 introduce Warhammer
underground rules sometime in
the future

Right then, let's get started. .

Special Artillery Ammunition

By Alessio Cavatore

n a recent game against Deeearfs, my
Guier Bunners infiltrated the enemy
lines to attack a hill that, not surprisingly,

was crammed with cannons. The Dewarf

artillery was busy laying a heavy barrage
on my advancing furry horde. During the
Dwarf shooting phase one more gun
materialized out of thin air, right in front
of my surprised Gutter Runners. It was the
classic Dwarfish Tnvisible Cannon ploy. At
this point a strange thing happened; my
ninja-rats reacted in a4 most Llr'lt'x]"-"'-"“-'d
way and started o laugh maliciously at the
Drwarf crew

You see, the gun had appeared oo close
to them o be of any threat. As many
experienced players know, in Warhammer
the safest place to be if you don’t want
to get hit by a cannon, is sitting right in
front of its muszle! How is this possible?
Wiell, if the crew wants 1o hit a target that
is very close, they will level the gun and
the ployer will declare 0 inches, The
problem is then that the minimum
distance the cannonball can travel before
himing the ground is 27, so if you arc
standing right in front of the cannon and
insidle those wo inches wyou are
perfectly safc (ves, I've heard of Runes of

Immolation, but that's not the pointl)

In reality, let's sav during the Napoleonic
period, @ regiment a few meters in front of
not have been as
confident as my Gutter Runners. This was
because as well as solid cannonballs,
these guns could be loaded with different
kinds of ammunidon, some of which were
specifically designed 1o deal with massed
troops very close to the arillery piece
Names like grapeshot or canister instilled
fear in veteran soldiers, as that kind of
ammunition consisted of a load of lirde
metal balls, nails, and various other small
metal [1r-:1j|_'4.2'ri||'\ When f:i!'i.‘t!. this
saturatcd a wide cone-shaped arca in
front of the pun with deadly shards of
metal. The range was quite short, because
those litle projectiles gquickly lose energy
in fight. but at point blank range the
elfects were horrifying,

a cannon would surely

Many kinds of ‘special ammunition” have
been developed throughout history! In
this article | have tried o represent some
of them in Warhammer, to make the game
a bit more realistic and to avoid silly
situations like the one involving my
Gutter Runners and the Dwarfs, Now it's
the Dwarf crew's turn o laugh




Al war machines are equipped with an
unlimited supply of the special
ammunition specified below (and
when | say Dward Cannons | do not
mean Organ Guns or Flame Cannons,
but just the normal, plain, old
rannont) The crew of the war machine
can decide which ammunition to use at
the beginning of each shooting phase,
and must declare this before rolling
any dicc. If the player docs not
say anything and rolls the dice,
assume thar normal ammunition has
been employed

Dwarf Cannons and
Empire Great Cannons

Full charge

Half chwarpe The crew decides to
mp]‘q:- @ sivallor g‘bxn;&r r._r,l"_lr.lr.tuufur Fs
reciuce the chances of o destructive
mclftenciion, Their shots will be less
affective, beut they are almost sire of
nct bfowing wfr their cannon,

As normal

Maximum range vou may guess:

half normal.

Wiath the Bea
W COrTrcns ofx

Strength 7, I3 Wounds, no save,

Distances rolled on Arillery dice
halved (e.g. if vou roll an 8, the ball
travels/ bounces 4.

+1 1o rolls on the Misfire able

Crraipresiof Seeing the enemy
are a bit too close for comfort, the
crew locds a deadly canister full of
cefafrer crrfres, riciils, eic. .

Roll the Artillery dice. If it's a Misfire,
roll mormally on the wable. If it is any
{:lll'l-l_'r r{"liult. ‘igl'l!&“" f"li; d.il;'t‘ :’Ind PI:'I!:{'
the flame template straight in front of
the gun. All models under the template
{even if only grazed by it) suffer a
Swcugth 4 hit (1 Wound, -2
maoclifier).

Chained shot Invented for naval
ceaarfare, thic amprunition congists of
fwo cannonballs finked by a cbain,
catpeibile of inflicting borribile damage
on ticssed regimenis of troops as well
GS LT fTRE CTEETes.

HAVE

tirren fast approacbhing, ithe Empire
Sive with grapeshof,

Hits rwo models-wide column in the
affected umnit (instead of the normal
single model-wide column)

Maximum range you may puess: halved
Strength 6, DO+ 1 Wounds, no save,
Distances rolled on Anillery  dice:
halved

-1 to rolls on the Misfire table

Catapults and Mortars
Sinple rockexplosive

Multiple rocks/shrapnel

These profectiles splitiexplode during
their descending trajectory. showering
the unfortunate troops befow with a
tereible rain of death.

As normal

Position the template a8 normal, all
models under the template (even if
only grazed by it) suffer a Strength 4 hit
{1 Wound, -2 save modifier).
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,4“ ncendiary

These missiles are
made of a concoction of kighly
Slamemable liguids that dgnite on
impact and transform the avea bit
into a Mazing infermo,

As normal, bur 84, 1 Wound, -1 save
modifier.

In addition the unit is mowved
hackwards until it is completely out of
the template.

If hits a wood or a building, on a 4+
the item of scenery immediately
becomes impassable terraln for che
rest of the battle and troops
occupying it must move out of it by
the quickest possible route.

Gruesome (catapulis only)
Sometimes o regiment bas (o endure
the shocking experience of being bit

by the remains of former comrades or
of civilians slaughtered by the enemy
trern sformred

frojectiies.

el it grisly

As normal, but only the model under
the central hole of the template is hit,
suffering a Strength 5 hit (1 Wound, -2
save modifier). The unit hit has w take
a Panic test, regardless of casualties
suffered. If they roll a 2 for the Panic
test, the unit will Hate all of the enemy
army for the rest of the battle

Bolt Throwers

(single shot only)
Normal bolf As normal

Retnforced bolt All bolt throwers
carry a reserve of beary bodes, with

Liche Priests

By Nigel Stillman & Rick Pricstlcy

For those of you who play with the Tomb Kings of Khemri, the
following entry provides more background for the enigmatic
Liche Priests as well as a new magic system for these masters
of the rites of death.

One, Venerable One

| |.'r||L:||. of

In their desire o defy

death, the mighty
kings of Nechekhara
commanded their

pricsts to study the
sorocerous  arts . of
mummification and
resurrection. To this
end the pricsis
studied sinister magic
and learned many
secrets  from the
mouths of dark and
nameless  creatures,
Each generation of
pricsts caceoded their
utors in power and
in age, untl they
hecame  sorcerers of
considerable power

Though the Liche
Priests learned how o
extend their own lives
by hundreds of years,
they did not become
truly Undead until
Magash cast his great
spell over the land of
Mehekhara, As the
spell ok its effects,
living things were
slain and dead things
returned 1o life. As

bands of fron and sharp bladesd
riveted along the shaft.

Ramge: halved

Strength 6, D3+ 1 Wounds, no save.

Adming device One of the mﬂny
works of the penius Leonards da
Miragliano was the development of |
apifcs applied to targeting devices for E
artiffery o

The crew can choose not o shoot,
in order 1w aim more carefully at
one target in sight (declare which
unit they are aiming at). Il the targer
is still in sight in the next shooting
phase, they can choose o fire ac it
with a +2 bonus on the roll o hit, o
fire at a different targer with no
bonuses to hit or to spend the phase
aiming at another target.

many of the Liche Priests were maore
dead than alive they were turned into
Undead!

Since then they have served  their
masters, the Tomb Kings, whose
ancient tombs they and their kind had
guarded for untold ages. The Priests of
cach necropolis watch over their King
a5 he rests, performing the age-long
rituals of preservation, and when the
time is right they cast the spells of
awakening that return him o the
mortal world. When their King leads
his Undead legions to war, the Liche
Priests march oo, ready o lend their
sorcerous ars o the battle.

Special Rules

Liche Priests always usc their own
Scroll Magic as derailed below, instead
of the Necromantic Magic which is
used by Necromancers and Vampires,
They stll count as wizards in all
other respects.

Scrolls of the Dead: The Liche Priests
cannot cast spells in the manner of
other wizards or sorcerers, Their
magical powers, though considerable,
are hased on long, tedious rimoals
which are altogether impractical on
the bardeficld. Instead, each Liche
Priest can carmy one Or more Scrolls of
the Dead.

As Liche Priests now have o pay
separately for thelr magical powers,
replace the points values presented
in WD #227 with the following:

Liche Priest R .
Liche Pricst Champion . . . . G0pis
Masier Liche Pricst L05pts |4
High Liche Priest .. ...... 179pis




'- é:..Scmlls of the Dead

. There are four different kinds of

Serolls of the Dead: Menbare's Scrolfl of
- firgeney (which affects movement),
- Horekhab's Scroll of Righteous Smiting
(which increases a unit's Attacks),

Neferre’s Scroll of Mighty Incantations
- (which is used o cast spells), and
- Dedre's Summongetion of the Vergeful
3 “Degd. (which  summons  Undead
E m{thtemenm} Az with all mJ.BILJ.I
seroflls, a Scroll of the Dead may be
‘wsed only once, as the moment it is
rﬂd lt:l:n:mhles o dust. However, a
" Liche Pricst can carry an unlimiced
number of cach of these scrolls in
- addition to any magic items he has, at
 the paints aﬂm shown.

. A Liche Priest can read a Scroll of the
- Dead at any appropriate moment as

described below: the magic inscribed
 wpon it is unlcashed immoediarely as he
- does so0. A Liche Priest can read only
- one Scroll of the Dead during any
Hnglc phase, except for Scrolls of
| Mighty Incantations, one of which
Cmay be read per magic level.

[
5
+

'

¥

Menkare's Scroll
\ of Urgency
AScroll of Urgency can be used doring
- the player's movement phase. When
cthe seroll is read, any one unit can
. move double distance that mm. The
- seroll's magic invigorates ancient limbs
and drives old bones with fresh
- determination. Only the unit's normal
- move Is affecred: the scroll does not
\imcrease the unit's charge distance.
pursuits, flees or any other unusual
" moves. A unit can only move a
- maximum of double distance. it may
nod move further, so it is not possible
o use several scrolls from  different
Pricsts to move a anit vast distances
- ross the tabletop.

Horekbab’s Scroll of
Righteous Smiting

- A Soroll of Righteous Smiting can be
(used either in the player's own
\ shooting phase or during any hand-to-
Chand combat round before a unit
~strikes its blows, The unit is suffused
with magical energy which enables the
trowips 1o fight with supernatural vigor,
If used in the shooting phase, the
plaver selects one unit of roops or a
_ single war machine - the chosen unit
of machine shoots twice thar turn, If
used in hand-to-hand combat, the
player nominates a unit of troops that
are fighting, and each model in that
unit, including any characrers fighting

with the unit, make one extra Amack
that turn. Only one Scroll of Righteous
Smiting can be used on any single unit
during a turn, Note that because the
serodl can be use in any round of hand-
to-hand combat, it can be used in the
enemy's turn if you wish.

Neferre’s Scroll of
Mighty Incantations

A Scroll of Mighty Incantations can be
used in the plaver’s omm magic phase,
When the scroll is read, the Liche Priest
automatically casts one of the
following spells. The player chooses
which of the spells w east once he
decides to use the scroll. The spell may
be countered like any other spell cast
by a wizard of the Liche Priest’s level,
The spell requires no power to cast but
power cards can be used to reinforce
the spell in the usual way. Scrolls
count as spells ol power 2 bor Purpses
of Rebounds, etc. The number of
Scrolls af Mighty Incantations a Liche
Priest can read in a single magic phase
is ong per level =50 Liche Priests can
read one scroll, Liche Priest
Champions two, Masier Liche Priesis
three. and High Liche Priests four. This
is the only nstance where a Liche
Priest can read more than one scroll in

a single phase.

1. Tomb Dust. This spell cin be Gast
upon anyv enemy unit within 18", The
unit is enveloped by choking dust and
abrasive sand. The uomit suffers D6
Strength 4 hits and no armor saves are
allowed against any wounds caused. In
addition, roll a D6 and subteact the
number shown from the the unit's
total permitted move distance in its
ollowing trm. You might wish o
lesve the dice by the' umit 1o remind
you of this penalty.

2. Quaking Horror, This spell can be
cast on any enemy unit within 24" The
umnit - is heser by terrible, haunting
visions of death and must take an
immediate Fear test but with a -1
penality (2136 against Leadership -13. If
this fest is failed the unit flees
immediately, and in  addition, iis
Leadership value is reduced by -1 for
the rest of the bartle. Units which are
imimune 1o fear canmot be alfected by
this spell.

3. Serpent of Death. This spell can be
cast on an e¢nemy unit that the Liche
Pricst can sce (i.c. o which he has “line

of sight) and which is within 24" of

him. A hall of hlack energy horses froam
his bony hand and strikes the foe, This
causes 20 Srength 4 hits on the
target with no armor saves allowed.

Djedre’s Summonation of
the Vengeful Dead Scroll

The Summonation of the Venzeful
Dead Scroll can be read at the stan of
the player’s own turn, Nominate any
unit of Skeleton warriors, Skeleton
bowmen, Skeleton cavalry, Tomb
Guards, or Skeleton chadiors, Roll a
D6, If the nominated unit s Skeleton
warriors, bowmen or Tomb Guards,
add the number of models rolled o
the unit. If the nominated wnit is
Skeleton chariots, add nothing on a
roll ol 1-2 and one moddel on a roll of
3-6_ If the nominated unit is Skeleton
cavalry subtract -1 from the dice score,
s0 no models are added on a roll of 1,
1l ona2 20on a3, and s0 on, Several
Summonation of the Vengeful Dead
Scrodls (from different Liche Priests)
can be used upon a unit during a turm,
allowing a unit o bhe substantially
reinforced if necessary.

W5 w & Skeleion warrivrs, Skeleion
archers, or Skeleton cavalry should be
created. by a ‘Summonation of the
Vengeful Dead Scroll, the models may
be used tocreate a new unit instead
of adding to the existing one. New
units automatically have the same
equipment as the original nominated
unit, but no standards, musicians, or
champions. Note that you cannot
create new units of Tomb Guards or
chariors. New units must be placed
within 12" of the Liche Priest who has
summoned them, and must be
positioned so that they are at least 1"
away from the enemy. A new it
can declare charges, move, and fight
that turn

Adding reinforcements 1o a unit does
not increase s vilue when it comes o
working out victory points at the end
of the game. If you create a new unit it
is automatically treated as worth
1 victory point.

Menkare's Scroll of Urgency

Horekbab's Scroll of Righteous Smiting
Neferre's Scoroll of Mighty Incantations . . . .
Djedre's Summonation of the Vengeful Dead Scroll

. 15pts each
. 25pts each

25pts each
. 20pis each
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ENTER THE VOID

A brief look at the Eldar Void Stalker Class Battleship.

From bebind asteroids and through gaseous anomalies, the Eldar strike. Straight out g
the blinding corona of a star, a new ship enters the battle for the Gothic Sector. The Elda
Void Stalker is the only battleship the Eldar bave to support their raiding activities, an
it is all they will ever need.

- An Blder Void
Stcalleer battleship
Fecads i snvall
radding fleel across
e sicars.

ELDAR VOID STALKER CLASS BATTLESHIP. . . . . 380 pts

For almost the entirety of the Gothic War, Eldar
fleets were composed mosthy of sscont ships
accompanied by a few cruisers. However, after
the banle of Gethsemane and the alliance of
ANy of the Eldar |'|H"J.I1.-: Aests with Loed
Ravensburg, a new terror bogan the humt
across the stars. The Void Stalker is the
pinnacle of Eldar stellar technology,
combining strong armament with high speed
and mancuverability; the match of any ship in
thie Gothic Sector

Designed in secret. the Void Staller project
was hoped to be able w return space
supcriority to the Eldar Bects. As the war
escalared, so did the presence of Imperial and
Chaos warships. Lord Ravensburg convinced
the many princes who joined him o fund the
Virbed Stesfleer. Unimpressed with the idea ae
ficse, reportedly because a batileship is too
tbrutish of a vessel o be worthy of the Eldar,
‘they soon changed their wine once the
protoiyvpe plided out of the manufacturing
Kacility. From that moment on, all the Eldar
‘plrate caprains wanted a Vidd Staller

| Throughout the war, several of these Eldar

hamnleships distnguished themselves with thear

great victonies, The Bright Star, which il was
1

!

I'YPEHITS SPEED TURNMS 5

Bartleship/ 10 Special t

ARMAMENT RANG

HIELI}S AEMOR T'URRETS

PEED} FIREPOWER/STR FIRE ARC

Keel Launch Bay

Darksar J0ca I
|"..g'|l.' 2em

Keel 'I-"r.':lEul:l.-. Battiry 15¢m B Lefu'l ||l.'::."H|;‘." 1
Prow Pulsar Lances 4%cm 2 Fronuletn
Prow Pulsar Lances 45cm 2 FromtHaght

MNote: Several Void Stalkers, such as the Forge ¢
the keel instead of the laonch bay. This does noi

later found o be the Oagship for the
Execubioners, was first sighted leaving the area
around the Graildark Nebula. Shortly
thercafter, It was spied with an  arcendam
number of escorts and cruiscrs, wiping out a
raidling fleet across the Gothic Sector in the
Lysades sub-sector, The Bright Star was also
instrumental in lfting the Lethe bhlockade.
destroving the Chaos Repulsive Grand Croiser
Unstopnnelife Rage. The fonces of the Warp losty
severil escorts and had oo other cruisers

of Wanl, are armed with Strength 6 worpedoes in
COSL ANy extra points,

crippled that day all by the potent weapons i
a Vo Stafler. It as chinmed by the Eldar tha
before, during, and after the Gothic Wi, the
Hright Star has never been defeared i bantle

Another Void Staller was miost frequently sece
pursuing some personal vendeta against the
Orks of the Cyvclops Cluster. Several tinves the
mysterious  vessel appeared  during  the
Imperial bombardments of the Ork ground
positions and used sophisticated weapons ¥
completely level whole greenskin sertlements



A Vold Stalker faces down ibe
infermons " Chaos Planet Killer
while a squadron of Hemlock
Destroyers sweefr in befimd,

Rumiars have it that the ship was evenmually
destenyved  when It aempred 0 single-
tl.].ll-:]l.'n:‘"?-‘ take on an Oek Hulk [Tater codified
a5 the Misery of Platea]

Revised Eldar Corsairs Fleet List

With the addition of the Eldar Vodd Stalker
battleship, some changes are needed o the
Eldar Fleet list. Just how many of these
missive hanleships can a Pieare Prince take in
Fuis armpda?

For CVETY fualll 1,00 PEMAS if Eldar fleet ships,
you can include one Vold Stallber, That means
that if you have anywhere berween o D00
points, vour cannot fickd any battleships, while
fecer 1 0H0D py 1,900 VO G have e,

Alser note that there are no restrictions forcing
you  to pl.‘u';' yiurT Pirate Prince on the
|'|dlﬂ|.;h|1||1_ imlike the Chaos Warmaster., O
course, you might want o assign him there for
the highese level of survivahility

Tactics

e Void Malker is an impressive instrument
of war all by iself, bur there are several things
w kecp in mind when including one in your
Pirate band. Although it may have the hull
strenpth of a bartleship, it is stll assembled
with the delicase components of advanced
Eldar wechnology. Whatever you oo, don’t
wide in for a straight battle, hit and ran actics
xre still the hest Stralegies for the Eldar
Movement:

The Eldar have the best capability for darting
aroningd the COEyY, Most of the Void Stalbers
weapons.-are found in the front fire arc, so
attempt to keep yvour target in that area. A
MIperior targeting  system
Peimce will never have o worry abour his angle
af attack, so just get in there and open up on
the enemy. Just oy o keep your solar sails
El{u'lj,; the sumward side of the mble, so vou
can effectively hit and run. Remember, an

means a Pirage

An up-close shot of the elusive
Eldar Void Stalker. This
battleship is literally bristling
with devastating weaponry.

Eldar ship moves again during the Ordnance
J'\h;;_h.l_' EivingE you the F'lI.'I'Fl_'i'l OPROrTUNY 1o
et cutsile the range of encmy guns.
Weapon Use:

The two sets of Pulsar Lances can quite easily
spell death 10 any aggressor. This weapon acts
just like o lance (always hits on g 4+), but can
continue rolling hits after each
successive strike 0 a maximum of
three hits per lance. In one skillful
turn, 3 Vodd Stabler can claim a kill
against Chaos Desolator batleship
with only the Pulsar Lanoes, leaving
the rest of the weapons 1o batter
the weak hulls of escort squadrons L

e L

Whether you choose 1o arm your
Bapleship with worpedoes or keep r
the launch bay is a matter of I
personal tiste. Both offer distinet
advantages and disadvantages, The
ability 1o launch Darksear fighters
means vou'll have a better chance
of  defending  yoursell against
ememy ordnance while Eagle
hombers means you can redirect an k)
attack against an encemy instead of
watching your torpedoes coast off
into the dead of empiy space. O :

i T

L "Once our ships had traveled decp within the © -
seluster of rocks, they artacked. Up until now, |
t« we had only heard of the quicknzss of an Eldar -
| amck. but now | know why they are so deadly.

Amongst their numbers was one battleship. the

likes of which the computers had no record of. &
It struck with wnbridled fury. obliterating the ' -
hulls of our escorts with ifs first pass [knew
the sccond strike would be owr last. Morhid -
- curiosity held my artention at a portal Echoing
through the ship. our turrets tried desperately *|
to knock the Eagle bombers out of space
" There was no hope, no hope at all against this
beast of a vessel straight from the Void”

wrpedocs can sometimes be more

COLISE,
reeliable in the destructive capabilities.

wiell, we could continue for hours aboat how
10 use the Vodd Stadler, but cach Pirate Prince
must discover his own way, Wrice in and well us
how you fared with this awesome weapon of
war in your own games of Baulefleer Gothic

- Officer scheduled for execution

for dercliction of duty '
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SPACE IS GREEN!

The Ork menace in the Gothic Sector escalates,
with Andy Chambers’ new rules for Ork Hulks and Roks.

Andy Chambers

In uncounted lairs, the Orks lurk, seething like a cancer beneath the skin of the Imperium.
Until now their space-faring capabilities were limited to kroozers and raiders, but all thal
is about to change. Andy Chambers unveils rules for Ork Roks and the tervifying Ork Hulk
In space, EVERYONE can bear the Waaagh!

The Orks are not the greatest space-faring race in the galaxy.
Their ships are usually nothing more than rusty hulks, kept
guitgg by the constant effors of Ork Mekboyz. They makc
great use of salvaped hulks and their largest vessels are
often refitted Space Hulks or asteroids (or Roks as the Orks
call them) that have drifted o close 1o one of their worlds.

Although Orks build spaceships for raiding and generul
piracy, these captured Space Hulks and Roks are generally
used in the huge Waaagh! fleets that are a constant threat to
the lmperium. They are also used as pirate bases for
Frechooter Kaptains and for defending Ork-held systems.

Note: Due o the chaotic construction of Space Hulks and
Roks its highly unlikely that any Citadel Miniatres will ever
be made for these craft. But we've decided to include rules
for them anyway, because they're fun and very easy to

b2 g ] li.'l'l. I'! I.Illll.

Ani J'uljn*r‘.lrﬂ

Retrfltfon

bettleship exchanges
wilighy, Sire with i Ol
Neet led by a Rolk.

R . Tl A e T

Orks Roks are basically large asteroids
hollowed out and fitted with drives, guns, and
crew guarters. Though RKoks are incapable of
travelling  through the warp, any system
contuining Orks will gquickly accumubae a
Jir!:fu'inlq number of Roks, as the Orks “hudld
them ar a prodigious rate. For example, in
147.M41 an Imperial cruiser force swept the
Kaloth system for Ork pirates and desoroyed
seven escort class ships and four Roks. In
148.M41 another expedition encountercd
tweniy-one Roks in the same sysiem and was
forced 0 disengage after the bartlecruiser
Steelivart Warrior suffered crippling damage
and was in danger of being overwhelmed by
Ork boarding partics

Defensel/s 10em Specia 1

Heavy Gunz Banery 15cm 4 A1l Round

Gunz Batlery 15¢cm Mo+ All Round

Torpedoes Hicm M W1 Rounid

whivhh awre vun spocifically mmed as being
modificd below, apply. in full 1o Roks. For
example, Roks which lose halfl their damage
are crippled just like other vessels

Bosks MY T EUT O s Hpern Refros or Coerrie
Tor New Heading orders.

O Al Abead Full orders Roks move an extra
2D6em in any direction at the end of their
maove. 1 this causes thom o move 1em or
more in a different direction to the one they
are I_Tij_'r'l._"lllll'lk; in, this becomes their new
direction of travel. This can be seen more
clearly in the diagrams to the lefi

Movemeni:

Because they are basically large lumps of rock
with engines siudded all over them, Boks
don’'t move in the same wiy as normal ships
In their movement ]1:|1:|m,' Roks travel 10cm
forward in a seratght lne, no more, no less

Special Rules
Roks are sufficiently different to both Orbital
Defenses amd true spaceships w0 roquine a

Due o their low ‘\i'l"l."{I and considerable
mumber ol Sl tal rules. However any rules

momenitom, Roks which are crippled or
moving though Blast markers do not reduce
their speed. Roks in the gravity well of a planct
ofF moon muky ke ree tams like an ordinary
ship (45") and’or place themsclves in a
% stationary o low ochit

Hcm ’ L Critical Hits:

Roks lack the complex systems of true space
craft, so critical hits are not rolled on the
Critical table. Instead each eritical hit inflicts
+1 point of damage

A successful Rok course change An unsuccessful Rok course change

IMrection || W | ¥ireokiomn 1hem
of pravel of travel :
Catastrophic Damage:

: - -
B miaed When a Rok is redoced to 0 damage it breaks

1o s right a
continues alo

W COUrse.

» the |'|.:‘,-|||I bt

it chirecnesn of

\

traviel is unchanged

up. Do mit roll  for t,'..ll,a-\l;rl:lllllil.' \|iIIIiJHL'.
instead the Rok is r|::|1:|;|v|,{'|1 bv 4 blast markers.

==_s



Under attack from the rest of the
Ork Teet, Imperial capitol ships
close with an Ork Space Hulk.

K ‘SRR HULK | . .. .. . T U T N s

Space Hulks are gigantic agglomerations of
ancient wrecked ships, asteroids, ice, and
other such fomsam and jetsam, that are cast
together after millennia of drifting in and out
of warp space, How and why Space Hulks
appear frovm the wirp and are then drawn back
to it is unknown, although there s plenniful
evidence for some |'.||.:||1.g controlled or
navigated by their inhabitants or some cxternal
force. Some Space Hulks are infested with
alien life forms, Chaos rencgedes, or even
worse horrors, but most are simply empiy
ghost ships, plying the void for eternity. Tales
of greedy scavengers meeting horrible fates
aboard Space Hulks are told throughout the
Imperium, but there are just as many tales of
vast flortunes made from  the ancient
technology they carry:

TYPE/HITS SPEED» TURNS

ARMAMENT

SHIELDS
speciat | 3 ] ] o ]

EANGE/SPEED

For the Ocks, Space Hulks are their primary
method of rravelling between the stars. When
a Space Hulk appears in an Urrk-held syseem it
i soon seized and converted into a huge
invasion crafl, with cavernous launch bays for
innumerable assault boars and hundreds of
thousands of Ork wardors and their war
miachines. Once completed, the Space Hulk is
sent back out of the system with an amendant
flect of artack ships, kroozers, and Roks, Onee
bevond the outer reaches, the Space Hulk will
eventually be drawn back into the warp and, if
all goes well, arrive at some point at a world
ripe for conquest. No Ork Space Hulks were
repored in the Gothic Sector during the
course of the war, bur hg. their very nature, a
Space Hulk could appear at any place at
any time.

ARMOR [URRETS

FIREFOWER/STR FIRE ARC %

Prow Gung Battery 15cm DM+ Fromt : hulk.
Prow Torpedoes Wiom G Front
Prow Heavy Gunz Battery |5cm b Front
Drorsal Lances fillcm - W1 Rowd 4
Starboard Gunz Battery 45cm 2D6+h Right
Starboard Torpedocs Hicm 20 Right
Startenard Launch Bays Fighta Bommas: 25¢cm [Ha+2
- As=ault Boats: SOCm
Port Gunz Battery 15e 20wy Left
Paon Torpedoes W 206 Leh
Port Launch Bays 25cm D42 f
Ausanll Boats x'l._u. o -
Aft Gunz 45¢m MM+ Blemur )

Special rules

Like Roks, Hulks are so unlike other
spaceships that they require a number of
special rules. Again, any miles which are not
specifically noted as being modificd  below,
apply in full to Hialks.

Leadership:
Due to their enormous siee, and the serain
this places on Ork communications systems
{te shouting loudly), a Hulk is always
Leadership 6

Warlords:

Having an Ork Warlord aboard a Space Hulk
does not double its boarding value. Also, the
Warlord's upgrades are modified as noted over
the page

#+Contact cstablished. ]

1—|—OP1i.r_|:m reports twelve.. no, thirteen
wrecks m:.king up the main bod}r of the

++Augurs divine power SouUTces cmaniting
from cight of the wrecks
++No indications of guidance or active
weapons, i
++Moving in for a closer sweep..
++Imperator! Multiple attack craft launches. -
look like Ork configurations, gun baticrics '
powering up! Helm! lay in a course to get us

v out of here. If we can qust..” i

Lazt commupication of
the Frigate Vistula:

el T T e e i L e
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it lotsam ol ages past returned to contaminite the holy spheres of Man
«seB with all manner of alien foulness. These gigantic craft may bear
heretics and deviants of the worst kinds: Genestealers. renegades, pirates,
Orrks, and worse, Buot, as the lowest sea creature may subsist on the filth
and detritus of the ocean bed and yet carry pearls of incomparable waorth,
so do these harbingers of terror carry amcient secrets of worth beyond
measurc. Where such means are at hand. the hulk must be boarded, cleansed
of the dread taint of the alicn and rendered uato the auspices of the Adeptus
Mechanicus to allow proper study, Wherein the hulk is found to be in the
I\lldﬁ ﬂf 'l]'l.: brutil Orhs. 'lh:ﬁ-: htls'ﬂ hl'\'t I}th {G“hd o Fwarm I.B Bl.l-f.h

numbers that victory can only be won with the might of entire Space Marine
Chapters. Where such strength is lacking, the hulk must regrettably fall 1o
the guns of the fleet, for to Ftrmit their entry to the inner Ip}l:n:: 15 o
permit invasion on 3 nigh unstoppable scale”

-

Excerpt from De Xenos Maleficorum.
]uﬁui::lu:iﬂl wme of the Oude Xeous

i S S
Looted Torpedoes and Mandac Gunners = Mega-armored Boarding  Parties s
|li'r_||'_l".'||||.".'q' can be used o effecr only NTREH |,tr11;|1.'||1g|_'1,|

weapon system or torpedo battery per
turn. Which system is being effected must
be nominated before the roll s made for
its effecliveness - l|||._' =T ||l cam't Inﬂ
transferred elsewhere afterwands!

Special orders:

A Space Hulk may not use Come Th New
Hewueling vr Burn Beiros special onders, Due
o thelr enormous capacity. Space Hulks do
nost run ouit of ordnance if they roll a double
for their command check for Reload
Crredriceniie sprecial orelers.

Extra Powerfields costs +350pts instead
onf +25

Mad Meks enables the hulk oo ignore the
effects of a critical hit on a DG roll of 6

Ork Space Hulk turning diagram

| LT . P

First mawe

{ POziy Mesk e )

e - i

Using Roks and Spacé—-
Hulks in campaigns

(With thanks to Jobnathban Daniel's for
s suppestions ) An Ork pirate Heet may
use 4 single Uk sSpace Hulk as their
pararc base in a campaign. I the pirale
base comes under atack, substitute one
Space Hulk btor the wrger planet in a
Flanerry  Assault  or  EXterminatus
mission, and the planeis in the Hunter,
|"'!'|;>_]' SOCNEATIO |‘:-|.'|;3.|,'|‘|I!1:|._1 in Wi #jjl_ﬂ
{note thar this does mke some of the
puesswork out of the scenano but docs
make for a VETY different encounter!), The
Space Hulk must stll be purchased using
the fleet andior planetary defense points
allocation for the scenario, but the Hulk
itself is not considered part of the fleet
registry. In these scenarios, the low orbit
table will actually represent very close
range passes on the Hulk, 5o the nommsl
victory conditions remain the same as far
as assault points or the Exterminator are
concerned. Also, should the Space Hulk
be destroyed then the  anacker will
automatically win. Note that it is seill
possible for the Ork plyver to purchase
low  orbit  defenses, these  simply
represent short ranged  point-defense
systems studded about the Space Hulk

In a campaign, Orks can build Roks by
expending repair points. Oncee a RBok
has accumulated B repair points it
becomes acvive and may be added w the
Fleet Registry

Alternatively. by using the full Waaagh!
Fleet list, Ork players can participate fully
in a campaign, conguering syvstems and
cngaging in battles in the same way as
Imperial and Chaos Heets

Critical Hits:
Due to their massive siee and Lk of complex systems, do not roll for the effects of critical
hits on a4 Space Hulk using the Critical Damage table. Instead the player who inflicted the
critical can choose onc of the three options below 1o represent him ordering his ships o
Girget specific areas or systems of the Hulk.

1: “Target biph energy systems’” Each critical hit using this option will seduce one of the
following characteristics |In:. one podnt (chosen h}' the |'r|.|:r'|_'r who inflicted the critical):

* Turrct value * Shicld value * Lance strength

OR
2. “Target weapons clusters!” Each crivieal hit using this oprion will reduce one of the
!l:|||1:lwi|"|‘!,; characteristics by two points {chiosen h}' the p|;4:.'|_'r who inflicoed the criticaly:

* The firepower of a bantery facing the direction the attack came from.

* The strength of a wrpedo banery facing the direction the attack came from.

= The strength of either one of the liunch bays.
OR
3 “Tarpet thruster assemibfies’ The Hulk must roll higher than the number of thruster
damage criticals it has suffered ona D6 in order o turn,
Musie tid Hulks msy vt repraie dismage from oridical hies during the game

Catastrophic Danage:

When a Space Hulk is reduced o 0 Damage roll on the Camsorophic damage mble. The
drifting and blazing bhulk resulis remain unchaneged

A plasma drive overload result indicates the Space Hulk s torn apart by internal explosions
no damage is seored on ships nearby instead the hulk breaks up into asteriod field D3xScm
widle and long.

On a Warp drive implosion result the hulk &5 hurled back into the warp, Replace the Hulk
with a Warp drifi (celestial phenomena, p45). Any ships caught in the nft are effeoed
immediarely

Crippling:

Space Hulks are not crippled by damage like
ordinary ships. They are so bg that they must
be gpradually eroded by enemy fire.

Movement;

Like Roks, Space Hulks must move 10em in a
stratight line each turn, no more, oo less
Space Hulks likewise do not have their speed
reduced by Blast markers or damage.

Turming:

A ."'ui'r;l,l_'l_' Hulk miav rurn o 1%° and onlv in
every second movement phase. The turn
must be mken at the end of the Space Hulk's
I0cm movement. This can be seen more
clearly in the diggram lehi

Gravity Wells:

I & Hulk is within the gravity well ol a plane
or moon at the end of s movement it can
make a single 43° turn towards the planet or
moon, regardless of whether it turned in s
last movement phase. Also, the cnormous
size and mass of a Space Hulk means thar it
creates Its own gravity well exiending 5om
from the cidges of its base. This affects other
sliipes in caacily e sasne way as o prlanciany
gravity well and means that ships, Roks, etc.
can take up a stationary orbit around the
Hulk. Objects arbiting the Hulk are moved
along with it until such mmc as they
hreak orbir,

“Like thrnwing eggs at a
stone wall”

|:-1_'1|r| Hipnish on the £ tiveness of
oYl Cannons hp.:-.-: Hulks
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SPACE Hl_}fﬂ_ e o == Ok Rok fhe Ork Kok was also

= - . Beeidi b_:' Richard Ralber

‘-,_,& QRWRGKS f"f o and wses  the  same

BT Hallr was
L builr “.b_}k-' rey Metal
5 parinter Richard Beaker,
wihn alse patied all the
i.f:li_p; dFE Cafar ﬂrb}fqﬂ“!
5w over i frapel.
He buift the Hulfl wsing
Inads  of Battleffect ship
parts  taken from  the
'h:h:p' Meatal bits box He
alfser resed o for of the
left over plastic
bartery - sprie Irits,
stich a5 phe turrels o
[ltgh bays, ro btk onr obe Bk

Remember thaf no o Space
Huilks ook alfibe they are
midde wp frome e fTotsam aned
Jetsam of space. As well as using
the plastic battery bits, Rich bas
used Eplc tank turrets, an Ork
Kill kroozen, prowes frome both
Chans bettleshipe fubich conled
easily be replaced by o wsing
plastic  crudser), metal and
plastic skip  Bridges, plasti
inbimg (from an old biro pen),
porntries foom an Epic plastic
miega-Crarvgant, and Ol metal
ghyph plates.

.fﬂ.',)ui:‘rr.:{".i‘ andd bty as Hhe
Spwrce Hullke This fime be
bz uzed an Ork broozer and
the left over Bits from the
frlastic bfrc mega-Gargand,

BUILDING ORK ROKS

Bisks are nice and easy wo buibd, and make good
practice for building Space Hulks! Rich  Baker
presents a siep-by-siep guide o Rok enginecring.

1: Ger 2 chunk of polysnvrene (anvl
absout Som across) amd make i 0 o

shape by cutting into it w iwh a madeling knif:

2 Find lows of small picces of junk from your bits
DX — SpAnC [RFTCLS, cogines, aniennd. whole
SO \.h.p-. pleces « Wb |-|m_ tank=. small itubes
and so o Don'y o foen mail with the number
ol pieces (especially metal

s3]

A: Push soeme of the langer metal bBits inio place on
your Hok, use PVA glue w stick them secarely
Imporant note: Do NOT use superplue for this
as it wall onby mel the polvsorene and prosduce

horribls: tosic umes — and i§ won'e atick ot all

it Tieke a flying basae and find the center of gravity

an your Kok (or fhe whole thing will naoc

balance and will tip over all the time inoan
|':|_|=h it e the

fashicen), then

viingg

polystyrenc

S Paint the polvstyrene with textured  paing
favailable from haedware soores)y, failing thar,
padnr or PVA glue mixed with sand will do

i While the texiured paint is still wet, acdd coral

ok oo Gaed o ackidliniowal pesrmog

Paint it Black (Caution: some spray paines will
melt the pohsoyrened and paing it Yoo will
need o pat 3 mark on the Rok's base b shiow
Glyph

which way it teavels, We used a m i
pate for this but transters or a blob of paint

winrk just s well

check our the

Iy looking For inspiration
pheoures above and the ook Ocer painting gulde
featured over the page

BUILDING A SPACE HULK

s mentioned above, Holks are buils inoa very
fashion to Boks. The main difference is that

2 Hulk meeds a centrl core to give it somme rigidity,

STkl

andl a big hase

I: Tk it length of wood, doweling, or plastic e
1 Foem your centeal ooee and cut it so that itcs
abour 15-20cy long.

e

-

Dirill & hide in the core halfeay along i and
ghue somie steong wire o beass tibing inoo the
ol Jeosan |‘|:I|‘|¥|,'|' wiires is ahout stlf enouwigh
wsing a two pant epoxy ghie, This will give you
o Chamekle’ o hodd the Hulk shile you'se
mndeding it, anad Eater o steo bore your hase

: Find another chunk of woosd for the base of the

Hulk and drill 2 hiesle im it that the wire atgached
This makes a wseful
ernprarary stand whike vou e wiorking on the
Hiillk and evenmially vou can glue the wire inta
place to form a permanent base when youo've
fimished i MNowe, you could simply wse a
hatdeship-sized base bur you'll need o kevp
the Hulk itself light or o lor some serious
reinforoement o prevent the perspex stand
froamn becaking. Oaomy Hulk 1 ended ap having
10 use thiee stands 10 beace i because it wis sa

heavy®

o the core can it into

s

Sierunch o |u-|u.|-.1'|,-|'n_- oo the core and
seCure i in |':|.|<'|,- with lashin iE VA gl Lse
the |1-.|I;:.-‘|;:\. rene o give it o general shape
can pdd hits on laber

M

mt the pndyvsrvesne wirth esmirerd padnr s frer

a Hok

Add antenna, wrecked ships, and gun ormets
Hulk [ voused prieces . of
tubing o represent fighoes 1a
number of really obd metal spaceships ve had
kicking aroamad since dinosaues euled the carth.

tor taste. On my

eich mubses

However don't add anvthing which is too bip,
as it will deswroy the sense of scale. Secure the
s in place as for the Rok

Cover anmy exposed bits of polystyrene with
more glue and sand

: Paint it black (Caution: some spray paints will

melt the polyscyrene) and paine it Yo wall
need 1 mark the proper hase sioe 2 fem
diameter circle (same as a battbeship) = onto

whatewver vou're wsing toe mount the Hull on:
Yo comald just use the Hulk's sctweal bass of
course bt this will make it a hoge tamper foo
THIVE CANMONS, Orpsscises, AlTack crall. eic,




ORK FLEET COLOR SCHEMLES

B}* Nick Davis

Chicke tipr: §F voee meeed o el area on your Ok
Trrricirired Iva fuetiiid ran a decige, s o el fidecs
of plasticand (or frust thin cand) to powr ship, O
i you don 't wand e peaint a design, wse metal
Orlk Glypdr plates, which are available from

Weadl (rreder

KILL KROOZER

BEAD

TS CHADS BOLTGUN  DAATEM SXLILL
AED BLACH METAL WHITE

BRCNTE

LR00.

TERROR SHIP

NAATER
AANKIE

EXLILL
w1

SUMBLIRET
WELLOW

[
RED

CHADE
BLACH

DL TGN
LAETAL

ORK PIRATES OF THE GOTHIC SECTOR

Here is a quick run-down of some of the more infamous Ork pirate bands of the Gothic War,
and their color schemes. This is by no means a complete list and as Ork pirates are a pretty

diverse bunch there is huge scope for all sorts of modeling projects!

Kaptain Skumdreg's Wreckin® Krew

Conwivs have leamed o be especially wary when
mowing hetween Moab and Thanet in the Cyelops
cluster, for this s the hl.llll:il'l.g ground of Eaptain
Skomdrneg's Wreckin® Knew, The Wreckin®' Erew includes
wt least one Terror ship and between ten and thinmy
anack ships. The blue splinter pamern and skull and
crows bones emblems of their vessels are instantly
ilentifiable and Lord Admiral Ravensburg has pone
as far as o place a considerable bounty on every
ship destroyed.

The Pulsar Pirates

The notorious Pulsar Piroes are based in the custern
eidge of the Cyclops cluster. From hidden bases they
launch attacks on shipping around Halemner, Rebo,
Virstap, and Corlind,. The mame of the bnd derives
from their habit of amacking when the radiation
emissions of the numersus palsars in the area are
their height. These serve 0 conceal the pirates
presence until the last minote, and scramble any
communications which might summon help for their

imended victims. The predominantdy recd war paint of

thet, Pulsar PMirates’ ships would seem o indicate that
they hale frosm the Cirkish “Bvll Sunz’ clan

Bicn-Hor's Ham Boyre

Operating primarily in the Bhem Morr sub-sector, the
Rarn Bayye anc senvewcsd for thetr boad-on auacks usiong
large ngmbers of Brute ram ships. In one skinmish

Fieet-Admiral Moumdark encountered

Ham Baw.

Mork's Murderaz

Led by the notorous Terror ship Moeks Blade, the
Murderaz appear to be based in wilderness space in the
Cyclops cluster bistween Moab and . Mezoa, Mork's
Murderse have an infamous reputation for using ke
disrress ealls o lure in unsuspecting prey. Often this
will be used o deaw enemy shlpa ewver old mineficlds
or into the lare region where they will be easy prey for
the attacking Chrks. The Munderr ships commonly ase
a camoullage scheme of back and green, prosumably
tir help conceal their sttack ships when th
v L phanet’s sucface

are nded

Da Yellow Moo

The Yellow Moeon piratcs operatc from a  heavily
fortificd satellite of the Ariach system. a double binary
o stars in wilderness space near Arimaspla in thie
Lvspeles subescoor, Their feet strengeh is considerahle
including scveral Kill kroowers and a brace ol Termors
ships, making them one of the most heavily equipped
pirate forces in the sector, Four Imperal atiacks have
been mounied on the Ariach system but every ome has
been thwarted by the shilting shoals of asierodds and
dust surrounding the Yellow Moon base. Yellow Moon
piraic vizacls are owoll kanwewt G e distinsaive
vellow color schemes

Oover wenty
ram ships clavbed in the back and white livery of the

Ork fleets may be made up of
ramshackle, ill-maintained ships,
but this docs not mean Ork
Kaptains don’t take pride in their
warships. Many pirate fleets have

been spotted painted in  the
loud, proud colors of their
warlord's tribe.

With the creation of our new Ork

WAAAGH! feet, complete with Space
Hulk, we have taken the opportunity o
take a look at some of the known Ork
fleet colors in the Gothic Sector. These
Ork Neets are made up of ships painted
in colors chosen by their Warlard
The colors and how they are applied cin
vary tremendously from ship o ship,
according 1o the ship's own Kaptain's
personal  taste. However, if you  paint
vour feet this way (although it woukd
Ik vruly Orky), it would look cobbled
wogether and eclectic

Agood idea is 1o choose one color
scheme for the entire Beet and just add
litde  individual details o vour ships.
Orks make use of glvphs, dags, checks,
and other similar markings, some of

which vou can see on the ships
themselves (see photos). This will give
vour feet 2 much more coherent

appearance on the abletop.

You could drybrush your ships in
metillics like Brazen Bronze or Boligun
Metal, with only small bands of color
paainted directly onto the black o give
the hhlp a dulled down effect. This would
give your fleet a rusty, unkempt look, Or
vou could paine vour ships in the heash,
deflant colors that Orks love - grecns,
vellows, reds, oF even blues are great
codors to paint yvour fleet in, Or perhaps
vou could combine the two methods,

There are no hard and fast rules o
painting an Ork fleer. HKemember
whatever colors you choose, Orks are
brutal, no nonsense warriors, Subile
blended colors just won't look right.
Paint you ships like an Ork - lowd and
proud. .. WAAAGH!

Left: Yo can
wse checks
anad daps
(eriangles) fo
brighten wp
IR sl':.fp; oar
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attack ships we bape chosen
bright, simipde cofors.
Vo cotm ilsre parey the morkings
tn pour sanedeos By adding
checks or dags o the  tail
argas. These add a touch of
mdivddnuafism o your atiaok
slvifes rs Bafits qam Cinle warshin

Duidck tip: The geeickesi and
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ORK WAAAGH! FLEET LIST

This fleer list represents an Ork Meet either
conducting, or preparing for, an Ork Waaagh!
and may be used instead of the Ork pirate Aeet
Ist in the Baulefleer Gothic mulchook, The
Waaagh! Fleet list is partculary appropriate
for using with Ork fleets which are fighting
bartle scenarios, especially planetary assaulis
and feer acuons.

WARLORD

Up to 1 Warlord per 500 s

ity freciede | or miore Warlord in your
flewt, eaeh of whom must be assigned o a ship
o sgeuaciron, [ the fTeet is worth 500 points or

more, it must include at least | Warford 1o
fead fn
OrkWardord . . .......... 00004 40 ps

Warlords get one re-roll. They can have up
rwos more re-rodls for the additional cost noted

bl
One extra re-rodl 20 pis
I'wo extra re-rolls ) prs

A vesacl wanrying a Warlued  doubles s

boarding value and mav include up 1o one of

the upgrades shown below, ar the additional
cost indicared

Maniac Gunners . . . . ... ... .. +35 pis
The ship may re-roll the dice tor the firepower
of its gunz when it fires

Macl Mol . it +25 pis
[he ship may reoll the dice for damage
control.

Extrm Power Flelds . . .. ...... +2% pts
The ship's shicld value is increased by +1.,
Mega-armored

Boarding Partles . . . .. ... ....... +15 pis
+ 1 modifier on boarding

Looted Torpedoes . . . .. ... .. +20 pis

The h|'|I|3- mayv re-roll the dice for the :\Il‘l.,'lil;l‘”I
of porpetlo salvoes when in fires

An Ork fieet can include a maximum of one
Wirlord per 500 points. So if the fleet is worth
up to MK points, it may have one Warlord. 1 i
s woorth S00- 1 () POINTS TWO Warlords HiH b
included, e

SPACE HULKS

Yieer srecey drecfuncle oo oo vee Cirle Speace Hudke o

your fleet per 1,500 poinis.

Ork Space Hulk G s

An Ork fleet can include a maximum of one
Space Hulk per 1,500 points. So if the flect is

worth up o 1500 podnes, it may include one
Space Hulk. IT it is worth 1,503 000 poings
two Space Hulks may be included, ete. Bach
Urk Hulk must be assigned an Ork warlord oo
commmand ir.

KROOZERS
Yosti medy incfucde ufy fo six roozers in pour
Jleet.

Ork Kill kroozer
Ork Terror ship . .

ESCORTS

Yiri can Include ary mumber of escorts in

obir fTeet,

155 pis
185 pis

Ork Onslaught antack ship i5 pts
Ok Ravager attack ship 35 pis
Ork Savape gunship . 40 prs
Ork Brurte ram ship . 25 pis

ORK ROKS

You can include any nnmber af Orke Bols in
WA f‘?l'.'l’.'l’

Ork Rok Bl p=
Ork Hoks may also be |'-L|r¢h.md with poings

tor planetary delenses, in scenarios where
thiese are used




= IN THE 41ST MILLENNIU
B S R

attlefleet Gothic, the game of 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 to 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 game contains
everything you'll need to get
= started. You can chogse to
command the fleets of the
Imperium or one of ils deadly
enemies, The game provides the
rules, scenarigs and all the fleet
lists you need to fight a battle, and
e Uides you through how to paint
the highly detailed, plastic Chadel

Miniatures spaceships inclueded in 2 Al L G
the box and then how to put A& Using a moon for cover, the blood red Chaos fleet prepares to unleash a devastating broadside at the
together your own Battlefleet. unwary Imperial fleat.

The Battlefleel Golhic boxed

| ORI Tle MR, TR ey B, : | game contains:

« Batki
- E

-

Contenls and components may vary from those ilestated. Models syapiisad
wnpsenied nred unassembied. Ghue aed paeks vl incleded.
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Published on the first ‘\ngcstag Of cach Mannshch

The Citizens of Once-

Fiit Mordheim are Beset
by Bands of Roving

Mercenaries and

Sell-Swords.

The End of the
World is Nigh!

The great Catastrophe
has fa:d ruin to our
once magnificent port.
Are we the first to
suffer this Fate? What
hope is there for the
great cities of the
West? Will
Middenheim, Nuln,
Maricnburg. or even
splendid Altdorf
succumb to this
Horror? What have the

dread Fates in store for

all Mankind?
A
Has Sigmar

Deserted Us?
More details of the
Catastrophe inside.

Burghers
blame Agents
of Chaos. The
Old Town in

Turmod

The proudest city of the
Old World has been
reduced to an infernal

hell of smoldering craters
and desolated buildings.

The ancient architecture

of our grandest mansions,
that once played host to

the greatest nobles of
our time, is now

inhabited by foul and
putrid followers of Dark
Gods. Where once stood

busthn[g markets and
Streets Ol CommeErcc now
reigns only banditry and
murder. T[’lc shadows of
the deathly ruins hide

only cutpurses zpd fell
monstrosities.

R I
Gareth of Hamilton Tactics,_ and combat A first- hand report
investigates growm techniques of the of ye recent hoo-hah

rumors that Ratmen have famons cllghtmg ek bct\‘tctn the vile

made our once-fine city of the: Reikland

Skavcn -'ll'ld a warband
their home. of Reiklanders.




Greetings. wyrdstonc
hunters, and
welcome to the first
issuc of Town
Cryer! 1 write from
the scriptoriums and
printing press of
Greiss the Younger.
I have wrestled
control of this
venerable institution
fromthe
burghermeister Paulus
the Fat. He has
now been banished
into the Pits of
Etcrnal Hunger,
where no loaf of
bread with bacon is
ever served.

As cach moon
waxes full, I shall
deliver a new issue
of this illustrious
publication for your
wonderment and
delight, discoursing
such bizarre things

as tactics. new rules,
scenarios, painting
tips, and strange
artwork.

To begin with, the
first Town Cryer
will include a
treatisc on the
verminous ratmen
known as Skaven, as
well as a description
of the writing,
illustration and
compiling of the
game of Mordheim.
Finally we will tell
the tale of a great
struggle between
Skaven and warriors
of Reikland (though
the author, Luthor
Wolfenbaum, has a
reputation for being
a rake and agitator,
and his stories

are without

doubt

exaggerated

and fanciful).

Should you have
any comments or
contributions, or if
you are in nced of
a hired sword or a
good suit of armor,
or want to advertise
the fame of your
warband, Town
Cryer welcomes
your submissions
and querics. Write
to the following
address:

Town Cryer,
Games Workshop.
Willow Lane,
Lenton,
Nottingham,

NG7 2WS.




~IN THE DARK

. After.months of development, Mordheim, City

'_Uf the Damned is here. Tuomas Pirinen
cxpl‘uns sornt: of the ideas that h(wc been
expl(}r(,d in its dev clnpment

INTHEBOX . - 8
Graham Davey takes a peek at the f intastic
new miniatures-and scenery, and all the other -
stuffin the Mordheim boxt.d set.

 MORDHEIM AD

e > Shameless advertisement .of this g,t‘(,dt new
47 Games Wi )rkshop game!

WARPHUNTERS 14

[ ¥4 2= ‘ i
at, “‘;ﬁ * So you have bought the game, read the rules
pag

; ~and drooled over the stunning plastics in the

[-'ﬁ‘?'ﬁi"ﬂ‘ _ box: Gareth-Hamilton ‘explains why everyone

4 should collect Skaven, and how to model a
M. warband of these vile Ratmen.

MORDHEIM ARCHITECTURE 18
In-our first of many features on Mordheim
architecture, we take a look at the city ruins
within the. boxed game. .

FINEST OF MEN 20
Brave and disciplined, the soldiers of Reikland
are well versed in the arts of war. Alessio
Cavatore .discusses how to  assemble a
warband of these loyal warriors and the tactics
he uses in the ruins of Mordheim.

' PAINTING YOUR WARBAND = 24
Here are a few hints and tips to help you put
together .and paint - the ‘Mordheim models
included in the boxed game. -

CITY OF NIGHTMARES el
Tuomas Pirinen tells us all about a recent
skirmish pbetween’ the Skaven Manflayers,
commanded by -Mark Bedford, and the
Reiklander: widrband Luthor’s “Looters,

"', captained by Alessio Cavatore.

e
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the Damned is bere. Tuomas Pirinen explains just
what the game is all about.

Who goes there?

Cover up that

lantern, it burts

my eyes! Who am 1,

you ask? I fear I

know not. A long,

long time ago I was

known as a ‘Games

Developer’ but that

was long before my

imprisonment. Now [

am but a nameless

scribe, locked in this cold

tomb, spending wuntold

days in the darkness,

writing down bizarre rules

and describing the diverse and

foul inbabitants of the Cursed

ity. The moon, which never

seems to change, is my only source

of light. And the rats, which sometimes
stray too close, are my only food.

But enough of me and my fate. Why have you come bere? A
seeker of knowledge, are you? Ab, so you would like to know
the tale of Mordbeim, City of the Damned...

Aordfeim

From its humble beginnings in White Dwarf, Mordheim has
grown into a full-blown skirmish game, detailing a period of
time in the history of the Empire when hundreds of small
warbands fought in the streets and alleys of Mordheim.

The concept of publishing rules in progress in the pages of

illustrious magazine was immediately very popular, with
countless warbands springing up in gaming clubs around the
world. Many, many players wrote to me with their own ideas
and suggestions, and many of these have found their way into
the manuscript. The most prominent contributors are
credited in the rulebook itself. Thanks to all of you out there
- without your encouragement and help, this game would
never have seen the light of day.

It was a difficult task to import the atmosphere and evocative
feel into the rules and background text, but I hope that we

L
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A fierce battle ensues when the,

Skaven encounter a Mercenary

warband searching-for. wyrdstonge
k

have done the idea justice. Of course this task was not solely ‘Cﬁf Rufes

on the shoulders of the GW games designers and writers. Mordheim has been designed as a skirmish
system for Warhammer. Its rules detail
many aspects of gaming and
individual interaction between
models, that Warhammer (a
game designed to
represent battles
between armies

The Games Workshop artists, stalwartly led by John Blanche,
created a equally unique atmosphere and style for the
artwork and layout of the Mordheim rulebook. The results
are nothing if not stunning, as I am sure you will agree. Every
single page of the Mordheim book literally oozes with detail,
depth and character, thanks to this brilliant artwork.

rather than small
Barbands ands
bands of Murv biiadieditl
The Mordheim game details eight unique and varied individual ) fizhoten
Warbands for you to command. Each has its own strengths models) lacks. B L) with the
and weaknesses, its unique warriors and special equipment. The rules for Empirc berelt of leadership. =
All have their own motivation to be in the city, but many covet OGS TREE: a great catastrophe came m[ B
the wyrdstone — shards of strange rock that are scattered shooting, and be ‘-J‘ h“B"; metkor h“_"' “{ o=
amongst the ruins, whose allegedly magical properties have hand-to-hand L'h‘;’; _S"“‘dk ‘hcd"“!f 9 —
made it more precious than gold. should still be Mordheim, SomedTo be =
g known evermore as the City of [===
familiar ! ==

the Damned. The devastation
was complete, and the city was
all hut razed to the ground. Yet
this ‘grave disaster was but the
beginning, for amongst the
broken remnants of the city
were found shards of wyrdstone,

The proud Reiklanders, the mighty Middenheimers, and the
rich men of Marienburg have come to the city to claim the
wyrdstone on behalf of their own candidates for the Imperial
throne, while the Witch Hunters of Sigmar have come to the
city to cleanse it from the filth of the heretics and Chaos
worshippers and gain temporal power for their leader, the
Grand Theogonist.

enough for
Warhammer
players, even
though there
is far more
detail and

depth. a strange substance reputed to
Skaven of Clan Eshin have come to gather the wyrdstone for g = Be P
d : s % : e " be strong with magic. The lure
their nefarious purposes, while the Cult of Possessed,
5 . . . of the valuable wyrdstone
followers of Chaos, have claimed the city for their own and =3k S
3 s : 3 7 = brought factions of avaricious
vie for total domination of the city with the devout Sisterhood A
= > : > R : ; : warriors from across the Old
of Sigmar, the last light of sanity in the city. Behind all this : y :
: . P e 5 5 y » World, and the Cm_' of the
looms the mysterious figure of the Shadowlord, Master of the A ;
1 { : Damned became a dark,

Pit and Lord of the Possessed. There should be plenty of
choice amongst the warbands to suit everyone’s taste.

{

bloody battleficld, yiclding =
g wealth and death in
In addition, these warbands may be bolstered by St A 2 A . equal measure.
Hired Swords, ruthless mercenaries who will g 4 s 2
fight for anyone as long as they are paid well
enough! Hired Swords include the
hulking Ogres, skilled Pit
Fighters, enigmatic

Elf Rangers,
and even a
Halfling
Cook!

i
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There
are rules
for intercepted
charges, climbing,
diving charges, new
weapons, armor, and
equipment such as
crosshow pistols, bucklers,
duelling  pistols, ropes and
grappling hooks, and many, many other
things. The book also includes a section of
optional rules, which should serve as an inspiration to those
who like to create their own rules and add-ons for games.

The Campaign section details the procedure for exploring
the ruins of Mordheim, gathering wyrdstone and looking for
rare items at the traders and merchants. It gives details of
serious injuries your warriors can suffer, plus advances and
skills your Heroes can earn as they gain experience.

While the Campaign section of the Mordheim rulebook
details the cursed city and its surroundings in great detail, the
game system itself is flexible enough to be imported into
almost any setting. Those who play Warhammer should find
it relatively easy to use the Mordheim system for staging
skirmish games all over the Old World and beyond. So if you
want to play skirmishes with Lizardmen or Wood Elves,
Mordheim should have plenty to offer to you.

A Freclance Knight cautiously leads a

Middenheim warband into _the ruins of a house.

A
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The AoVefs

It would be wrong not to mention
the tremendous new models which grace

the pages of the Mordheim rulebook. From the Skaven by

Aly Morrison to the Perry twins' Human Mercenaries, from
Gary Morley’s Sisters of Sigmar to Dave Andrew’s Witch
Hunters, the Mordheim miniatures capture the feel and look
of Mordheim perfectly. In fact 1 firmly believe them to be
amongst the very best models ever sculpted for any wargame!

These masterpieces serve another purpose as well — many a
Mordheim Skaven or Vampire has found its way into the
Warhammer armies of the Studio staff.

T fe %uture
Forthcoming Town Cryers will feature plenty of new material
for Mordheim. Without going into too much detail, 1 can
reveal that there will be tactics articles for all the warbands,
new warbands, scenarios, and equipment, as well as new
stories from the twisting streets of Mordheim. All in all,
Mordheim is set to be one of the most strongly supported
games we have released. In fact many players amongst you
have already promised to contribute in this, and you will see
many articles written by people besides your humble scribe.

Go now. The light burts my eyes, and [ hear my captors
approaching. Blow out your lantern quickly, lest they see

you and bind you with chains as well, writing insane babble
for all eternity. Believe me, you do not want to share ny

grim fate. Can you hear their blood-curdling roar echoing
through the catacombs?







Obviously

youll have
spotted by now
that there's a new

The first thing that strikes you about Mordheim, City of the

. Damned, before you've even opcnt.([ the box, is the artwork on the
lld Just take a moment to look at all the weird little details — like

: the warrior with a cat’s head, or the pig in a glass box, or the tarot

game out this o e cards... Geoff Taylor has really outdone himself this time! But let's see

month, and of ' LANCY what's inside.

course therell be

dozens of

-
E—— _ T Be Rufeboof
models and loads X
ok sttcles: Basthe A _ One hundred and seventy-six pages, packed with rules, background, and

more amazing artwork. Here’s i >aks :
reports, and other ore amazing artwork. Here’s how it breaks down

IR S W Y. Rules: This bit covers all you need to know to play a game of Mordheim —
TRV LA s Movement, Shooting, and Close Combat, plus Leadership and Psychology,
But what cxm;y Sy  Using different weapons, armor and other equipment, and finally Magic (look
do you get in out for some tasty spells!).

the box? Grahath * W Warbands: How to go about hiring, arming and equipping your own band of

Davey tears off cut-throat warriors. You can choose from Human Mercenaries, the Cult of the

the shrink— g Possessed, Witch Hunters, the Sisters of Sigmar, Undead, and Skaven, and each
warband has Heroes and Henchmen with their own special abilities and skills.

Campaigns: This part of the book details how to run a series of linked games,
involving a number of players, in which your warbands will gain experience from
fighting battles, earn income, recruit extra warriors, and learn new skills and
spells. There are nine challenging scenarios in which to test your skill and the
might of your warband, plus rules for Hired Swords and special characters who may
fight on your side - for a price.

Matt Nicholls and Nick Davis enjoy a game of Mordheim on Nick's
newly built ruined buildings. See page 20 to find out more about
assembling the card terrain you get in the box.
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Optional Rules: These introduce some slightly more complex rules, which you can use to add an extra
level of detail into your games. There are different Critical Hit tables for different weapons, rules for
mounted warriors, blackpowder weapons and plenty more.

Color Section: This bit contains useful advice on choosing, assembling, and painting
your warband, plus loads of ideas for converting your models. And of course there
are dozens of gorgeous photographs of warbands battling through the ruins
of Mordheim.

Barband KLits

The box contains enough sprues to build eight tough human
Mercenaries (sculpted by Alan and Michael Perry) and ten vicious
Skaven (sculpted by Aly Morrison). These are detailed, multi-
part plastic kits, giving you a huge variety of modeling
options, and are just what you need to get you playing with

two starting warbands. There is also a ‘hairy head’
sprue, which contains (surprise, surprise) hairy,
bearded heads, which can be used to replace

the normal Mercenary heads to represent

Middenheim Mercenaries (it’s got warhammers

and fur cloaks, too), and finally an equipment S

sprue with loads of useful bits that your i;—"\-\S‘

warband can actually purchase when you play '*"_"‘\\‘TT_"““T-'
a campaign — rope, a lantern, extra weapons, ﬁ\dM 5l,mmmiﬂhud

and a spell book, to name just a few.




Alan and Michael:
We  designed  the
Mercenaries to look
like pirates and
brigands. These men
are hardbitten cut-
throats, unlike the
proud regimental
troops of the Empire
armies. We also made a second sprue with wild, bearded
heads, wolf-skin cloaks, and arms wielding warhammers,
which are ideal to represent Mercenaries from
Middenheim (although they mix into other warbands just
as well). Between the two sprues there are twelve different
heads to choose from, and of course the Mercenary kits
are fully compatible with the plastic
Soldiers  of
Empire, so it
is easy to
swap bits
between the
two kits.

Sprues shown at approxi
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The ‘hairy bead’ sprue add

e i

s a whole new range of options to the Mercenary warband.

10




Aly: The plastic Skaven for
the Mordheim game are
designed so they look like
they belong to the sinister
Clan Eshin, with cloaks and
hoods and evil, razor-sharp
blades. I've also included
plenty of the weapons that
you can purchase and equip
your warband with, like throwing stars and
fighting claws. Like the plastic humans, all
the components on the Skaven sprue
are interchangeable with the Warhammer
Regiment of the same race, so you could make
literally thousands of models without using
the same combination of parts twice!

I

The Skaven can be armed with a buge variety of weapons and accessories
(and are completely interchangeable with the plastic Skaven Clanrats Warbammer Regiment).

City RVuins

The game is set amidst the devastated city of
Mordheim, so there are some superb ruined
buildings for your warbands to fight through. The
buildings have full color card walls and floors, with
plastic corner pieces, roofing, windows and
doorways, a ladder and gargoyles! Also hidden
among the card bits are useful Hidden markers and
Wyrdstone counters. Take a look at page 20 where
Nick Davis describes how to get the most from your
Mordheim buildings.

Other Stuff

There is a getting started leaflet which gives you a
basic run-through of the most fundamental rules,
along with construction diagrams for the card
buildings and plastic models that come in the box.

And finally, of course, there are the essential dice
and range rulers.

So that’s what you get in the box. Now check out
the battle report later in this Town Cryer to see how
the game actually works!

Accessory sprue shown at approximately 70% actual size




il

ey T j‘:- _i,"V_a_'bx.i i

A terrible place of nightmarish
ruins, where death awaits in every
shadow. Here hardbitten warriors
stalk through the crumbling palaces
and twisting streets, fighting and
dying for the promise of riches
and fame.




ordheim is a tabletop skirmish game where

the players control rival warbands, battling
each other for supremacy in the dark and
dangerous streets of the ruined city.

Everything you need to start your warband and
fight battles in Mordheim is in this box. There are
two warbands and a whole host of card ruined
buildings so that you can create the ruined streets
of Mordheim. The comprehensive rulebook
describes eight different warbands and a wvast
array of weapons and equipment. There are also
rules for running ongoing Mordheim campaigns
as well as including hired swords and special
characters in your warband.

The Mordheim boxed game contains:

* 10 Skaven * City Ruins

* 8 Human Mercenaries * 6 Dice

* 176 page Rulebook * 2 Range Rulers

Apaifable now for
$5999 US. $8500 CAN.

assembled. Contents and components may vary from those illustrated.

Models supplied unpai
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So you bave bought the game, read the rules and drooled
over the stunning plastics in the box and now you can’t
wait to get started building up your Mordbeim warband.

The first thing you

will need to consider is

which of the eight
warbands listed in the
game you would like to play.
For me the choice was easy;
over the past two years 1 have

been steadily collecting and

building up a Skaven army for

Warhammer, and [ have grown

somewhat attached to these vile, plague

infested ratmen. The chance to expand the

under-empire of the Skaven into the streets of Mordheim
could not be missed. If, due to some particularly unfortunate
genetic defect, you don’t fancy a Skaven warband (who
wouldn’t, with their cute, curly tails and sharp but appealing
teeth), you might want to try a different warband. The human
models included with the game can be used to make either
an eagle-eyed, professional band of Reiklanders or a strong-
as-an-ox band of Middenheimers. If you are still not satisfied
you also have the choice of fanatical Witch Hunters, pious
Sisters of Sigmar, restless Undead, deformed Possessed, or
the wealthy urgers. Whichever warband you decide

to use, you will stand no chance against the Skaven and the
might of the Horned Rat. After all, finding wyrdstone is what
the Skaven do best.

Now that you have wisely chosen to fight with a Skaven
warband, you need to : 1ble it. 1 hope the following
advice will help you in your efforts.

Planning

Before you start to assembl ur warriors, you need to plan
out your warband on paper. This applies to all warbands, not
just Skaven. It is important because you need to know what
weapons and equipment are to be shown on the models. It
will also allow you to develop an effective, cohesive force. If
you assemble your models first and then try to work out your
warband to fit those models, you can be sure you will not
have the funds to buy the equipment you have stuck on your
warriors. And it is almost certain you will have assembled
models with weapons and equipment totally unsuitable for
your tactical preferences. This will result in time-consuming
alterations, that could so easily have been avoided if you had
only put a little bit of planning into the warband before
picking up your modeling knife and glue.

: #2785 s =N
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Being a Treatise on

the Prcscncc of the Skittering Hordes

of Ratmen within the ruins of the Damned City.
nqted scribe of this_ province, Gareth Hamilton.

I have found there are three points you need to consider
when planning the type of warband you would like:

The rtactics you intend to employ.
The models and ‘bits’ you have available.

How you wish your warband to develop in the future.

Tactics

As the main thrust of this article is how to model your
warband, 1 will leave advice on tactics for your warband to
others. I do, however, have a couple of observations to make.
Firstly, 500 Gold Crowns is never enough to buy all that you
would like. Secondly, equipment is very expensive (especially
so for Skaven warbands as they pay premium rates for those
rare but powerful weapons when first starting out).

TBe A)oefs

One of the best things about choosing a Skaven warband is
the range of models you have at your disposal. Not only do
you have those wonderful new plastic Skaven that come with
the game, you also have the plastic Warhammer Clanrat
Regiment boxed set — the designers have cleverly made both
these totally interchangeable with each other. And of course
vou also have a huge range of new and old metal miniatures
from the Warhammer Skaven range to draw from.

The new plastics are bristling with weapons and equipment
ideal for use by your heroes. As an established Skaven player
I had a few unused sprues of Skaven from the Clanrat
Regiment boxed set, so I decided to use the new Mordheim
plastics for my Heroes and use the Skaven Clanrats for my
Henchmen. This had the added benefit of contrasting those
warriors in charge (the Heroes) with those following orders
(the Henchmen), and left me a few extra models for when my
warband develops and changes with newly acquired skills
and weapons and, The Horned One forbid, deaths.

Example: After much saving and searching you finally manage
to equip your Warlock with a brace of warplock pistols — now
a powerful rat indeed. The pistols are lovingly modeled on to
your Warlock. But then disaster — your Warlock gets himself
killed! Do you, in a fit of despair and anger, rip off those
warplock pistols you worked so hard to get? No! You put
aside your loved, but unfortunately deceased, rat in a suitably
reverential place and assemble and paint a new one. Now you
must once more save and search, but this time you have your
model ready for resurrection when you finally roll that
elusive 11.

As I mentioned earlier, having one or two Clanrat sprues will
come in very useful for assembling your Verminkin. It means
you will be able to equip your warband with extra spears and
swords simply by using the Clanrat arms! However, sooner or
later, as your warband grows and acquires more equipment,
you will probably want to use different weapons. Two that 1
think players are most likely to need are clubs and some extra

slings,
50 here are a
few ideas as to what

you can do about it...

Slings: The new Skaven
sprue in the Mordheim
game includes a sling.
This means you can field
two slingers in your start-up
warband. If you want more
slingers then finding mates
that have unused slings is one
solution. If your friends also
have good taste and are collecting
Skaven warbands themselves, then

a simple option is to use a metal
Skavenslave with sling as a Verminkin (or

Just buy more Mordhbeim Skaven! — Fat

Bloke). Although the models are a slightly

different size, this is fine as the Skaven are notoriously varied
in physique, and Verminkin are no different.

Clubs: The easiest thing to do if you want clubs for your
Verminkin is simply to clip the blade

off one of the spears on the Vs ‘
sprue, leaving the '
wooden haft and the

spiky bit on the end

(save the blade in

vour bits box for

future use!). If / _
you want to try / S
a bit of :
modeling,
you can
cut the
club

& . A




from the Mercenary
sprue that you also
get in the box and
glue it to one of
the empty Skaven
hands. And of
course you could
easily buy one
of the Skavenslave
models armed with
clubs. You could
even kill two birds
with one stone and
use the Skavenslave
with sling AND club!
Remember - all the
figures  available  for
Warhammer give you loads
of extra options for
assembling your warband.

Planning afead
So you've worked out your tactics and
have looked at the models you have
available. The final thing to consider
before you draw up your warband is how
you expect particular models to develop. A
little planning for the future could save you a lot of work. For
example, in my warband I would like my leader to be
equipped with weeping blades.

|
WARBAND TYPE AVEN ’

WARBAND RATING
]

TREASURY
Totah xperesee

Mesbers 22—

il Gold crowss
]

R
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Unfortunately, at 75 gold crowns, these are far too expensive
to buy at the start, but by waiting and buying them in the
trading phase of the game, I get them at the knockdown price
of 45 gold crowns. In anticipation of buying these weeping
blades (which come as a pair of poisoned swords) 1 will start
by equipping him with two swords at 20 gold crowns. Now
all 1 have to do, when he is fortunate enough to find the
blades, is to paint some suitable looking venom onto his
swords. If I had equipped him with, say, throwing stars and
spear, I would have had to assemble a completely new model
to represent him when he acquired his weeping blades.

At this point 1 should mention the ‘bits sprue’. This is a
collection of just about all the necessary pieces of equipment
your warband will need. It has ropes, books, hand crossbows,
pistols and throwing knives, all ready just to stick on a model
and paint. Just make sure you leave a suitable place to attach
the item.

Having taken all the above into consideration, my starting
warband is shown below.

Assembfing

One of the best things about the multi-part plastic kits that
are now being produced, is that they allow you to assemble
your figures in a multitude of dramatic poses. 1 was very
pleased with the final look of Cutithroato my Assassin Adept;
he really looks like he knows how to use those swords. As |
wanted my leader to stand out from the other warriors in my
warband, 1 decided he alone would have a cloak.

S —
T —

Astansin Adept

EQUIPMENT
Pagger
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Quick Tip: Cloaks and tails do not always mix. Make sure
when you attach the tail you also leave room for the cloak. It
is also a good idea not to attach the cloak until the model is
painted. It makes the painting a lot easier.

I chose the body and legs with the robes to be my Warlock,
as to me this looked the most ‘wizard-like’. By raising his left
arm [ have left room to attach a warplock pistol to his belt
when funds and fortune allow.

For my Verminkin I have mostly used parts from the Skaven
Clanrat boxed set, although I have attached the slings from
the new Mordheim Skaven sprue and used clubs from some
spare Skavenslaves.

Painting

How I paint Skaven can be found in an earlier edition of
White Dwarf (#230) so 1 shall not repeat it here. The models
for my Mordheim warband were painted in just the same way,
except the color scheme has been slightly changed. To
represent Skaven from Clan Eshin I have chosen a black and
brown color scheme. The only exception is the Warlock
Magikarmi. He was painted in a dirty crimson and brown
scheme, to differentiate him from the other, non-magic using
members of the warband.

One of the advantages of painting a warband with only a few
figures is the time you can spend on each one. I suggest
painting the models one at a time, as opposed to groups of 4-
5 as you would in a Warhammer army. It is also worthwhile
spending a little more time than you would normally on
getting your figures just right. Each figure must stand alone.
Those little blotches and splashes can’t be hidden in the
massed ranks of a regiment.

The final consideration is the base. Don’t make the mistake of
painting your bases in the traditional green, Warhammer
style. (I made this mistake with my Necromunda gang and it
looked terrible amongst the Necromunda terrain). Mordheim
is set in the ruins of a city destroyed by an apocalyptic event

Cutithroato leads his warband through the ruins

and the bases
should reflect this. As
the warbands will be
fighting in the ruined
streets of Mordheim 1
suggest bases painted

to look like rubble or
the broken flagstones

of the street. This was

the effect 1 have used
on my models and is
very easy to achieve.
The paving stones are
simply thick card cut to
the desired shape and
size and then glued onto
the base. For the rubble I
just put some PVA glue
onto the desired areas of the
base and dipped the model
into a mixture of fine sand and
coarse grit. Once dry, 1 first
painted the base with a thin wash of
a Chaos Black/Bestial Brown mix.
Then picked out the stones in Codex
Grey, highlighted by drybrushing
with EIf grey.

Exactly how you decide to model

the bases of your warband will

depend a great deal on the type of terrain you will be fighting
over and the color of your gaming board. But as has been
mentioned many times, good bases can do wonders to your
figures' appearances, so don't ignore them.

Now my warband is complete, it is time to enter the perilous
streets of Mordheim and find that wyrdstone. Other warbands
don’t stand a chance. Remember - finding wyrdstone is what
the Skaven do best. The wyrdstone is mine, do you hear?!

MINE, ALL MINE!

"'.'h"'!
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AodBeim ArcBitecture

LBy Rick SDavis

Mordheim - a once proud city, now nothing but ruins and rubble. In the first of our features on

Mordheim architecture, we take a look at the first sight greeting a newcomer to the City of the

Damned - the Mordheim City Ruins within the boxed game itself...

Nick: Well, I have finally managed to get my hands on the
fantastic Mordheim City Ruin buildings along with the
Mordheim building sprues. Let's see what I can do with them.
Now as you may know I spend a lot of my spare time building
wargaming scenery for my Lizardmen army (WD#232) and
WH40K ruined settlement (WD#234) bartlefields. This is all
made out of cardboard, bits of polystyrene, plastic Gothic
Ruins, garden wire, and sticky tape, all held together by a large
amount of PVA glue! Now I have the chance to build some pre-
cut buildings that come with their own supports in the form of
the Mordheim building sprues. This should be fun...

Now the basic Mordheim ruins, once built, look great by
themselves, but if you just add a few little touches you can
make them hard wearing, durable and that little bit more of an
extra special terrain piece. The first thing I will be doing with
my buildings, as with all my scenery, is basing them. This will
help protect them from the knocks and unfortunate crunches
that befall all wargaming scenery. Plus, I have taken a few little
ideas from my Ruined article (WD#234) — I will be adding
extra pieces of rubble and paving slabs to the bases, so check
out the hints and tips scattered around this article.

A word of advice though before you go ahead and glue

Painting pour plastics
The quickest
and easiest
way to paint
all the
pieces
on the
Mordbeim
building
sprues is
to spray
the
whole
sprue
black
and then paint
the pieces whilst still on the sprue.

Before you glue the pieces onto the card buildings. Just
touch up the areas of chipped paint that are caused by
cutting the pieces off the sprue.

your buildings together — test fit them first! You may
find that you need to do some extra trimming here
and there, with a modeling knife or scissors, to ensure
a snug fit with the plastic building components.,

Well I have a lot to do, so here goes...

Sprue rubbfe

Here's a quick tip straight from Design Manager
Alan Merrett, not glory-hogging GW Modelmaker
Mark Jones as we said in WD #234 (sorry Alan,
be didn't tell us, bonest!). If you clip up the plastic

Pasing sfabs

2 made out of pieces of
3 -" thin cardboard from
i | cereal packets, cut into
: 2x2cm squares.

These squares were then
cut up and rearranged
to give a broken look.

Jrame pieces, it malkes great rubble. You can

The paving slabs are |

also keep any .

interesting bits

of plastic frame
to make broken

support beams.

Above: A spare WH40K Gothic Ruin rubble piece fits in
perfectly with the Mordbeim sprue rubble.

B




Buifding and basing a Aordfeim ruin
Put together your card buildings by following the
instructions in the Getting Started leaflet. If you want your
buildings to last longer, I suggest you glue the plastic pieces
to the card buildings — I used PVA glue for this, I also added
a base for additional stability and because I wanted to add
some extra rubble to the model. This is what I did...

First cut your base to size. You
1 want about a 1 to 2 cm edge
around the building itself to belp
protect it from knocks.

For the base I used thick cardboard
called artboard, but corrugated
cardboard will do just fine. I then
glued some paving slabs to the
[front. I covered the base
with coarse textured
paint, and whilst the
paint was wet I added
some sprue rubble and
small pieces of gravel. Do not
glue the building to the base yet.

.

Paint or spray the base

black. Then once this is
dry, attach the building
to the base wusing PVA
glue. I also attached the
chimney piece, to give the
building a back wall.

You may find that you
bave some small gaps
between the bottom of the
building and the base. I
filled in these gaps with
textured paint, and
when this was dry 1
painted it black as well,

When the black paint is dry, you
; can start painting your base. The
first color I used was Codex Grey,
which I drybrushed over the sprue
rubble and paving slabs.
Painting tip: A quick and casy way to add
paint to a raised, textured area such as our
base is to drybrush it. First, get the paint on i
your brush and then wipe most of it =
off onto a tissue. Then lightly
brush over the area you want
to add color to. The paifnt will
come off on the raised detail,
leaving black in the recesses to
provide shading.

4.-\':;::: drybrush  the
entire  base  with
Snakebite Leather. Go over
the edges of the paving
slabs, the sprue rubble and
up the sides of the
building. Don't worry too
much about keeping this
neat and tidy. Mordbeim
was bit by a big rock so
it is going to be a little
bit dusty...

To finish off your base, give it a

final drybrush of Bubonic Brown.
Again go over the edges of the paving
slabs, the sprue rubble and up the
sides of the building.
Excellent, you have completed your
base. Your building is ready, so go
play some games!

Right: To add
a finishing
touch to your
ruins, paint
the edges and
[folds of the
card in grey or
light brown.
This belps to
tidy up the
piece and
gives it a
more solid

appearance.,




Brave and disciplined, the soldiers of Reikland are

are well versed in the arts of war. Alessio Cavatore

discusses bow to assemble a warband of these loyal
warriors and the tactics be uses in the ruins of Mordbeim.

It's hard to be a

Human warrior in

the Warhammer

World. You will

have to face
opponents that are
physically superior

like Beastmen, and
supernatural creatures
like the Undead, which
attack your mind with
horrifying visions of death. And

that's when you're lucky and don’t run into something that
is both powerful and scary, like the P ssed. Experienced
Heroes may become a challenge for such monstrous foes,
but at the start you will have to rely on your equipment to
save the day.

Mercenaries have the widest and best selection of weapons,
especially missile weapons. This, in my opinion, is the
answer: hit them from afar, before they can get their hands

(claws, pincers, tentacles, whatever...) on you.

When preparing a starting warband for a campaign, it is
always best to begin by buying all the Heroes you can

~daiens,




A warband searches the ruins for the
narc and valuable wyrdstone.

are vital in a campaign, because they directly
influence the number of dice you roll for exploration;
therefore the more Heroes you have, the more wyrdstone
and treasures you will find. They are also useful in locating
rare items and special characters, they get a better selection
of equipment and definitely make better use of their
nce, developing new skills as well as improving their
On top of all this, there is one more point that
makes them better than Henchmen in a campaign; they are
much more resilient. The point is, you see, that a Henchmen
who is ‘taken out’ will be permanently out of the campaign
on a result of a 1 or 2, while a Hero will die only if you roll
a1 on the first dice of your D66. So a Hero has double a
Henchman’s chance of survival..

A Reiklander warband is the best choice if you want to take
advantage of the Mercenaries’ great choice of long-ranged
weapons. Your Marksmen'’s BS of 4 is quite impressive and
will allow you to out-shoot any other starting warband, so
buy all the Marksmen you can afford! 1 normally arm them
with a mixture of crossbows and longbows. If you have a
good line of sight (from an elevated position is best), deploy
vour crossbows there and don't move them too muc
Longbow-armed models have the advantage of being able to
move and shoot, so I normally deploy them on ground level,
where they can move freely and get into better positions,
reacting to the enemy’s movement.

With a bit of luck, your Marksmen will soon get to improve
their BS to 5, and that will make a big difference! For the
same reasons, employing an EIf Ranger is normally a
good idea, because he will contribute to your hail of
arrows and will also help you greatly in the

An Extract from “The Fighting

exploration phase. I really think this pointy-eared fellow is
the most useful hired sword around.

Anyway, having some shooting
makes for a better game, in
which tactics and movement
are critical. If there is
no shooting then many
scenarios simply will end

up with big combats

in the center of

the battlefield.

With
Reiklanders,
my favorite
technique is
to split my

'ﬁ“ Techniques of the Men- of chkland

By master TaCTlClaD. AICSSIO Cavatorc




warband into two groups. The first consists of all

the Marksmen I can afford, led by my Captain. They
will deploy in elevated positions and stay at the
back, moving as little as possible and making good
use of their missile weapons and their high
Ballistic Skill.

Under their covering fire, the second group will advance.
This group will be made of my hand-to-hand specialists,
like my Champions, Youngbloods, and Swordsmen — |
will call them the ‘fighters’. I normally use them to fulfill
the victory conditions if the scenario involves searching
or capturing an area. In a Skirmish or in any other
scenario where victory is achieved by routing the enemy,
I don’t push the fighters too far away from my Marksmen.
In this way the fighters will engage the enemy under the
covering fire of the Marksmen and they can also use the
amazing Leadership of their Captain. With Reiklanders the
Captain’s influence extends to 12" around him — double the
normal range!

If the enemy is clever, his warriors will be advancing towards
my warband staying hidden and using every inch of cover
they can find, until they are in charge distance. And if my

Marksmen are charged, I'm in trouble. They are not too good
at close quarters!

Here I have two alternative tactics. The first one is to keep my

fighters in front of my ksmen, trying to flush the enemy out of

cover, forcing them to come out to engage me, and as a result
expose themselves to my missile fire.

The second alternative is to keep the Marksmen in front, cause as

much damage as possible before they are charged and then
countercharge with my second line. The advantage is that my

fighters will get to charge and will stand a better chance of taking out
their enemies. Of course if all my Marksmen have been butchered, it
could be too late and 1 may have to take a Rout test...
Remember, it is always a good idea to look for Holy Relics!

Skaven: in; the” rojns.







ainting
pour modefs

Here are a few hints and tips that should
help you to put together and paint your
Mordheim models. Of course, this isn’t an
exhaustive list and we’ll be bringing you
even more painting ideas in coming issues.

Preparing to paint
To start with you'll need to glue your models together. Before
you can assemble them, you'll have to remove the plastic
models from their frames with a modeling knife or pair of
clippers. Metal and plastic miniatures may have mould lines
which you should gently remove with a modeling knife or file.
It's worth taking a bit of
time preparing your
miniatures as the end
result will always look
better if you do.

—_—
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T Be unercoat

Before you start painting you must give your model an
undercoat. This is a thin coat of paint onto which you can
easily apply your colors. If you want your models to have lots
of bright color it's best to use a white undercoat and if you
want to use darker tones then use a black undercoat, The
quickest and simplest way to undercoat a model is to use
spray paint.

i

The Skaven on the right was undercoated black first, then dark colors were
painted on top. The Mercenary on the left was undercoated white, which suits
the brighter, more lustrous color scheme.

Bhere to start

Mordheim warbands are made up of warriors who flock to
the city in search of wealth and glory, so your rag tag band of
warriors are unlikely to be wearing uniforms. The models in
your warband don’t all have to be painted in exactly the same

4

|

way, so you can vary the color scheme on each model. For
instance you can paint your first model with red trousers, the
second with a red tunic, the third a red hat, etc. Next paint

blue tunic on the first followed by blue trousers on th

second, and so on. This means that all your models wil
appear to be from the same warband but their clothes wﬂ\{
look less like a uniform. A great example of this is the
Reikland warband shown on the right. What looks to be ¢
fairly random color scheme is simply three colors painted onf
different areas of each model. H

|
5

Top Tip: THin Yown tfe paint

If you use paint straight from the pot, it may obscure
some of the detail on the model, so il's a good idea lo
thin down your paint with a little water first. If the
first coat doesn’t cover the model completely, wait for
it to dry and then paint on a second coat.

Some gamers like to thin down their paint with a
matching color ink, such as Red Ink for Blood Red, as
this makes the original color brighter.

Sfading

Many painters like to add extra depth to a painted model by
adding a bit of shading. One way to do this is to paint the are:
you've chosen a dark color, such as Vomit Brown, then painl
a lighter tone of that
color by mixing in some
Skull White. Make sure
you leave the original
darker color showing in
the recesses of the
model, as the shading.
Another way to add
shading is to wash over
the color you've chosen
with a suitable colored
ink, such as Chestnut Ink
over Vermin Fur or Flesh
Ink over Bronzed Flesh.
The ink flows into the
recesses of the miniature
providing the shading.

Bigffighting

As well as shading the recesses, you can highlight the raised
areas of the model to bring out even more detail. Simply mix
a lighter tone of the color you want to highlight and apply it
to the raised areas of detail on the model. Another way 0
highlight is to drybrush the lighter color onto the model. This
technique is described opposite.

AWing the etaif

The final areas of the model to paint are the weapons, bels
armor plates, and extra equipment such as lanterns and rope.
It's usually easier to paint
belts and straps a dark color
like Bestial Brown or Chaos
Black. Alternatively you could
paint them a contrasting
color. Metallics such as
Mithril Silver and Boltgun
Metal look best when painted
over a black undercoat. Metal
objects can be made to
appear rusty by giving them a
wash of Brown Ink. Highlight
Boltgun Metal with
Chainmail or Mithril Silver to
create keen razor edges to
axes and blades.




This fur cloak was painted with Snakebite Leather and shaded with Chestnut
Ink, The shaded fur cloak was then drybrushed with Vomit Brown.

Srpbrusfing
A quick way to paint textures and raised detail such
as fur, beards, and hair is to drybrush them. Pick a
lighter shade of the base color and wipe away most of
the paint on the brush onto a tissue. Then lightly brush
over the area you want to bighlight. The color in the
brush will come off onto the raised detail. This leaves
the darker color in the recesses, providing shading.
The more you drybrush over the model, the lighter the
model will look. You can also paint armor, weapons,
cloth, faces, and bands in this way.

SQirt and grime

 Battles in Mordheim are normally fought in dirty, burned out
 buildings and muddy streets, so most warriors are usually
covered in a layer of grime and dirt. This means you don’t

Boligun Metal was painted over Chaos Black to make the metalwork on these

- actually need to be too neat when painting your models — a

ittle roughness helps! Use Vermin Fur or Bestial Brown to
apply streaks and splashes of mud to the boots and feet of
your troops.

-

Skaven stand out. The teeth on the throwing star were picked out with Chainmail
and a wash of Brown Ink was used to make the metal look really rusty.

Top Tip: Smooth inf wasfes
Inks can sometimes dry in a blotchy way, but if you add

a drop of dish washing liquid to your ink before painting
it on, it will flow much better.

Vases

If you paint your warband’s bases all the same way, it helps to
make them look more coherent on the battleground. The
simplest way to finish a base is to paint it a suitable color, such
as Vermin Fur, Shadow Grey, or Chaos Black. Bases also look
more impressive if they have some surface texture. Gluing
sand to the top of a base is a quick and easy way to do this but
for Mordheim, cobblestones, and flagstones would look even
more effective. For example, small blobs of modeling putty
pressed onto the base make great stonework. If you are
feeling adventurous you could use textured plasticard
(available from model shops) or even wallpaper that has a
suitable raised pattern on it. Paint and drybrush the texture to
really finish the bases off. Why not add extra detail to the base
such as grass, gravel, rats, skulls, etc.?

Choosing pour cofors

If you look through the different warbands shown in Town
Cryer, you'll soon have lots of ideas for different color
schemes. Feel free to mix and match any of the ideas you see.
Remember, because you have only a few models to paint, you
can really go to town on the detail! Experiment, take some
chances and most importantly, have fun!
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Have I told you tl;cifi

story of my first
battle? No? Great!

.1 Sit down then and
3&4&\:” listen. It was two §
ycars ago. I was young then,
“ stuptd. I had just come from |
Reikland with a couple of lads,
our minds filled with stories . < &
about Mordheim. We were @@ \
convinced that we would be ""‘f?‘ - 8
* rich. A qui‘ck trip to the city,
load up with hoards of
wyrdstone, get out. How wrong
we were! But let me tell you
the whole story of my first

venture into that S13%
of nightmares...
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: A TFrue Account of the recent skirmish between the Skaven Manflayers, commanded by the vile
“/ hark of Bedford, and the-Reiklander warband Luthor's: Looters, captained by Alessio Cavatore

Well, when it came to choosing how to
spend my 500 gold crowns, 1 was mainly
influenced by one important factor — the
models available...

Normally you prepare your warband and
then build the models, but in this case I
had to adapt my warband to the models
that the 'Eavy Metal team had painted at
- the time. First, I picked my five Heroes
Alessio Cavatore 3 then I started to look for Marksmen.

Shooting really is the greatest strength of
Reiklanders and 1 think it's better to build on your strengths
than try to compensate for your weaknesses. Therefore I
made sure that every model with BS4 had a missile weapon,
and I went over the top on my Captain, whose equipment
reached an impressive total cost of 120 crowns! The problem
was that the model was obviously wearing heavy armor and

T e Reiftanders

that's really expensive. Having a
helmet is great to avoid being
stunned and taken out while you
lie on the floor, while duelling
pistols are simply awesome
(better to buy them now when
the warband is starting out, so
that 1 don’t have to roll to find
them at the trading post).

The plan for the fight is simple:
stay back, find a good sniping
position for my Marksmen and
advance just enough to flush
those rats out of cover and into
the open, where I can (hopefully)
shoot them to bits... may Sigmar
be with me!

‘C e SGfaven

Having just finished the design work on
my last Mordheim figure, a Beastman, I
was asked by Paul Sawyer if I would like
to fight a Mordheim ‘Skirmish’ scenario
for a battle report in White Dwarf. I
would be using the Skaven, Alessio
Cavatore the Reiklanders, and we would
be fighting over the superb Studio
Mordheim terrain. Well, who could refuse
an offer like that — time to put down my
sculpting tools and pick up a Mordheim
warband roster and pen.

Mark Bedford

[ have played a few games of Mordheim before, while the
game was going through the rigors of playtesting, and 1 have
recently put together a Skaven warband of my own, ‘The
Black Shields’, for the Studio Mordheim campaign.

The first thing I did was to get together the Studio’s
Mordheim Skaven figures and try to come up with a strategy
to fight against Alessio’s Reiklanders. The superbly painted
Studio models included the plastic Skaven that you get in the
game, sculpted by Aly Morrison, and the fantastic metal
Skaven, by Colin Dixon. In the end I went for a mix of metal
and plastic models. You could quite easily make an entire
warband from just the plastic Skaven, but the metal figures
were far too tempting.

Having sent out my Eshin spies, they returned with
information on the enemy. Reiklanders are disciplined and

brave and are all greatly skilled at shooting. This is reflected
in the special rules of testing on their Captain’s Leadership
within 12" rather than 6", and having +1 to their standard
BS. With this in mind I went for quantity not quality. I needed
a warband with more troops than the Reiklanders so they
could soak up missile fire before taking a Rout test, using
Skaven speed to get into combat quickly. If this worked, I
could hopefully force Alessio’s warband to rake a Rout test
early on in the game.

My warband included an Assassin Adept with fighting claws,
who could mix it up with the best of the Reiklanders. Next,
two Black Skaven armed with flails (if these guys got into
combat it would be messy!),
then a couple of Night
Runners and seven Verminkin
armed with various weapons.

I would use the Verminkin as
a bodyguard for my Adept
and to take the brunt of the
enemy fire, and use the high
movement rate of the Skaven
to close the gap. There would
be no point trying to out-
shoot the Reiklander
warband — I wouldn't stand a
chance. So that was my plan
and I intended rto stick to it...

Assassin Adept Klawful
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“Look at the size of this chunk of

wyrdstone!” Exclaimed young Franz.

“The old man was right. this is a rich areal I told you we could

trust him.” said Klaus.

At these words Luther burst into laughter: “Yeah. sure. I seem to remember you saying

that 1t was all nonsense...”

“No: no, Captain. 1 always thought the drunkard's information was valuable. T just said that all those warnings about

rat-men that he used to spice up his stories were ridiculous” answered the young fighter.

“So you don't believe in... Skaven” Luther paused, filling that last word with a sinister. menacing meaning, “Do you, Franz?”

In the dark alleys of the city. the tales about those evil denizens of the underground scemed much more real than they did in front of the tavern's
fireplace — but the soldicr could not show any sign of fear in front of his comrades, so he straightencd up and rcplic . "Of coursc not! Everybody knows
that those arc all legends, tales to scare children and superstitious old wom...”

Ssshhtukk

The man's words were inicrrup1cd as a barbed, steel t]lrowing star flew a few inches in front of his astonished face and stuck into the wooden wall of
ruined house.

The Reiklanders turned, drawing their weapons, but all t]u:),' saw was a dark, cloaked figurc. scuﬂling away at blindins speed and disappearing into the
shadows.

"Did... did you scc that! It had a.. a.” gaspl:d Franz.

“Tail is the word.” said Luther, grim-faced, “and Morr take me if it didn't look exactly like a rat’'s tail The only problem is that the rat was six fect ull
armed and rather unfriendly... Get ready. men. 1 think we have company!” -
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SutBor's Sooters Gne

Captain Luthor looked out across the ruins, trying to catch a glimpse of the Skaven scum,
Ordering his men to move forward deeper into the ruins, he signalled the Marksmen to take
up positions with good lines of sight. Luthor himself led his second in command, Hans
Krieg, and the newest of his recruits, Franz, toward the nearest of the derelict houses.

With none of the Reiklanders able to see the Skaven, they were unable to fire upon them
and their first turn ended rather quickly.

“Notice my brilliant plan
to deploy all my archers
and crosshowmen on an
upper floor, so they could
pil:k their targets [rccl}'_
Gave them cover as well,
in case the Skaven started
to usc their slings.”

Lanftapers Gne

Following the chittering

commands of the

Master Assassin Klawful, the Skaven prepared to close in on
the man-things as quickly as possible. The sooner the Skaven
reached the humans, the better. Reiklanders were rightfully
feared for the accuracy and deadliness of their Marksmen.

A Marksman takes cover in the ruins.

Klawful himself advanced, protected by two of his Verminkin;,
who he had promised to cut to shreds if they tried to dodge?
any arrows. The Skaven leader and his bodyguards ranf
towards the bridge which connected the ruined building
with a tall, blasted tower.

Using every nook and cranny for cover, the rest of the Back
Stabbas and Night Runner Nikkit, led by Black Skaven Skritt, &
made their way towards the Reiklanders in the middle.

Karl and Klaus move forward, while a Marksman covers their advance

Black Skaven Skratch silently ran headlong towards the enemy, hidden from view by the largest of the ruins. The massive Skaven
had set his eyes on the bowman hiding behind a ruined gate. Licking the spikes of his wicked flail, the Skaven made certain tha
any wounds he caused would become infected.

Meanwhile on the left, the Slitas, eager to get into range
with their slings, headed towards the Reiklanders who
held positions in the temple ruins above.

i

The Slita slingers advance through cover. Klawful and his bodyguard creep through the derelict building.

hmmmmmm TG A G T iy (SR A T e -
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Decath to the trespasser

SutBor's Sooters T wo

Seeing that he was outnumbered, Luthor told his men
to seek cover and get ready to greet the Skaven with a
hail of arrows and crossbow bolts.

Caprain Luthor himself, followed by the Champion
Hans and Youngblood Franz, took cover in a ruined
tlown house. Reading the anxiety and fear in the
youngster's eyes, Luthor decided to give the boy a bit of
encouragement. “Watch me and learn,” said Luthor,
grinning at the trembling youngster, “And if you are
hard pressed, just throw them a bit of cheese — they'll
forget all about you in an instant!” Gripping his spear
tightly, the Youngblood smiled weakly and nodded.

i R = s~ amils e

Skrirt. Nikkit and the Back Stabbas stalk toward the Reiklanders.

The Marksmen took up positions in cover, taking higher
ground where possible to get a clear line of sight to the
enemy with their bows and crossbows. At the end of the turn
the Reiklanders were in excellent positions to snipe at the
advancing Skaven. Now it remained to be seen if that would
be enough to stop them.

One of the Marksmen drew a bead to a Skaven, and fired at
the distant Night Runner, Skarpur. The bolt hit its target,
but it had lost most of its force, and only knocked down
the Skaven.

The Marksman standing near the carousel of skeletal horses
whispered a prayer to Sigmar, and took aim at one of the
Skaven shielding Klawful. His aim was true, and the pitifully
shrieking Skaven fell, skewered by an arrow through its thigh.
Scornfully Klawful trampled and kicked the fallen
Skaven, disgusted that it had only stopped one

arrow before going down.
Khwful watches

“We took cover in the
ruins of an old town
house, and that was
when we saw the Skaven
up close for the first
fime.

Capain Luthor readies his men to face the oncoming Skaven.
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At the beginning of the turn, a
slightly embarrassed Skarpur
clambered to his feet, and climbed
up the makeshift ladder to gain a
better vantage point.

Skratch, continuing his relentless
advance, dashed behind a corner of
the building. Soon the massive
Skaven would be in position to
attack the hated man-things.

The great mass of Verminkin, led by
Black Skaven Skritt, scuttled
forward in the center, taking
shelter in the shattered ruin in the
middle of the table.

Klawful and his remaining Verminkin

jumped down a level in the ruined

building, and headed towards Captain

Luthor and his two men. Klawful felt

confident. In the hidden arena of the

Clan Eshin in Cathay he had defeated six

armed slaves in one combat. With fighting claws on he
knew he had no equal.

Meanwhile on the Skaven left, the wily slingers of the
Slitas henchman group ducked into the cover of a ruined
building, and advanced stealthily towards the bowmen
sheltering in the ruins above. One of the Slitas slingers
sent two stones towards the bowman hiding behind the
statue, but the shots clattered against the gruesome
sculpture and bounced off harmlessly. The other slinger
moved closer to the humans, in hope of getting within
short range for his weapon (slings can shoot twice per
turn if within 9").

T

“I have to hand it to the
Skaven scum - they know how
to attack. They used every
possible scrap of cover, and
closed in on my lads as quickly
as thl:)' could.”

hmmm“..w.m VIO . TG IRTTOTS i\t TS AT ETT e . | BT
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Sutfor's Sooters ‘Thiree

Captain Luthor, followed by Hans and Franz, hurried up a
ladder to stop the advance of Klawful. “Now is our chance,
boy,” said Luthor to the Youngblood and pointed at Klawful,
“See that rat prancing around with iron claws? I bet he’s the
leader. If we take him out, the rest will run!”

After assessing the battlefield situation, Karl ran toward his
Captain’s position while ordering Klaus to go and back up the
Marksman on the far side of the temple.

A USRS Tty WRFE Y,

Skarpur clambers up the ladder to gain a better view of the Reiklanders’ positions.

Luthor drew his exquisite duelling pistol, and took aim at the
Verminkin shielding Klawful, but despite his skill with the
weapon and the gun's excellent construction, the shot
missed, and the lead bullet whizzed past the Skaven.

The Marksman huddling behind the statue took a deep
breath and aimed towards the ratmen. His aim was true, but
the arrow only grazed the shoulder of a Skaven slinger. The
other Marksmen fared no better, and actually failed to hit a
single Skaven! Alessio shook his head in disbelief; his much-
raunted Marksmen, the pride of Reikland, had let him down.
Now the Skaven were getting dangerously close.

“That young Franz

was a brave lad,

facing off against

the Skaven leader
like that”

Franz readies himself for the oncoming Skaven attack.
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Manflapers Three

Bounding forward with incredible speed, Klawful
the Assassin closed in on the hapless Youngblood
Franz, eager to cut the human to shreds. Skritt and
Nikkit ran toward the Reiklander Captain and his
companions, ready to attack next turn.

Meanwhile, below; Black Skaven Skritt ran up the
ladder, ready to smash the life from the Mercenary
Captain with his fearsome flail. Behind him the
Verminkin fanned out, taking cover where they
could, heading towards the scattered Reiklander
Marksmen all around the table.

Once in range, the Slita slingers let fly with their
slingshots, and one of the missiles hit a bowman
hiding behind the statue. He went down
screaming, his ribs cracked by the stone.

= x

i missing the Slita slinger. the m:

In the middle of the bridge, the Youngblood and

Assassin met. Easily avoiding the clumsy thrust of Franz's spear, Klawful
jumped high into the air and descended with a hail of blows, his fighting
claws glinting in the darkness. “You are mine-mine!” skittered the
Assassin. The Youngblood stood his ground on the bridge for a moment,
and then, with dozens of cuts criss-crossing his chest, he fell down to the
street below, flailing his arms miserably. Klawful turned his glance
towards the remaining man-things, and took up a fighting stance.

A et £ i -'.\'
From the safety of cover. the crossbowman selects his next target. Franz is taken out and falls from the walkway to the floor below

SutBor's Sooters Aour

Shouting a warning, Champion Hans, his halberd raised high, charged the Black Skaven who was about to attack the Reiklander
Caprain from behind.

Fearing that the approaching Skaven would overrun the Reiklander positions, Youngblood Klaus moved to lend support to the
Marksmen, hard-pressed as they were by the Skaven slingers. The Champion Karl ran into the melee raging around the building
where his Captain was.

All the Marksmen of the warband shot at the fast-closing Skaven, but not a single arrow hit. Luthor muttered
something about cutting the wages of his men if their accuracy did not improve. Determined to show
his incompetent men how it should be done, Luthor drew his duelling pistol, and took careful aim at the
approaching Klawful...




Fire from above
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The Reiklander Captain’s lead shot struck home with
savage force and Klawful was duly pitched from the
bridge into the streets below. (At this point Alessio had
rolled 6 to hit and 6 to wound, which meant he had
caused a critical hit. A further roll of 6 meant he had
caused 2 Wounds with no armor saves allowed)

In the hand-to-hand combat phase, Champion Hans,
brought his halberd down on the Black Skaven. Skritt
tried to dodge, but the heavy blade struck him on the
chest, stunning him.

[ el e = == ek

Aanflapers Four

Groaning, the Black Skaven Skritt started to recover
his senses, and rolled over, but the Champion Hans
was poised above him, ready to take him out with
his halberd.

Seeing the Assassin shot down, and his mind filled
with visions of taking over the warband, one of the
Verminkin of the Cuttas charged Captain Luthor.

Skratch saw his chance and with a bounding leap he
charged the Marksman huddling behind the ruined
gateway. Now was time to exact vengeance for all those
arrows the man had shot towards him.

After shooting down the Skaven leader, Luthor readies himself for combat.

- Night Runner Nikkit raced ahead of the Verminkin,
and drawing his sword he prepared to take on the sword-armed Champion Klaus, who had interposed himself between his
leader and the approaching Skaven.

Night Runner Skarpur did not fare as well. Trying to impress his fellow Skaven he jumped down from the bridge, only to stumble
and fall, managing to stun himself, much to the amusement of his fellow Skaven.

In the hand-to-hand combat phase, Hans hacked at the fallen Skritt
with his halberd, taking the Skaven out of the game (a warrior
attacking an opponent who is knocked down only needs to wound
his opponent in order to take him out).

"Always keep an cye on
where the enemy 1s.
Sometimes you forgct and the
next Ihing you know _you're
b]ccding all over the plac:."

Skratch sncaks up on the Marksman from bchind and...

Meanwhile Luthor parried the clumsy blow of the Verminkin, and
attacked, duelling pistol blazing. It was to no avail however, as Luthor
completely missed his opponent.

The combat between Skratch and the Marksman did not last as long. The
Skaven’s whirling flail drew a blurred arc in the air, and before the
hapless Marksman had a chance to react, it hit him full in the face. The
Reiklander went down, his face covered in blood, with the Black Skaven
standing triumphantly over him, spinning his weapon in the air.
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SutBor's Sooters Aive

The Champion Hans, having finished the
Black Skaven Skritt, fearlessly jumped
from the bridge to help his struggling
companion Karl.

Klaus moved back towards the closing
Skaven, but despite his eagerness he was
not close enough to attack.

The Marksmen let loose once again. The
first bowman managed to hit one of the
Slitas, but failed to wound. However his
companion shot dead the Black Skaven
Skratch who had taken down a
Crossbowman in the previous turn.

Screaming the battlecry of Reikland, Hans
made a successful diving charge (Alessio
made his Initiative test, and gained +1
Strength and +1 to hit for this turn). The
pole of his halberd struck hard as he
descended, and the Skaven was knocked
down. Klaus and the Verminkin were more
equally matched. Both of them managed to
hit their opponent, only to have their
blows parried.

The fighting around the derelict town house becomes even more frantic.

On the bridge the Verminkin and Captain

Luthor continued their struggle. Despite the best efforts of both
warriors, neither side managed to even hit their opponent.
Sweating, each warrior sought to find an opening in the defense
of his opponent, and they circled each other warily.

In the big melee under the bridge where Luthor and the
Verminkin fought, things were going the way of the Reiklanders
for the moment - the fight was now between Hans, Klaus, and
Night Runner Nikkit. But the sword-armed Vermin were closing
in fast.

Klaus readies himself to face a Skaven warrior in vicious close combat.

Manffapers ALive

All over the battlefield, the last of the Verminkin raced to
join the melee. One of the Verminkin drew his curved blade
and crashed through a rotten windowframe to charge Hans
Krieg, who was desperately fending off another Skaven.

The Slitas slingers, now in ideal range for their weapons,
sent four stones at the bowman standing by the skeleul
carousel. One of them hit the poor man full in the face and
took him out of the game.

In the battle between Champion Hans and the Night
Runner, and Verminkin, Hans was struck by a sword and
Onc of the Slita slingers moves through the building's knocked down, leaving Karl to face the Skaven alone. His
ruins to get in closc cnough to use his weapon. sword stroke gutted the Night Runner Nikkit, taking out the
Skaven, but things were looking bad for the Reiklanders.
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Alessio began his sixth turn by taking his Rout test, which he proceeded to fail...
Seeing that his warband had taken quite a pounding, and that there were still plenty of Skaven left, Luthor recalled the words
of his old fencing instructor: “Discretion is the better part of valor.” With these words of wisdom in his mind, Luthor bellowed

“Retreat!” at the top of his lungs. Dragging their wounded with them, the Reiklanders fled, leaving this section of Mordheim for
the victorious Skaven to plunder. The skirmish was over.

“T've never forgotten that Skaven on the
bridge. No matter how hard I tried, I
just couldnt land a single blow. I'm sure
he must have become the leader amongst
his murderous kin, if he was not
poisoned, stabbed from behind, or
strangled by one of his rivals. In the end,
1t was better to retreat while my warband was more
or less intact. Forget pride in Mordheim, boy. The
strects are strewn with the corpses of proud men.”

o




Cit}’ of the Damned

Unlike Warhammer. if yolu

are playing a campaign a-

game of Mordheim is not over

after the battle itself. You need to

find out ' what long-term injuries your

warriors have suffered, whether they

have gained enough experience to warrant

an advance in their characteristics or a new

skill. and finally vou determine what the
warbands find in the ruins of Mordheim.

The first thing to work out was what injuries the

taken out must roll on a Serious Injury table tol
see the extent of damage he has suffered. In the!
case of Heroes a player must roll D66, and
\ Consult a table which tells whether they have
g™ suffered a serious injurv. are dead or have
P " < luckily survived without scratch.

LR

Difficult decisions to be made

warbands had suffered. Any warrior who ist,

L

o - 5

oo Mark's Night Runner Nikkit suffered horrible
4 + scars, and would cause Fear from now on, and
:“ * his Black Skaven Skritt had been hit in the head
|,'-¢.,'$ RN®. r;t_t_l'u.:r hard - from now on this Skaven would be
S |\ .. affected by Frenzy. The other Black Skaven had
ey | _:C%" suffered a hand injury, which would reduce his
- fng WS. by 1. Klawful himself escaped withou
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‘&:‘ Of Alessio’s Heroes, only the braye Youngblood

iy Franz, who had faced Klawful, had been taken
7y . out. He suffered a leg injury which woull
! reduced his Movement by 1 from now on.

afad
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“1 can. sce you!”

With Henchmen, things are simpler. Simply rol
D6 for each one taken out of action, and ona
roll. of 1-2, they are either dead, criticalh
wounded, or fed up with the warband and
leave. As it turned out, all of Alessio’s men
survived without an injury. and only one o
Mark’s Verminkin was lost.

Only one of Alessio’s Champions. Hans, had
carned enough experience to gain an advance
Alessio rolled 11. which meant that his
Champion had gained a skill. After much
deliberation, Alessio chose the Crushing Blow
skill for his Champion, giving him +1 Strength
in close combat.

v

R )
/_¥ Then it was time to explore the city. This mean
~+ai that each playver could roll a D6 for each of his

(' heroes that survived the batile and was not
# taken out. Only one of Mark’s Heroes had
survived, but as winner of the game, Mark’s
Skaven were allowed to roll an extra dice. Even
so the Skaven only managed to find one shard
! of wyrdstone!

The Reiklanders fared better. Alessio still had
four of his heroes at the end of the game. which
meant that he could roll four dice. He rolled 2.
. 2. 2, and 3. which meant that he found 2 shards
I"'.' of wyrdstone — but this was not all. Any time you
‘roll doubles. triples. etc.. in the exploration
phase, vour warriors have stumbled across
something interesting in the ruins. In this case
' Alessio had found a ruined smithy, and after 2
further roll he discovered two halberds in the
rubble. Even though he had lost the game
Alessio had probably gained more from
the battle!




“ SutBor's consofation...”

but what a
game it was! It was very
entertaining and  full _af 4
little  ¢pisodes  whi y
ranged in tone from cpicyo.™
comic. | particularly lmLH 5
the duel on the bridge. A‘[
first there was the tragic
scene when my Youngblood
Franz was chopped t
picces by the Assassin anGEy
his broken body fell lmlh\‘
the bridge. Then there was
the slow motion movement of Captain Luthor
aiming his duelling pistol at the black-clad Ade :jfﬁ
with both warbands holding their breath... and”
finally the detonation: 6 to hit, followed by a6 to
wound and a 6 on the Critical table... Taken out! [t~
was a master shot! Got him right between the eyes!,

I'd lost, great

Alessio Cavatore

— &
also liked the diving charge of my deadly: =
Champion Hans, but that wasn’t as good as thé’
perfect sneak attack performed by the flail-armed
Black Skaven against my crossbowman. What a
blow! That triggered an amusing chain reaction,
with my archer avenging his comrade and taking
out the Black Skaven, only to be hit in the face by
adeadly slingshot. At that point it would have been,
great to eliminate the slinger, but the game cndcd
and it was time to determine the outcome. i

I found two shards of wyrdstone and an
abandoned smithy (and among the scrap metal
there were two halberds in perfect condition!), -

and also gained a lot of experience (and a new skill

for my Champion!). The only drawback was lh‘u;?ﬁa
the Youngblood who fell from the bridge obviously /...
broke his leg very badly and from now on w |II~rj/
move about as fast as a Dwarf! ko

Pity, but the overall result saw my warband quite
improved by the tough experience of this fight. Not  +%
too bad for a lost game, but that's one of the best [
points in Mordheim — often, even if you lose, you
end up quite I1.1p]n W h.ll. mm(, can \UH .tsk !mm
a game?! i

%
.4

“arpstone mine-mine”

What a great game! ¥

Victory was mine and

the Reiklanders ran @
from the battlefield to-
tend their wounds. The ~%
battle had a little (ﬂr\’
everything. It was a very 2.

close game that could have
gone either way — Alessio is
a good general and it is a;
hard thing to beat him.
Mark Bedford My :\ss:isi‘in Adept. wags
overeager to get to grips . &
with the enemy — he dispatched the Youngblood k"
on the bridge with ease, only to be lLft in a very
vulnerable position with all the enemy’s firépower=-
trained on him. With areas of terrain thdt restrict
movement in some way, you should have a plan-in
your head as to who moves first. 1 could have ser
the Verminkin across the bridge first, but if he b
failed to take out the Youngblood, or even warse!
got himself killed, then my Adept would still hav
been shot at by the Reikland Captain, one of the ™
Reiklanders would not have been taken out and 1
would not have gained the experience points.

Another part of the battle that made me smile was | |
when the Black Skaven managed to work his way ; i
around to where the Reikland crossbowman wa \ i"
hidden, and introduce him to the blunt vntlm

Mr. Flail, only to be shot down by a longbow vt 7

who was then removed from action by a hml f‘

rocks from my Verminkin slinger (what goes ;'\ N
around comes around, eh?). N .
After the battle, we rolled to see if our warbands L
had gained any new skills, what injuries had beéel S

received and the number of wyrdstone shards thaty ‘
had been found. Even though 1 won the i‘).ll];k f .l L
Alessio found more wyrdstone, gained more_ 8
experience and even found a smithy — so no one .
went home disappointed!

Plans for my warband include adding a Rat Ogre
and an extra Verminkin, but to afford to hire them,
Y ‘Hk‘lvun will have to go back into the city..

b
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SIGMAR IS STILL WITH US!

Fear not, for the Sisters of Sigmar survive. At this very
moment our High Matriarch, Bertha Bestraufrung is
organizing our Sisters so that they may cleanse our beloved
city of the foul followers of dark gods.

FINEST HALFLING
COOK SOUGHT

Lord Smythe is looking to
employ a Halfling Cook for
appetizers during his journey
through the wastes of
Mordheim. Culinary trials
will be held at the Headless
Hog tavern on Backertag,

Madam Archeosst

Reader of the mystical
Tarot. Speaker with the
dead. Meet me when
Morrslieb is full, at the
sign of the Fish.

YE BOOK SALE

Captain Kurt Whitebeard of
the Middenheim warband the
White Wolves offers you the
chance to own a unique
collection of tomes,
manuscripts and books.
Come visit our stall at

Griffon Gate,

SEEKING
EMPLOYMENT

Onc Eyed Teddy M'grue, ex-

pit fighter, looking for work.
Highly experienced. Own
weapons. Anything considered.
Contact me behind the Red
Wolf tavern.

SCRIBE REQUIRED

Needed to record the
heroic feats of Baron Hal
Kreiglitz, on his imminent
arrival in Mordheim.
The ability to usc a

sword and pen an advantage.

FOR SALE
OR TRADE

Johann's Emporium has
the following goods for
sale or trade.

Large iron kettle, big sword,
Dwarf blunderbuss, glass cye.
pike, rusty axe, cod, pick,
anvil. jewelled dagger. lucky
charm, bucket, and spade.

Why not call in at ye olde
gate keeper's cottage.

FOR HIRE

Mandred the Jester. 10 years

experience. Expert Juggler.
Trickster, Joke Teller, and
Tracker. Registered at the
Fools Guild.

COFFIN

Sylvanian Merchant requires
coffin for family bercavement.
Must be durable and made of
the finest rosewood.

Contact Boris Badenov at the
Inn of the Red Moon.

‘BLACK ARROW'
Marksman of the
highest quality.

‘One shot - one kill’
Lodged at the
Red Wolf tavern.

URGENTLY
NEEDED

The Inn of the Red Moon

requires an inflatable Pig's
Bladder for recreational sport.

“The Heralds of
Free Trade

of Marienburg, arc currently
sccking new Henchmen.

Good rates of pay.

Trials to be held at the
Lord Forte Royal Tavern
on Bezahltag.

warband from the fair city state

T
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YOUREND IS
UPON YOU!

Your pitiful lives arc at an
end. Mordheim is but the
first to suffer at our will.
Soon more of your so called
Great Cities of the West
shall fall. The weak Princes
of your pitiful Empire are no
match against the awesome
power of our Lords.

T T T Ty [T s I T Ty

OBITUARIES

Eric Leferve. Killed by a Huge

Rock from the hcavens.

Kurt Wilheim, loyal friend and
henchman. Will be greatly
missed by the lads of the White
Wolves warband.

Arturo Martini. Wasn't afraid of
heights. Should have been.

Margeritte Marcoussis of the
Sisterhood. Split in two by a
Dwarf Axec.

Ludwig von Hausen, formally of
“The Arisen’. Died from blood
poisoning.

Eva Licbermann. Killed by falling

masonry.

Unidentified Skaven corpse found
by Luthor's Looters in the ruins,

Count Gruber welcomes his new
henchman Kurt Wilheim to

his retinuc.

]




A

W

WARHAMMER

RRIOR

)

Warhammer Warriors is the new, fast-paced action game, by none other than Rick
Priestley! We freed Rick from the clutches of the Black Library to have a chat with
him about his latest brain-child... OK Rick, what's it all about?

ell, this is of course a
battle game, but it is
4 game which has no dice
noy models, and in which

cach battle lasts berween
ten and rwenty minutes! In
the game, vou ger o be

heroes  of
0D ThMD,

fight a one-on-one combat

one of the

Warhammer and
AFEEMNSE OO ol VOHAE st
hated foes. Evervthing is
resolved wusing  just the
books, and the
action is plaved out urn by

Warrior

turn, with cool illustrations
showing each plaver what
is happening o him as the

fight goes on. So, if you

choose  to shoot  vour
opponent, with a bit of luck
vou'll see a picture of your
cncmy being hit = and he’ll
see a picture of you firing

vor gl D!

Keep that up for a few turns
and vou'll spon have a very
dead opponent! O course,
he will be trving very hard o
do the same o you! May the
best man win!

~

EXAMPLE OF PLAY

KAL JERICO vs CAPT. LEONATOS

Ding, ding! Seconds out! TURN 1

In the very first turn of any battle bath
players must choose to either Move or
Shoot.

Kal: After studying his character sheet,
Kal chooses a Move action, and goes for
Biuff, number 20,

Leonatos: Typically, Lecnatos chooses
the direct approach and Shoots his bolt
pistol, number 21.

Once both players are ready they
simuttaneously call out their
- action and its number

Ral: ‘Biulf, 20°
Leo: 'Shoot. 21/

Action: Kal turns 1o page 21 (Leonatos’s
chosen action), and looks up number 20
{his own action) on the combat grid.

This tells Kal to turn lo page 27, where he
sees Leonatos firing his bolt pistol. Guip,

— - Leonalos has
got a shot in!
Bui has he hit
Kal, or did
Kal's Biluff
work?

Meanwhile
Leonatos turns
to page 20
(Kal's action)

‘page 19,

and looks up numbear 21 (his own action)
on the grid. This tells Leonatos to turn o

BLOFF!

Cursas! He
sees Kal
distracting him
with a cunning
biuff! Leonatos
has now fired
one of his !
shots for the
game, without | |~
hitting Kal!

Hesults: |he players now read out the
results box to each other - telling them
what choice of actions they each have
next turn, Because Kal successfully
bluffed Leonatos, he hears ‘Feeling lucky
punk? You can Attack, Defend, Mowve or
Shoot’ — Kal has the full list of actions to
choose from next turm! Leonatos,
howaever, cannot shoot next turn as he..

JEed Tr P whdrad i ia Jhy Boak Vi L6y mow ATTALK, [REFEND) o MOVE




PLAYING ¢
THE GAME...

Each Warrior book has two
main components — the book
iselfl and a character sheet.
The book tells vou about the
warrior, and shows whar he
can do in graphic battle
pictures. The character sheet
lists all the moves vour warrior
can make. Mot all warriors
have the same list of actions or

skills. Fach warrior has a

unigue fighting style, and whia
works for one character is not
necessarily good for another.
Kal Jerico, for example, s a
slippery customer, bur quine

CAPTAIN LEONATOS |

sy o put on the fowsr If'!.-'l‘.lLl
can pin him down, Leonatos is
as hard a5 mails but not as agile

as Kal. You'll spon see that
Warhammer Wirrors is easy oo

play, but tricky 1o master!

At the st of & new game, the
first thing you do is swap
warrior  books  with  your
oppancat, whilst keeping your
rown character sheet. So, if yvou
are plaving Kal and your foe is
Leonatos, v will be !l.“n'lkil‘lﬂ
at what horrors vou are doing
e Leonatos, and he will see
what he is dolng to you!

Whar follows might seem
complicated. but once you get
the hang of it, it's easy — cach
i is resolved by calling our a

PICTURE:
you see whal your
opponent is daing.

RESULT BOX
f’gm&dm fo your

opponent — this fells
hirm what he can

number, and turning a few
pages o see what happens! in

£ AExt i,

1. Choose an action
Each pliver chooses a single
action from his character sheet
Actions arc split inpo Attacking,
Mowving, Defending, or
Shooting. You will see that cach
actican has a page number

each tm, the players
simultaneously  follow  this  When vou have both decided
SEUENCE: what you want w do, both

playcrs should simultancousky
call o their actions and their
page numbers.

2. Turn the page

In the book vou are holding,

you now fick to the page that
your opponent called out.

Leonatos: Chooses to Move, calling
‘Chargs, 19",

Action: Kal turns to page 19, looks up 2,
which tells him to turn to page 1. Turning
to page 1, Kal sees he has scored a hit =

up 19, which telis

him to turn to:
page 5. There, he sees Kal Jerico making
a deadly Sabre Thrust. Drat! Kal's just
too slippery by far — he won't be
smiling when my chainsword rips his
head off in & minute!

Results: Kal tells Leonatos he can Defend
or Move next turn. Leonatos reads out his

results box, telling Kal he can Attack,
Defend, or Move next turm.,

TIME OUT ! OK wea'll break from the
example here just to commeant on the

action so far. Things haven't started
very well for Caplain Leonatos. Firstly,

©  ed

For Kal, everything's rosy! His biuff
fooled Leonatos info wasting a shot
and then he managed to close and
stab the Space Marine with his sabre!
MNow Lannains i= an the dafansive, ha
can only Defend ar Move, whilst Kal
can Atlack, Defend, or Move. Kal must
now choose whether la press his
advantage and keep attacking or fry
sometfing more craffy, perhaps
backing off ta shoot with s laspistol,




3. The Combat Grid

The page is split into furee
SEeUTICH S ol glnl at the
I-:-|1_ |'||-:_r||r-:' in the |:|11||||1_'
results hox ar the bortom
Ignore all but the comibar a.;rui
For mvo

Look up the number of the
action YOU called out on the from those he is moww allooeed
combat grid. i ke

1. Turn the page again THE WIN BONLUS

Mext o your number on ||'|I.'

W WARIIAMMER s
b game ends when one of the ARRIO

warriors is down o fero | ",
wounds — he is the loser! The
winner gets o choose a bonus
fromm bis characier sheer, This
is a permanent addition, and
WiNLE I'I:hl' l\.II"I'II.' To VOLEr Chnc g

might be an éxtra type of

5. The results box attack, defense, or move, or

even some extra wounds

combat grid will be another
Iil.JFllth'l - |].||h ||..I."" Yol 'a'ulll':ll
page 1o look up next, Tam o
this page. On that page. look at
the picture: it shows yvou what

Mo readd our whiar it savs in the
results box ar the bomom of the So there vou  have it

page. This redls YOur oppondene Warkammer Warriors! Fast and
what he can (and cinnot) do fyrous, play anywhere battles,
next tarn, If your attack has Ihe first releases are Kal lerico
worked well, for example, vour ind Leonatos. followed by
opponent may only be allowed Ephrael Stem, Sister of ||.:|_r||::
o dlefenl pesy wom Khiirn the Hetraver (and he is ] i
The actions you have made REALLY hard}, an Eldar Exarch |
may reguire some record amcd a Tyranid Warrior, Each A mmmm . =
keeping — noting down how warrior has his (or her or its!) | 4

own unigue skilks and abiliries,

many shots vou have fired,
how many wounds you have
left and so o,

S0 Rk '|'|i” IH ll'::l'u'u'l'l 1||'|'||||:|1'|"'¢ (L]
work oul the best sirategies
and mowves, Who knows, we
6. The end of the turn might even do a series based
Ihat’s the end of the mm. A on Warhammer banle heroes

new turn stans with cach o, Imagine Malus Darkblade a ‘ -

plover choosing 2 new action versus Gorrek the Trollslayer!

Ler BATTLE COMMENCE

Leonatos: Having been wounded
he chooses 1o defend himseil
with & Parry (which he can only
do three times per battle). He
calls out ‘Parry, 11", E

Kal: Decides to follow up his
sabre thrust with another attack,
He calls out “Wild Swing, 3"

Action: Kal turns to page 11, and looks up number 3. This
tells him o furn to page 9, where he sees Leonatos parrying
his wild swing. Leonatos turns to page 3, looks up 11, and
turns to page 6. Kal is making a wild swing at him!

Results: Leonatos has seen off the

" assault, and can attack, defend or

R ‘,,.'-. F move next turn. Kal, however, can
only attack next turn. Looks like

Kal might mot have it all his

r own way from now on. He is

y «
3 up close and personal with a
+| very angry Space Marine... NI.Y [ WU ACH

wall leave it there, shall wa!

-

[ WILE SWING '_l
e, ey,

- y | Onwy $6.00 CAN. Each :




Eldar Farseer
Designed by Mike Moloy

Eldar Shining Spear Exarch

Designed by Gany Mordey & fes Goodwin

o
o

e

At
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g

armored focs.

The Farseer (s an HQ wnir and is guite capable of
looking gfter himself in_fight, especially if he is
armed With @ singing spear (the weapon the mode!
is carpying). Give him a bodyguard of Warfocks and
e coerr dne oy dlurererouy o il Dork Kin cowncerpoar
an Archon. However @ Farseer's most vitad role on
the baetlefield is weilizing his special powers o
enhance and aid the army he is leading
One of the most usgfid Farseer powers is ‘Guide'
wirich alfows a sguad within 6" to re-rodl any missed
shooting to hic rolls, Try giving him a squed of
Cuardigns to ace ay a bodyguard, and yow'll find
that re-rofling missed hits is very gffective at
stopping an enerpy assalt in ies racks, i vou are

Sighting against a Space Marine army you could

alwagys place hifm next (o a squad of Dark Reapers...

The Shining Spear Exvarch comes with cwo differens weapon options,
One is @ laser lance o match ohe rest of the squad. or you can
exchange the lance for a power weapon, viral against well-

Nor onfy is the Shinfng Spear Evarch an even more highly skilled
Sleheer than the Aspect Warriors that he leads — he can also be given
the ‘Skillful Rider' power, which aflows the entire squad o ignore the
effects of difficuir rerrain
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Ork Specialists in Warhammer 40,000
By Andy Chambers

Ork Oddbuys are individuals wilh an affini A particular fi
LIl i ?u ke ".I'Itli:; rLIvi:l = wilh &n dfll'lrlll'f ]ur a particular field of expertise. Ork warbands require these L §
DYkl (o T s g EI? within their society. Mekboyz are good with machinery, Slavers keep the

ad Doks deal with the, er, medical side. Here for your edification and entertainment

s the lowdown on Ork Oddboyz.

EUTRANSMITEED: . ..... 00 oncnes Appelor V1T
| RECEWED: ... dsvoinn .. ... Geopeman Prime
‘ (. DESTINATION: ... .. e Mars
¢ E SO L
TELEPATHIC DUCT: .......

BEF:-. ..o tahe E=

AEITHOR: o et s vonvr = -
WEITLE= Sy o
THOUCHT FOR THE DAY: . “Know thy foc”

Sirs, I have completed these reports as an addendum to my previous

treatise on genetic predetcrmination evideaced by the Orkoid races.

Where possible | have used direct ohservation, with additional live

shservation and exotopies of capturcd specimens to extablish the
£ ety of the imformaticn this report contains. However, i many

instances | have heen forced to wse archive information o fill in

2 fuller picture of the castes’ speciic capabilitics and sctivities, and
L. where this is the casc such isformation his been apnotated
sccording to source.

Within the Orkoid specics. some 97% of the dominant Orks’ are
warriors, pure and simple A fraction of the warrior caste - some
3 depending on the current circumstnces of the group under
gheervation [Cross el AdMech/T5242000CW for further details
on this subject) are motivated coough to become MNobz or even
fight their way up to the pinnscle of Ork socicty Warboss (pote:
for the parposes of this report the wartiors are considered a8 3
scparate caste which incorporates both the nobles or Mobz’ and
lords or “Warbosses). The Nobz and Warbosses lead the Orks s
hattle, tell them where 1o camp and who to amack. and in general
excreme what passcs for law and order in Ork socicty

i However, there are numcrous other tasks which peed attending to

P within cven such a simple group dynamic. Injured warniors peed to
be remaved from the battlefield and repaircd. new weapons and o
constant sepply of ammumtion peeds 1o be manufactured, freshly
captured slaves put 1o work, and so forth These are essential tasks.
wital roles in Ork society in which the warrior casic appears ta
have absolutely po interest whatsaever.

However, cach pew geserstion of Orks includes 3 proportion of
individuals who arc deeply, indecd obscssively imterested in these
duties. As Ork warriors are unable to fathom how anyone could
find isterest in, for cxample. regularly beating slves or fixing a
damaged vehicle rather than fighning, they refer to these individuals
a5 "Oddbuyz. As noted m my prior frestise, the traits of Oddboyz
appeat 1o be genetically engineered into their genc-strands to ensure
that their society remains viable
=5

. . Astropath-terminus Metaron
. AdMech/ 0115242005/ GW
Cenetor-Major Lukas Anzion
. Chapter XVIIE Specific observed traits and skills of known Ork caste members

This genetic programming is apparcatly far from consistent, a8
different warbands and tribes costain widely varying proportions of
Oddboyz, and some of the types arc rare of completely abseat m 4
certain reported Ork enclives. "

Mose: this imformation i glessed [rom combat feparts of the XXlst Koorar
Imperial  Guard Regemen: o Octaries (el AM/SELI9IT4R29/WI/ORI),
ohservations of Biclogis-Major Yetrhers within the Terhis secior (el AM/BIL
7300862/ X AST2IN) and the disssction of remeants of the space hulk Seylla
{rcf  AMITLASEI00R5,/ PO FLAL)

T T

ORKOID SUBSPECIES
CASTE TYPE A: Ork Medics

Orkus Anzion Butcherus .
(colloquially known as ‘Mad Deoks. ‘Bad Dioks’, or Painboyz’)

OVERVIEW: From 2 homan perspective, the most irightening of 3
Ok Oddboyz are without doubt the ‘Mad Doks’ Alse known as '8
Bid Doks or Painboyz, these individuals are the closest thing the
Ovks have to medics or surgeons. They demonstrate a decp and %
shiding intercst in pain, how ciceturcs of all sorts work, what makes |
them function and, more interestingly to a Mid Dok, what level"58
ol damage or privition makes them stop functioning,

The saturil codurame and comstitution of Orks is legendary. they 0
fecl little pain from wounds and heal from any but crippling

injirics in an amazingly short perind of fime However, ouniy
observations indicate that enly the most badly inured Orks would §
willingly allow 2 Mad Dok anywhere near them. Most Orks valy 8
end up on ‘d slab’ (an Ork term for the rusty, steel work table
most Had Doks strap their victim/paticots ton) if they have been
rendered unconscious by their wounds or, with surprising frequency.
an umexpected crack on the back of the head from the Mad Dok
or one of his Gretchin assstants.

= - S =
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. Owee the patient has been rendered completely insensible (or, a3 the
. Doks have been heard to sy, “made komfortable), often by repeated
blows or paisoning, the Dok will set to work. Shrapncl is dug out,
tourmiquers. and bandsges applied to stem bleeding, wounds are
crudely stitched or stapled shut. amputations {oftcn  wonecessary
ones) are performed. Whea the Dok has subilized his patieat, he
will start the serious busincss of liguring oul what experimental
- procedures to try out Mad Doks appear to cxperiment constantly
| with transplanting limbs, organs and even brains, with varying levels
of success (for specific iformation on this subject, el Biologis
files AM/93143417315/ XB/D665-1021 and. if access can be gained
to them, autopey files XL-XXXVI of De Xenos Mileficoram). I
bhas been surmiscd that this cxperimentation is cogendered by 2
\ genetically implasted desire 1o Jearn anatomy in 1 practical semse and
test the parameters of the Mad Dok's capabilities

Mid Doks appear to be mast interested in tcating new bionic limbs
and teplacements which are comswrecied with the assistance of
Ork Engincer (members of anather caste. see later) Ork bioics.
like most Ork artifacts, tend towards the crude but effective and.
for those without 3 workiog kmowledge of Ork physiclogy. n
sppears incredible that an Ock can survive the implantation of
devices which are commonly riveted onto Elesh or balted imte bonc
Orks have been obscrved to use 4 vast range of bionic rcplacement
B parts, more thao any other race barring our own brethren of the
Adeptus Mechanicus

[ Orkond  bionic arms and legs rowtmely incorporaic exirs spibes,
¥ blades or buili-in weaposs, presumably to compensate the patient
§ for the inconvenicnce of the limb scizisg uvp or behaving in 2
& findom and uncontrolled fashion at times. Bionic eyes are often built
out of gun sights or sensors scavenged from the bartleficld The
| pimnacle of 3 Mad Dok's efforts is to create functional ‘Cyborks.
[ 20 unholy mating of Ork iod machine (rel files 998-1002).

| APPEARANCE: Mad Doks arc commonly scen suripped 1o the
b waist, with blood—ciked hands and wearing 3 filthy lesther or camvas
" aproa covered in bloodstains und small chunks of viscera. Some Mad
Doks have lights aed leas-like conifaptions strapped o their
forchead (likely a5 am affectation copicd from human medical
persannel). Mad Doks arc usually armed with some form of slugga
[s heavy pistol of Ok design) ind an assortment of unsterilized
{and commonly rusty) bosesaws. drills, flenching keives. and

..-’Eé‘ syringes. They are psmally sccompanied by 2 small group of Grqchm

= i

chisels. mallets, and so forth.

s ou T it - = sl s - g 2l ;) ]
glaves. tefemred o a8 ‘orderlics’, carrying bandages. exina scalpels’ 2

BATTLEFIELD ROLE: Mad Doks bave been observed

accompanying the Wirbosses bodyguard i batile, and repairing

injured Orks so that they can rejoin the fighting. A Mid Dok will

figha ferncinusly m combat like amy Ok, but always with an cye

yowards claiming any fallen Orks as his ‘patients’ after the barle

m

ORKOID SUBSPECIES
CASTE TYPE B: Ork Engineers

Orkus Anzion Mechanicus
{colloguially keown 15 ‘Mickboyz, Mckanisks. Meks. ar
'Spanncrboyz’)

OVERVIEW: Any race of warriors, however sell-sufficiest and
dursble (as all Orks arc) still nccds waaposs. smmunition. war
machines, and so on, if they are not going to fight their oppaneats
with spears and rocks

It should be poted thar Orks have been reported 35 fighting with
primitive weapoary when out of sopplies — for examples see
regimental histories of the Armageddon XXXVIIIth tank regiment
ot Tartarus on Armageddon and the VII Cadian regiment at Hera's
Gate on Ryra

Mikhoyz are the cagimeers 2nd mechanics of the Ork race. As such.
Mcks reflect the energetic and persistent approach of their race.
Experimentation. inquisitivencss. 3 refusal to be disheartened by 8
fuilure and. most of all. a determination to bsh the parts together o
uotil they fit, are the keys to the Meks' success. :

Meks are highly intuitive inpovators rather than wamed icchnicians
and 28 such they tend to work on instinct pather than by following
s baarned path of physics snd pure scicace Although 3 Mek's
uyedersianding al techeology in the l:l:ll!\'\tlﬂiﬂl:l-l-l- sense lics somewhere
between crude and on-existent, he is capable of producing highly
clfective and complex machines ranging from guns and vehicles. up
1o spaceships and Gargants. Often the inspiration for Mek's latest
creation will be somecthing he sw oo a battlefield or found amidst 1§
the ruins of some captared city.

Meks appear to prefer innovating and customizing mechanisms (o
unique and individualistic ways sathet than careful planning. imitation
and controlled expeniment. Indeed it is usually the case that 3 Mek
cannot produce exactly the same thing morc than once 501
particularly cifective shoota might be built, but the Mck will have
no idea of how to reproduce It let alone remder it foncrional [
muss—manufacture, This Jeads 1o Ork warbsnds being equipped with
2 wildly varied sclection of weapons. vehicles, and wargear,
kustomized 2 Meks would esy. Everything has 2 tendency 1o be
‘hustom’ buile. Tt is also worthy of pote thit a number of Ork
artifacts appear incapable of maintsining their [wnctions when sot
being operated by an Ovk. or even more commanly, by the Mekboy
that created them. This is discussed in more detail wnder the heading
of the “Anzion Theorem ol Orkoid  Mechamorphic  Resonant
Kinctics' in Chapter XIX.

Meks make usc of vast numbers of shives - bath Grots and captive
alien races — to perform the feiching, carrying. and arducus tasks of
copstruction while they oversee the project in hand Meks will make
constsat kustom’ modifications  which are often  sccmingly
contradictory of ponsensical to the owtsider {cf. confessions of
liberated prisoners 10/ B9 A-Z) No Mek s interested in
mass production of identical items - such tedious activities are left
io subserviemt rices which arc ferced 1o mapafacture goods s




this article will inspire you to think a bit more about your Oddboyz. How you make them stand out from ’rhe
ﬂgrpr?-::gl.ffor Zrample. and hFclaw yynu mark out their Grot assistants from more commeon slaves. What klnu:ffs cft r:vaﬁeg?r
should they have? If you have Oddboyz in your warband, how does that effect the wargear you choose for j ] rj 2
and the Warboss? If you have lois of Meks then kustom weapons and mega armor are the way m. ga, if y-abu h:\;e a :
Doks then you might want to invest in more bioniks. Even what you call your wargear should really refgr ack to {.?up-_
Oddboyz - after all isn't it more fun for your Warboss to have Dok Hakbuicha's I":-TKS Extra-kil?IyTbILD-nlkl arEﬁﬂu; tﬁe
Krushkul's sooper-delux blister blasta instead of a plain and boring bionik arm or kustom shoota? Take a look over

=

&

)

in the hands of the Mcks anyway, once the warriors have driven
them to destruction and worn them out with constant use snd lack
of maistenance. When such ap item is brought for repair, its owner
15 unlikely 1o see it in the same state again. In the cowrse of fixing
it. the Mcks will be wnable to resist the urge to make 1 few
modifications spd kustom jobs w ihc thing before giving it back.

APPEARANCE: Mcks are comparatively casy to identily by
their heavily custommed weaposry and the wide selection of
wrenches, spanncrs, and other tools they carry. They are often
equipped with 2 backpack gencrator or fuel tanks for 1 cutting
torch or welding kit. with attendist welding mask or goggles.
Meks may be accompanicd by a gaggle of Cretchin “oilers’, slave-
assistints bearing extrs tools, spare parts and devices which the
Mek his silvaged.

BATTLEFIELD ROLE: Meks sccompany  the Wirbosses'
bodyguard or eccasionally lead groups of apprentice Mekboyz
armed with burnis [Ork-made cutting torches which doable up a5
flamethrowers and hand-to-hand weapons) Mcks will perform
battleficld repairs 1o vehicles and artillery. and lend fire suppors
‘ising their own kustom weapons (i 2 side note, combat feports
of the XXIst Koarar lmperial Guard Regiment indicate that as

many of 1006 of the Mckboy casualtses were victims of sccidents
.,

misfires from their own ovesclurged weapoary)l After the
fighting is over Meks scour the bantleficld and place their mark
on any wrecked vehicles or captured cquipmest thar piques their
interest, Such prizes are disassembled liter and the Mck will
poader how they may be reassembled and improved,

R Sianan e e ]

- ORKOID SUBSPECIES

CASTE TYPE C: Ork Slavemaster

Orkvs Anzion Oppressus
{colloquially koown as ‘Slavers', "Whips', or Runtherds)

OVERVIEW: Slaves form a vital part of Orkoid society. They
harvest  and prepare food, clan and  service cquipment,
manufacture Weapons and ammunition, and have been observed
being wsed as ‘emergency rations' when times sre hard Once
Orks have defeated all the warriors on 2 world, they take the
temaining population s slaves and force them 1o work, often
simply letting them continue working in their orsginal tasks for

new masters. Slavers’ are the smiall proportion of Orks whe

are actually interested in beating slives with & purpose, and
turning them into a valuable commodity as 2 warkforce Most

B Orks react wifl off-hand Brutality to any sort of defapce from

Grots or conquered aliens, Slavers appear to see defiant slaves

a5 a challenge to be ground down or climipated,

¥ allow them to die of starvation or thirst simply because he

Orks have 1 reputation for inflicting terrible cruclty wpon
conquered peoples. My studies indicate that this in fact stems
from the Ork’s natural hardiness rather than any conscious
ittempt at oppression. An Ork may beat 3 slave to desth or

page for lpads of cool Oddboyz conversions.

“tribute m their k masters. ' ri:;m pu-da usually :;d up

docso’t know (or care) that the slave is incapable of surviving

the same punishment an Ork can bear without complsint or
distress. I understand that this 15 why Orks often refer 1o their
slaves a5 Runts’, becawse 10 an Ork that's exactly what they
are. Slivers, on the other hand, understand the limitations of
Grots and alicns all ton well Judging from the sccousts of
cx-shves, Slivers cven attempt to learn slien Linguages and
culture so that they can recognize how to push their subjects
to the very limits of their endurance without killing them

Slavers keep their charges working until they are ready to drop,
they train them to perform tasks with speed and agility {if not
enthusiasm) and catch any that attempt to escape. They take
real delight in their work. which is not to imply that they arc
sadistic. only cruelly cfficient. The lish is applicd only as
ncccssary fo get the work dome and not one jot more
Individusls which prove 1o be completely untamable are either
killed quickly or wsed in gladistorial pit fighting if they're
dangerous enough. Slavers seem o have 2 patronizing affection
for their charges. To wse 1 human analogy. Slavers appear 1o
sce themselves as harsh but fair parcats to wayward and often
ungrateful childeen

APPEARANCE: Shvers can be recognized by the hoods.
goggles. or musks which cover their faces and protect their eyes
(ene of the few truly vulnerable spots on an Ork) from being
damaged by their charges Long robes are also commonly worn
with a variety of ropes. nooses. nets, whips, and manacles
carried on a heavy bels, They arc often armed with a catchpale
- a long pole with spring loaded pws suitable for pmning down
recaleitrant slaves. Many Slavers have been  observed using
specially trained beasts for “herding” slaves and running dows
those who attempt escape.

BATTLEFIELD ROLE: In battle Slavers keep eontral of mobs
of armed Gretchin slaves These are used to deaw encmy fire,
detonate minefliclds. and clear a path through difficelt terrain
for the warriors (alicns are normally viewed a5 too valuable to
cxpend a3 cannon—{odder in this fashion). They also oversee the
Gretchin crews of artillery batteries to make sure they maintain i H:

a steady rate of fire and do not flce from their weapons. during
the battle.




~ “Lie back
an’ say
aaaargh!”

vy Dok Iﬂmgfang

METHODS OfF DESTRUCTICN § FILE CONCLUISHENS

HISTORY §ESNSESI Gl TRIHES AND HIERARCHY | LOCATIONS

“And thus began my time amongst that hulking race of green-skinned brutes that are
known as Oks. That | survived at all is a miracle, for of all the sentient alien races
I have had the misfortune to meet, the Orks are the most callovs and uwnfeeling,
Actually, unfecling is the wrong term, for it implies a cerfain cool disdain, an
altogether too intellectual trait for an Ork. Mo, rather than being unfeeling the Orks
lack any degree of empathy. that ability commen to most intelligent creatures to
understand another's suffering. Nowhere 1s this lack of empathy more apparent than
amongst the practitioners of what passes for medicine amongst the Orks - the
‘Oddboyz’ known as Painboyz or Docs. | had the dubious pleasure of meeting one
of the most ferocious and deranged of the followers of this ‘art’, a certain Ork known
as Mad Doc Grotsnik. A terrible accident (which 1 was later to hear was brought
about by a Dreadnought of his own creation) and subsequent surgery by his own
Gretchin assistants had readered Crotsnik quite mad. and prone to carrying out the
most outlandish and extreme experiments on his unfortunate ‘patients. However, as
Crotsnik was under the personal protection of Warlord Ghazghkhull Thrakka. none
dared refuse him or harm him in any way. The first time 1 met Grotsaik he was in
the middle of performing his infamous ‘Squig Brain Transplant” on one such victim.
I must admit | fainted dead away at the sight. but over the coming months I was to
be hardened to the barbaric ways of the Orks. Nooetheless, it never ceased to amaze
me that none of the Orks ever showed the sl.islﬂcﬂ sympith}r for the victims of
Crotsniks surgery. and rather scemed to find the results a source of great amusement

and hilarity..”

Extract {rom “Ten Years of Green Hell,
or My Time Amongst the Orks’ by leldan Seccru.

%,
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“You dunno "ow easy
you got-if. Dere’s plenny

wover runtsoo’d hill for-
7" a chance fo get on dis
chain gang.
Nah MOUE ITI”

Orglub da Slaver




4% a gruig SMear,

b left as m dey'll be

built, it’s very, very killy, boss. Ihl shou
da llnﬂlllllarrtl" Now jus' look at da [ill{lll"

on dat...
These two Makboy conversions are by Stuart Witler. Both have been

oonvartad from Gorkamorka Meks, one carmying & kustom foroe field and the M ““g* m'mm ‘\‘
other armed with a kustorm mega blasta 7 3 "kl.pl h .

The Spannartoyz from the Gorkamorka range make perfact Warhammer 40K Meks Gorkamorka special character modsel
without any nead lor conversion. All models from the Gorkamoska range are Margrub Worrzag also makas an
guasable the i Mail Oirclar deal kekboy fio n kA
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-~ AND What better way to let everyone know abhout the limited
- THEY elllllnn Space Marine Captain than to hold a special
SHALL Painting contest amongst our Staff!
= T3
_ AR “Dirty” Steve Fuller ¢
Heretic »

Dan Sprietzer
“ Blood Ange

4  Shawn Chavis

Fallen Dark Angel van Lougheed

Mentor Legion |

4 Ed Phillips |
Dark Angel &

Lance Kandler » o5,
Dark Angel .

Sean Bullough
Black Templar*

Anthony Gamble
. * Angels of
“{ Absolution

Mike Radcliff »
White Panther




K - —
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iﬂ'?;-_‘"i{\
John Andrew LI |-

Dark Angel »

&
Tim Huckelbery
Dragonslayers
Chapter

% Brad Morin
Arbite Judge

The US Sales and Mail
Order Staff jumped at
the chance to paint up
one of the new Space

Marine Captains, Check
out the myriad paint

schemes and conversion
ideas our staff churned
out. So which one is

your favorite? a Daniel Perez

Aurora Chapter

Space Marine Captain in

specially marked boxed
Warhammer 40,000 games. ACTUAL SIZE
Because we had so

Available this Holiday Season ONLY!
_ ; = many models to show

OVEr just two pages,
we had to show them

a little smaller than
normal, At left is the
Space Marine Captain
at ACTUAL SIZE!

ArADHAMMED

“ Rick Smith
Black Templar




Step up for some spooky gaming excitement in October!
Battle against hordes of skeletons, ambling zombies, and
bloodthirsty Vampire Counts!

Big Worlds i
oo Comlcs & More oo o

Comics & More ops
be that one is Ectober be ) n and check out all the
\

972-245-0968 Texas i big stab you mever heard
1 d full of 12 r' i vy Famatics, That's Aordheim cxci b Worlds L More will
ng that they have stores like Big i W v addition 1« [
Worlds Comics & Cards around! together & fantastic Mordheim league! .
fll gel your army started; Big Worlds Comics & Cands ;
; i Big Worlds Comics & More

% & 1.-|..r'.1|'||n|a under the sun that we Gurren
3 ¢ almost guarantesd o fnd that blister, boxed set, Carrolton, Texas
or came that you've been itching to-pick up. 972-245-0968

Onge you've got your army logether s time
Ito start battling it out on th le-top! Every

e
So much
excitement

that it'll stop
you dead in
your tracks!
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Tue 1999 Rogue Traner Summer Barrie Tour

Check out all the fun that took place on the Rogue
Trader Summer Battle Tour. For the gritty details
check out pages 98 and 99 in this White Dwarf!

.:?"‘"’I ~
A

store near you!

Be on the lookout for next
year’s Summer Battle Tour
coming to a Rogue Trader

HO8UE TRADER

When's the
Summer Battle
Tour coming 1o

your siore?

Every year it
gets a little
higger. and next
year we hope to
take the battle
from coast to
coasi!!!

HOW TO GET IN
TOUGH WITH US

Do you frequent a
store that you
think should he
featured in White
Dwarl magazineg? If
0, drop us a ling
and let us know.

Wirite 1o us al:
Games Workshop
Aflentian. Eague Trader
G121 Baymeadew Drive
Glen Burmie, MO 71060

Im Canaga wWrite e

Games Workshop
Atteniion: Rogee Trader
1645 Bomiil Read Unit 11

MissisEauga, Bniario
13T 183




GCAMES WORKSHOP

FIND OUT WHAT WE’RE ALL ABOUT!

Whether you've just picked up your first issue of White Dwarf or you're a vetaran hob-
byist, our Games Workshop. retail stores have sc}r'm:rr"inl.j for you. Qur Stores offer
demonstratibn games to anyone interested in getting started in the Hobby and all you
have to do is walk in the doors of the Gameas Workshop Hobby Center nearest you, If
you've never tned one of our games before, then a demonstration battle is just what -
you need to show you how exciting the Hobby can be. For those of you who have tried
one of them out; utilize our expert staff to | .rlp you get started in the next game yQu
wish 1o tackle.

PAINTING AND
SCENERY LESSONS

Games W{iukslmp Hobby Centers
aren't just about carrying the vast
and expansive line of our minia
tures and games. They're staffed =
with some of the most dedicated
hobbyists we could find who exhib-
it a great wealth of knowledge akin to the greal techpriests of Mars. All
you have to do is stop by and ask our expeart team members about all
your hobby needs, like painting tips or scenery-building advice, If you
want it, they'll help you figure it out .

They'll guide you along the path 1o devel-
oping the skills you need to thoroughly
enjay the Hobby. Bul what is there laft to
do once you complete painting your
army? Each Hobby Center hosa:‘.}.-'eleran
Mights, whare people can bring n their
own painted battleforces and test their tal-
.ents as a general against ather hobbyists
. in their arca. So whal are you waiting for? - 53 e ¥ 4
Visit the Hpbby Center nearest you today! has demonstration - |
2 T of the many

e e ]
ll(DBBY C()llNE{ - l’Al\TTIN(: ARMIES

NMhite Dwarl will bring nuhhf TIFI from our

- an army
with

s Just plain old practice  More you ;_n.:n nt, the TaE
- Dave Husser, Frankiin Mi g
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e | Games Workshop Hobby Centers are popping up all over tne
y| placel Don't believe us, just check the list below for a list of all the
| stores we have in North America. If there isn't a store near you

| now, chances are there will be one soon!

M ————— —

CANADIAN STORES

ALBERTA
SUMRIDCE MALL
2525 36th Streel, #2384
Calgary, AB T1¥ 5T4
(403} 590-7731
ANGISWAY GARDEN MALL
109 Princess Elizabeth St
Edmonton, AB T5G JAS
(780) 474-T166
WEST EDMONTON MALL
BBR2 170th Straet
Edmonton, AR T5T 412
L) Sb6-330E
BRITISH COLUMBIA
METROTOWN CENTRE
S4E00 Kingsway
Bumnaby, BC V5H 4.2
(604) 435-0111
YVICTORIA
625 Johnson Sireet
Vicioria, BC VBW 1M5
{€50) 367-1499
PARK ROYAL
SHOPPING CENTRE
2010 Park Royal South
West Vencouvar, BGVTT 234
(604) 825-3440

ONTARIO
MAFPLEVIEW SHOFPING CENTRE
800 Maple Ave, #A4-45
Burlingion, ON L7528
{805) 624-2101

WHITE OAKS MALL
1105 Wellington Rd. 5.
London, ON NBE 1V4
(519 668-3713
BAYSHORE SHOPPING CENTRE
100 Bayshore Dr. Unit T-59
Mepean, ON K28 8CG1
(613) 721-0604
SOUARE ONE
SHOPPING CENTRE
100 City Centre Drive
Mississauga, ON L5B 2C9
(805} 281-B695
SCARBOROUCH TOWN CENTRE
300 Boraugh Drive. #808
Scarborough, OMN M1P 4F5
(416) 290-0041

EATON CENTRE
218 Yonge Straat
Toronta, OM M5B 2H6
(416) 97 7-4683

UNITED STATES STORES
CALIFORNIA
GLENDALE GALLERIA
2148 Glendale Gafleria, #D-5

Glendale, CA 91210
(818) 242-4433

CONNECTICUT
WESTFARMS MALL
500 Westiarms Road
Farminglon, CT 08032
(8560) 521-2280

ILLINGIS
CURMEE MILLS MALL
6170 Grand Avanue
Gurnes, IL 60031
(847) BEE-08R5
RANDHURST CEMTER
999 Elmhurst Road, #3030
Mi. Prospect, IL 60056
(B4T) T97-3957
MARYLAND
ANMNAPOLIS HARBOUR CENTER
2455 Solomon's [sland Road
Annapolis, MD 21401
(410) 571-6222
GLEN BURMNIE HEADGQUARTERS
6721 Baymeadow Diive
Glen Burnie, MD 21060
410) 520-B675
ST CHARLES TOWNE CENTER
11110 Mall Clrcle
Waldard, MD 20603
{301) B45-4749
THE AVENUE AT
WHITE MARSH
B137-AZ Huneygo Boulevard
White Marsh, MD 21236
(410) 933-2008

MICHICAN
CREAT LAKES CROSSING
4340 Baldwin Road, Suite 722
Aubum Hills, MI 48326
(248} 454-7708
FAIRLANE TOWN CENTER
" 18900 Michigan Ave, #203
"~ Dearbom, Mi 48126
1-800-492-8820

TWELYLE OAKS MALL
27500 Movi Road, #283
Mowl, M| 48377
1-800-492-8820
NEW ]EESEY

CHERRY HILL MALL

2000 Route 38, #1200

Cherry Hill, NJ 08002
(B56) 6A3-3303

NEW YORK
WALDEN GALLERIA MALL
1 Galleria Drive, #F217
Cheektowaga, NY 14225
{716) 651-8440

CREENWICH VILLAGE

o

54 East 8th Strest
Mew York, NY 10003
(212) DE2-6314
ORTH CAROLINA
COMNCORD MILLS
8111 Concord Mils Bivd,, #422
Concond, NC 28027
T04-979-1333
PENNSYLVANIA
FRANMKLIN MILLS MALL
18593 Franklin Mills Circla, #121
Philadelphia, PA 15154
(215) 501-0230
M, TEXAS
KATY MILLS
5000 Katy Mills Circle. #140
Katy, TX 77484
1-B00-492-8820
VIRGINIA
POTOMAC MILLS MALL
2700 Potomac Mills Cirgle, #164
Woodbridge, VA 22102
{703} 492-4555
SPRINCFIELD MALL
Hi85 Springteeld Mal
Springfield, VA 22150
{703) 718-9300
WASHINGTON
SUPERMALL OF THE GREAT NW
1101 Supermall Way, 4358
Aubum, WA 28001
{253) 288-3904
ALDERWOOD MALL
000 184th Streat SW., #2378
Lyninwood, WA 98037 1
{425) B4(-51585




RUNNERS-UP

As always, tons of people showed up and entered their models into the Golden Demon Competition. Just one lap
around the contest tables was all it ok o witness some of the talent present at the event. Unfortunately, not
everyone could walk away with a trophy, but certainly everyvone left the competition a winner! Over the next few
pages. take a moment to view some of the other great miniatures thai were on display at Games Day 1999, Thanks
to all who submitted an entry into the competition for allowing us to check out the creative genius that enters into
vour painting. We look forward to the next year’s Golden Demon to see what new concoction will grace the tables,
and our eves, in what 15 always a fantastic turnout.

e 41 Tony Ordona
Warhammer Single Miniature
Terradon with Skink Riders

¥ Greg Smalling
Warhammer 40,000 Vehicle
Rhino for the Space Marine Chapter Lamentars

Steve Smith v

Warhammer 40,000 Single Miniature
Adeptus Mechanicus, Technomagus Dieter Stahilgeist

¥ Eric Roof
Open Competition
Celastial Sons Commander

Steve Jensen v
Warhammer 40,000 Single Miniature
Arch Confessor




“OLDEN DEMON:

4 Sean Deitrick
Warhammer 40,000 Squad
Dark Angels Command Squad

* Victor Hardy
Warhammer 40,000
Single Miniature
Dark Confessor

¥ Peter Underwood
Open Competition
Slaanesh Daemon War Host
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X ::‘;{'H;i JEN DEMON-

]

; | * John Shaffer
l Slaves to Darkness
|

Daemon Prince of Khorne

¥ Glenn Harris
Open Competition
Bloed Dragon Vampire Lord
Mounted on a

Winged Nightmare

4 Douglas Hahn
Warhammer 40,000 Single Minlature
Warp Spider Phoenix Lord

¥ Mark Mosler
Warhammer 40,000 Squad

Chaos Lord of Khorne with

Retinue and lcon Bearer




4 Matthew Boles
Open Competition
Underwater Tyranid Attack

A Drew Williams
Battle Scene
Grot Ambition

* Bryan Shaw
Battle Scene
Bilood Angel Victory




by Mark Joncs

Mark is a long standing
member of the "Eavy
Metal team, and is
mainly responsible for
producing the
wonderful scenery
pieces you see in
White Dwarf and our
army books.

You can see plenty of
his work in Town Cryer,
as Mark was
responsible for lots of
the Mordheim terrain.
Mark maintains ithat
the more bizarre and
frightening elements of
the Mordhelm scenery
were all part of his
brief, and are in no way
a reflection of his
mental state.

While we were painting
up armies for Codex
Eldar, Mark was
inspired by the flurry of
eldritch activity to
create this fantastic
conversion. He's very
kindly allowed it to be
added to our Biel-Tan
army,; but has warned
us that he might want
to steal it back, as he
is thinking about
entering it into the
Open Competition at
the U.K. Golden

Demon.

Because of the vagaries
of warp travel and
magazine publishing,
by the time you read
this, anyone going to
the LK. Games Day
will already know if

he won!

Welcome to 'Eavy Metal Masterclass, an
irregular series of articles, where we
intend to unlock the darkest secrets of
painting and modeling. This month we
look at Mark Jones' wonderful Eldar Wave
Serpent conversion.

The Wave Serpent is an Eldar transport
vehicle, which mounts twin shuriken
cannons o provide fearsome covering fire
for the squad it carries. Games Workshop
doesn't currently produce a model kit for
the Wave Serpent, so Mark decided to do a
conversion based on the Falcon Grav Tank
kit. As Inspiration, Mark used several
illustrations of Wave Serpents, Tim
Adcock’s Cpic 40,000 model, and he also
had a chat with model kit supremo |es
Coodwin, The rest is down to Mark's own
fevered imagination. Take it away, Mark

Before Construction...

Mark: If you are going to attempt this
conversion, you should read through the
whole article once to get an overview,
before starting each secrion. This Is not a
particularly difficult model to make, but |1
would recommend that only more
experienced modelers have a go ar It.

I've listed a number of tools and marerials
wihich you will find useful when constructing
the Wave Serpent, but you may be able to
siibstitute some of them for other
equipment you have at hand. Remember,
this is a guide o the model | made - feel
free to experiment and try your own ideas.

Wa\re Serpe nt Templates

Hl x4

Permission fo phofacopy f

Turret pieces

H2 x 10

Hull pleces

H3 x
10

H4
x 10

\

Trli x 1

Transport pieces

T2

- |

Tr2
x1

WAVE SERPENT

By Mark Jones. Fainted in the colors al the Bied-Ta

n Craftworld.







the already stiking green and
white color scheme (check out
the Aspects of War Eldar article

teatured in this White E:Iwart far

We erpﬂifhented with many of
the Eldar runes, shapes, and
parterns, until we came across a
thorn partern featured in many of
les  Goodwin's  early  Eldar
concept sketches. | tried this
pactern fisr on a petbike and o

large flat areas that you
find oo Eldar vehlches,
Painting the chorns., Bke most

- |u5! painy lete rriangies with
1hu: point of your brush, - on
abternate sides ot the lines ! Itis
At this point that you can tidy up
amy blerishes on your fines by

CONSTRUCTING THE WAVE SERPENT

Before vou start constricting your Wape Sexpent you shotifd reaed through these instructions cavefulfy and tabe
careful note of the modeling materials and fools that you will need. Remesmber when cuiting owl the Wae
Serfreril femplares o micle cils away from your body and fingers,

Muodeling Materials: model fifler (green stuff), plastic tea spoon, plasticard (fmm & 1 5mmy), cocktatl sticks,
(). O brass wive for paper clips), a Falcon Grav Tank kit, and tivo shuriken caonnons.

Tools: scalpel, steel ruder, clippers, polystyrene cement, superelve, cocliail sticks, pin-vice and drills, nevdl

[fHies/fine, wet and dry paper.

Templates

1. | used several pieces of plasticard for this
model, and we've provided templates so you can
copy them. The easiest way to do this s by tracing
or photocopying them and then transferring them
to your plasticard sheets.

You may have noticed that you need two different
thicknesses of plasticard to build this model. The
following rtemplares should be cut out on the | mm
thick card: HI, H3, H4 & TIl. The remaining
templates, HE, Trl, Tr2, Tr3 & T1, should be cut
out on 1.5Smm thick plasticard. Once you have
done this you can start on the next stage of
the conversion,

Transport Bay
2. Start by constructing the extended crew
transport bay

Take the two 'dog leg’
shaped plasticard
pieces (Tr3) and glue
one to each side of
the Falcon rear crew
compartment piece
MNo.8. You should test
fit these pleces first
to make sure they
fit correcthy Ter
strengthen the join
between Tr3 and the
crew  compartment
cut our four smaller
pleces of  scrap
plasticard. Glue them
over the joins between the crew compartment ancd
Tr3 on the inside of the compartment.

Finally, to complete the extended transport bay,
take piece Trl and glue it to the top of the Ccrew

compartment plece MNo.B. Then glue the Falcor
rear hatch No.9 to the back of the crew
compartment, Once this is dry, take piece Tr2 anc
glue it intc position underneath the crew
compariment piece No.8 next to the rear hatch,
This should complete the extended transport bay
ready to be fitted to the back of the Falcon hul
You should now put the assembly to one side and
start building the Falcon Grav Tank. You can ignore
the turret assembly stage. The extended transpaon
bay should be fitted o the model at the lower hul
assembly stage, and don't glue any of the probes
into place.

Please note, the rear of the Falcon fower hull
No.3 half will need ro be modified slighely o
allow a good_fir with the extended piece, so rest
St ir before gliing in place. After you have,_firred
the extended transport bay into place you are
ready for the next stage.

Turret Filler

3. Glue the circular turret filler TH to the top of the
Falcon upper hull No.14 to cover up the original
turret mount. If you want you can carefully bore
Gut the tram lines shown on the emplate o gne
the multi-part panel effect that |s on the rest of the
Falcon Crav Tank.

Front Fins

5. Round off the front of the Wave Serpent by
adding fins to the Falcon's upper hull piece Neo.14 |
These two 'Fin' shaped pieces H1 are each made
fronn two picces of Limn pasticand giuedd osetls
Glue these onto the front of the upper hull (ses
picture below for positlion). When the glue has
dried and the front fins are secure, they will neec
1o be flled or sanded untll they march rthe profile of
the front hull. Once this is done, glue the Falcon
upper hull into place.
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ALL-ACTION
TWIGE A MONTH

This month's awesome (ssue lealures an absolutely great
cover by none ather than Kev Walker. The cover heralds the
starl of a brand new slory from Ihe incredibly popular Titan
series. Princeps Hekate commands the Tian Imperius
Dictalio, mighty war machine. This lime they face one of the
mosi deadly enemies inthe galaxy, a species so vialent it
threatens to consume every living thing - the Tyranids.

Alza in Ihis issue is another episode ol evil deeds from Malus
Darkblade. Having escaped from the clulches of the Dark
Frince, Malus has uncovered a vital clue to Tz'arkan’s
whereabouts. Meanwhile there's more intrigue and insidious
Chaos plats in Inquisitor. And finally there's the second
episode ol Kal Jerico - The Matherlode

WHM™23 = ONLY $2.95 U.5. $4.25 CAN.

Get all the latest news about the Black Library at our websi
hitp:www. blacklibrary.co.uk
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"‘u"ar the Irn;:-:rium and the

 -Cliff

-uarham ar 40,000
y a thres-way
ut in & similar

i¢ initiative bonuses,
un-::' unit SPEH':IE! abili!ias.

qlgrl wﬂh a
|r'|in=nrn:r-.ff.-r| story, alorg with
narios and muiti-player modes.
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HEED THE AVATAR’S CALL TO BATTLE!

The time has come for the Eldar to reclaim their secrets from the hands
of the lesser beings. As the leader of dwlmﬂling Eldar forces, you are set
the task of achieving your waning culture’s next victory.

Rites of War by SSI (makers of Final Liberation and Chaos Gate) is the
latest computer game based in the Warhammer 40,000 universe.

* The 24-mission campaign features a tightly * 800 x 600 hi-color, animated graphics bring
crafted storyline, evocative detail, and varied armies and landscapes to life.
victory conditions, as players lead the Eldar in a + Templ ities, and th hid
fight for survival. Additional single and multi- SRR T AN TERRE o thie Sap aee

do F uni rtifacts for pl to find
player scenarios let players command Tyranid ‘n:t::e? il e e

and Imperial armies.

* 70 3D-rendered, animated Warhammer 40,000
units.

* Glory Point system allows players to build and
customize their armies.,

* Co-operative and head-to-head multi-player
support.

* Game editor lets yvou customize deployment,
victory conditions, and Glory points for multi-
player and stand-alone scenarios.

*  Level-based experience system leading to unit
upgrades, warrior skills, and psyker powers.

4

it this website: www.ritesofwar.com




The new Space Marine Land Speeder Typhoon is an excellent fast attack vehicle, with the
capability to deliver hard-hitting firepower to the furthest reaches of the battlefield. Armed with
the unique ‘Typhoon missile launcher’, this Land Speeder performs best when used to destroy

the enemy’s light vehicles and infantry.
) g [ 4

y

L-\xﬁ-]ux hauled the shuddering Land Speeder over in a tight turn, aligning himsell for 2 second attack run In the distance be .. f

ke Id jost’ make our the banle 1akin ce between Scout squad he had been ordered to protect. and the huge Ork mob that | |
i ! B b L Be

(] 4d ambushed them He clicked open 2 chanpel a5 the Us from the hard torn eised off, and replicd. T

h et
LY ™Ths s LST Alpha-Ninc. There 5 no need for despair Brother-Scour, Tll deal with those Orks for you Oh, and child, if
b -, S.E'rgun! Cronos was still alive he'd have your hide for such poor comm's discipline. Remember child, always sdentify yourself ]

.~ Now, prepare yoursclves for my attack, and once [ am done. smite these green-skinned devils with your full force Are these
=" forders understood Brother-Scout? Ower.”

"[hrumer Marine Kelvax, are you there sir? Plecase respond... over..”

i "This & Scout Squad Cronus. Order received and wederstood. Siel” o
"Good. LST Alpha-Nine, out” 74
Clicking the channel off, Kelvax allowed himself 3 moment to calm his breathing and steady himself. Although he had i1

é sounded confident for the benefit of the Scout. during the first attack rus be'd takcn heavy fie [rom am Ovk buggy that ha Y
been hidden im 2 tree line. It had left Brother Hartgurn. his gunner, dead, and 3 ‘thin trail of smaoke trickling from somewher
J at the back of the Land Speeder. Still it was his duty to lend support to the Scouts as they carried cut 3 Jong patral. ind j

support them he would

Scouts. He pushed the Typhoon lower to the ground, and started to close in on his prey. As long s he remained low. he /
ould use the thin tree line that lay between him and the Orks to shicld himself from the buggy's guns Kelvax irritsbly (
cheked off the ground pmxi.m.i.ty sensor, which had started 1o issue an almost continuous stream of hjl:tFi and whistles of
warning, and concentrated om swerving and jinkiag the Land Speeder towards his objective. It was tense work, because at this i |
height and speed any sudden obstruction would lead to his destroction. Then, ss Kelvax skidded the Land Speeder round an J\L/J
outcrop of rocks he suddeoly. found ahe aree linc dircutly in front of him He yanked back on the conrrols and snared )
skyward, but his assent exposed the Land Specder to the buggy trew who immediatcly started blazing away, L]l\
£

Kelvax knew that his ﬂn]j.r hnp: was to l.’-:sTm? the E'“EE}' first, and then deal with the Ork mob that had ambushed the "\ ."'<
‘)
i

™~ Kelvax knew that it would be a matter of moments before the Orks had his range. He barrel-rolled the protesting Speeder
| over until it was wpside down. and then hauled the nose down so that he was pointing directly at the buggy. The half-loap
» capght the Orks by surprisc, and their firc passed harmlessly by the Land Specder. Deftly working the fire mechanism on the |
chdtrol column. Kelvax fired a pair of mussiles from the Typhoon lauacher at the buggy. The rockets blazed away from the !""
d Speeder, leaving teails of whife smoke to mark their path as they hurtled towards the Ork buggy. The first rocket I_I"
_-xlt‘i:llcldtﬂ just short, but the sccond smashed into the Ork vehicle. blowing the gunner into 2 greea pulp and destroying the ‘J
J Hin. A fraction of 1 sccond later the buggy's fuel exploded, sending + ball of flame soaring into the air.

‘\ytl'ﬂ! hali-rolled to bring the Specder upright sgain. Streaking through the smoke from the burning buggy, he banked hard i

i= Jo the right in order 1o line up on the Ork mob thit was attacking the Scouts. Standard procedure would be to engage the
'Orks with the Typhoon missile launcher from long range. but his momentum and the closeness of the Orks 1o the Scouts

' /meant this wis not an option. Guening the engine. Kelvax headed strasght at the mob of Orks, ripple-firing missiles from the
| Typhoon ‘launcher a5 he did so. The Orks were now aware of the danger. and sluggs rousds started pioging off the from

! rIlITI-UT of the Speeder as Kelvax clased the range Ignoring the fire, Kelvax corrected his aim, and first one, then amother and

then a third missile streaked into the Ork mob, ripping Orks apart and hurling their bodies aloft. Then Kelvax was past the
Orks, jinking desperately from side to side in order to avoid wny following fire fram the mob. Glincing over his shouldes,

Kelvax saw that the precaution was unnccessary. The few Orcks still alive were in full retrea, closely pursued by the Space )
Marine Scouts _"j

ﬁl\'ﬂ clicked apcn the comm chaonnel. “This s LST J’ilph.i Minc ri"lrlg Scont ﬁqmd Crooms. Am frruminE to bage 1o r;Iuc].l'I\
} and rearm. | will return with wtmost speed Owver and out” Then he headed home
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The Hunt

The haunting cchoes of
bolter fire reverberating
wss the battleficld has
i heen _‘\i’l.'l'll._'l.'ll
e Dark Ang have
returned w0 the Rock
and the vile forces of
Chaos  have  retreated
into the Warp., Where
have all the Fallen
Anpels pone? That's a
good  guest
Interrogator-{
Asmuoclai no doubt asking
himsell at this very moment
How did 1
of the Empe
mwisted wavs of the
The Dark Ang
sl mmitment 1o
-ause has led them to an

overwhelming vicuory!

Decisive Pictory

Ihe long and grueling cam-
paign looked grim for the chil-
dren of the Emperor. No matter
how hard they tried, the Sps

Marincs just could not stay on
wop tor long. Oncc

Eperpane foughdt oaliantly af the Keep i Portland. Moine.

a field of t ure and tl Dark Angels had
rejoiced in the sweet mste of success, Chaos would con-
quer another planet and trounce the Dark Angels attempt
al re ] e world. The would usually be severe
withh 3 lwwrilicrs I'.-|]||||:!.; 1o the u|||:|.l..l|} lvite of a

Chaos chainsword

Then in the middle of the tour, the defenders of humani-
tv fomnid the strength within themselves o face the unwa-
vering writh of the minions of allen Angel
was spotted, he s capiured. If a mu cd its ugly
head, it was cut off at the neck, The Chaos Space Marines,
despite a fierce cffort to rally and spur th rmies o vic-
tory, could never regain the momenmm needed to crush
the Dark Ang s once and for all

L ocked WUp and in Chains

OF all the Fallen Angels that were being hunted
only Cypher was able to avoid the shackled fate tha
awaned them on th k should they be ¢
Perhaps the most hated of all the traitorous Fallen,
Cypher was beaten down olten, but was alwa

« from capture or even death at the last
moment by his unknown and unscen patron The
hunt will continue untl this black-hearted fiend is
brought to retribution at the hands of Interr

iin Asmodai in the b ‘Is of the Rock




The maniacal genius of the mad Dr. 1g
became a i,'|l,||-r_'§c' favorite of Chaos. His
mechanical Crushatron, lum-
bered across the sirange banleficlds spit-
ting death from its many weapons before
almost always being destroved. The one | ‘_'"""”'r_&"""_“
i g q S, imsigmia
good thing about being an evil scientist is  F o2 = 0
that Dr. Ig was able o continually fix | prowdly on
Crushatron to heap more pain and suffer- | bis ara,
ing on the loval forces of the Emperor

Credlion, allegiance atf
fhe  Gomer's

Guild with @

]
| S

One thing is for certain though, the Dark Angels need a
new method of ransporting criminals back wo the Rock o
receive  their
ultimare judge-
ment. Many of
the Fallen were
able to escape
imprisonment

coroute and
were able o
Cause more

destruction.
Asmodai  will
he sure o post

A Dark Amgels
themzelves dn a il of
tromfde when  Nurglings
p'u_ﬁ-._-.f their fanle Plus, a
sidred rrn (11§ Redfrierrs
descends  inte  the  fray,
destroving everyvibing in
sighnt arith relative eoaxe.

fFned

* O of phee Faifen fimas
himiself survounded by an
inswrammonrtalde anmber
aof Darlk Angels. Though
By sbcunnal
fpck g shoot, Folfen
coapfured  fn
Breeral-to-faconad comriral,

cwsnalel  fuaet

e HH{T

|
|

Chwis  Malec pro-

clatmeel BEs irue

more guards on his prison ships when the

contirines will ot msike the

same mistake rwice.

More Information

As the road show waveled
country, reports from the front were
posted on  the Games Workshop
Website. You can read online how the
action progressed at each of the
stops with  details coming  from
Asmodai and his Chaos counterpart,
the despicable Caprain Blackhear
(neat gy be confused with Hurom). In case
where the located, go
ames-workshop.com and visic the News and
A quick click on the Hunt for the
Fallen icon will zap vou through the communication lines
and into the midst of the batle

The End?

This leg of the Hunt for the Fallen

it '|'11r_"!.'

across  the

don't Know

TWRAW_E

YL
htip
Information section

sitc- IS ({8}

is over, but the Dark
10000 vears of treachery from their name
The search for their lost brotherss continues
with the same vigor as before. An intercepted
COMUMUNICAnon we 1'L'E'L']'-'L'd nsisls l!lil! l|1L'

Camada, Will they reappear there o oonginue
the battle? Only the Emperor knows the truth

War is continuously waped on the ravaged
worlds of the 41st Millenmium, Threats lurk
around every corner of the galaxy, Why not
start a campaign of your own? Whether it is
the never ending hunt for the Fallen or the
enigmatic Eldar trving 1o defear the ancient
enemy, there's always some reason to do beat-

s

it fer 4 losg scraes of losses on the campaign. my unnps'l:n I'.lully
began l;hgrﬂv:hﬂkﬁoﬂuﬂl:ﬂlﬂfnﬂﬂ:mwc]m:r hapd. |
"~ wtched i dark pebilation a5 & squad of my sraitorous Imperal Guardsmen
“staad their grmlrd in the face af the rumblings of 2 Space Magine Rbinc
The tn:u-pu'rl ¥ guns were stlent, but the tracks spit_dirt im E¥ETY direc-
Liom, d.ﬂ‘h.n! hard towards the m:l.h armored  guardsmen The !cll.l.d
] [und.th:r COURRE BHCE iﬁmﬂrﬂuﬂmﬂnﬂﬁiﬁmr armed paly
. At the last moment, my concestration retumed to me
a1 docked lnd:t ihe slishimg blide of 5 Dark Angels Scout, As | spun
aropd, | brought the whirding tecth of my chiinsword dows on his
r!rnw-ll meck The fresh arterial hlood colored dhe sie and -|.|w:.rnr| a0 F
“my vision, hlisding me momestanly. | rurned back pest in time io waich
my mes make me proud asd destroy that repegasst tnk. To o flash, the
Y melugun dischirged its awesame rige. incinerating armor plites oa the way
| to the power plant. Unfortunitcly, the False Emperors servant had puahed
i, the limits of his machmes cogmes 1o the max and planted of m the cea-
Ater of my troops | watched 1 homble fascmation as the bodics of my
U pathetic warriors splintered and burned in the blast. The cnly consolation
had was that two Spaic Mannes perished in the massive cxplogion

i\gw lh.ru.i.-nd. |l.-n|ln:lp-: u[ I}z hlll-r.ﬁ:ld T survcy the srfuation

of the Dhark Angels Owerwhelmed asd bard-peessed o fight them off.
-7 the Fallen were slowly dragged to the grownd sad shackled like warpbeasts
8 Atriumphant yell rolled scroz the lindscape a5 collecovely the False
" Emperars men saluted ther Primarch While my plisma pastol seaned
| throngh the fleah of o Bpete Munne | soticed Cypher encireled by Dark
Angels The shrouded figure of Asmodii Knocked Cypher 1o the ground

. tle. There is only war,

e === = —
Ilﬂ;:mmubhhmhuﬂd‘mnhr:m 'l'kﬁ:l-m 'F'-:-' |
rior raised has weapon back oae Tant time, prepuring for the fmal blow Tn -

hlgqldlmndmlhmlhdh!tihs.ﬂld "

I ordered the remest hack 10 our uwmm“pmd into the .
dmug-hnthnhpnhmwnldbtmhlhq Eluﬂu:
clouds in preparstion for lunch, & squad of Ravenwing whelps zipped past
while tiee land speedesy soucd wredbead The dedeniog susr l.f’i__f-hl-ll-
linked heavy balters of my ose remaining Dreadsonght beought down rwo’
dli:indapudmmtmdih:hnilhhudmmmbdu g
of the drivers and gunners hﬂhnghmlurmrﬁth:imﬂllr of death |

As the Havenwing bikcrs spusrced their mechasical mounts faster towards .;
s | restarted the motor on my chaimsword Without passe. the Hr
tecth. began whirling along the edge of the sword ready for its finst vic- -_, va
tim .*.q'nll:[l: shot with my ::l-il'lml P"'"I fonk down the lead hiker st =1 'I-;-
seconds belore the rest of the l:-qturl shimmed wio me 1sd my mem A -8
swirlmng  dustcloud settled over ws Those Ravenwing meght have had 2
hu;sl'l! z.dnuh-s,: |I'iusipg ther swords fram lln‘!r their ]'n'k:t. bigt o-i}- mr

best warmiors momasncd by oy oside. Thore was wo bope for shese foalish
followers of the Filss Emperor. From out of the trees, Chans Riptors -
leapt to the wmult from behind, cocicling the Ravenwing. Thu: wis 0o

Naow, my chumsword’s blides sre dull snd stis The 4s nt
the Durk Angels’ siranghed cries hqn me warm st ndght. ]Mﬂd bet- |
fer thas an army of mept warriors -

= Final report of Capain B ot =
seheduled for merifice -1 Fhom =
e a - =

A pon

Angels will never rest until they have removed the stain of

Dark Angels are headed o the battleficlds of




CHAPTER APPROVET

By Andy Chambers & Jervis Johnson

Greelings cliizens and welcome o the Most Beneficent Emperor's

Chapter Approved column, Approved as being free of the taint of
heresy and deviancy thal is, although the battle against the forces of
maral turpituda is an endless one — for sach denizen aof the cuter dark
that is struck down, two more spring forth to take ils place. Howeves,
tha wages ol sin amre death or, at the very least, permananl
excruciation. Speaking of permanent excruciation, |'m going to take

. this apportunity 1o show you the inevitable results of attempting 1o
I'I'IGnipLﬂﬂ!G the rules of rnahlr, a .".dghl S0 hurril-flng it would bo lrugic

v wWere it not 50 pathetc. Come this way and | will take you o see the
damned souls of the Games Development dungeon.

Echoing footstaps descending stone stairs... The squeal of rusty
bolts being dravwirback and (e siviek of corroded keys Deing tumed
intheir locks. The groan of a heawy door being dragged open
on protesting hinges. An insane babbling can be heard from
within, rerwovan-with the raifle of chains and e scraping of steei-
nibbed pans. ..

Ah, observe, Here is Scrivener Thorpe,-hard al work upon his latest
ireatise.on the alien Eldar, @ second valume to that which has already
recantly bacoma avallable. This time he ls working to illuminate the
subject of certain specific ‘craftworids’ of thal degenerate race and
thelr armies, detailing some ol hose Best: known to us — Alaitoc,
lyanden, Saim-Hann. Ulhwé and BiakTan, Even the taste of their
| names pollutes my tongue. Excuse me for a moment while | gargle
away the taint with salt water, .. Glaaaarmggg!

Ahem, YWe do not hold with our scriveners occupying all their thoughts
with but & single subject at any particular time, lest they bacomea
morbidly obsessed and lose what tiny scraps of reason remain o
them. Hence Scrivener Thorpe is: also currently preparing further
works upon the  organization and fighting forces of the haly

! Bcclesiarchy, the arm of the Adeplus Terra dedicated to ministering
the worship of our blessed Emperor, the redemption of the infidel and
the defense of the faith. This tome is 1o ba known as Codex
Apocalypsa and Scrivener Thome promises that it will be the
definitive work upon the forces of the Ecclesiarchy in the Wars of
Faith, detailing not only the unigue vehicles of the Ecclesiarchy bul
also the role of Sororitas Novices, Martyrs, Redemptionists and
Flagellants

In this corner we see the venerable Scrivener Johnson working hard
on volumas parfaining 1o the noble institution of the Imperial Guard.
Sorivene Johnson assures e (hal be bas uncovered evidence of &
numier of variant armored wvehicles employed within this vast
organization, including the Leman  Russ “Vanguisher” and
‘Exterminater’ battle tank vanants. The course of Scrivener Johnson's
reaaarch haa alao revealed new details on the deployment of heavy
weapons squads and the equipment and organization of Imperial

Storm -Troopers. As an aside to this mughty project, Scrivener
dohnson has, with the assistance of Scriveners Thorpe and
Chambers, begun a second work. dealing specifically with Death
World vetarans, the Impenal Guard's hardiest troops, including as
hey do e wamiors of Galachan, Gihelle and other notorious hell-
heles from across the galaxy.

Alongside these endeavors, Scrivener Johnson is also grappling with
the long and tumultuous history of the Space Waolves, in an attempt
o codity this most willlul of the Space Marine Chapters. Venerabla
Johnson informs me that this fask 5 almost completed, and that the
Space Wolves will be ranked with pride alongside the Blood Angels |
and Dark Angels already codified. Despite lengthy perieds in the pain
arnplliu-_'r. Scrivenar Johnson has Degn unabk@ o resist uﬂﬂlﬂlﬂakiﬂg
axtra-cumicula activites of a less. . structured nature, His latest
works in this vein have been an attempt o produce a unilied theory
on the construction of hghting wvehicles. In essence Scrivener
Johnson believes thal any fighting vehicle, from the greatest to the
smailest (and including those that fly, walk or erawl) can be renderad
into a st of charactenistics understandable by all. Whether this wild
and perhaps heratical concept can be made to bear fruit still remains
lo be sean..

Finally we'come to fhe pil of depravity of that arch-heretic, Scrivenear
Ghambers. Gan you smell that stench of corruption? Of course you |
can, any pura-hlgoded human could detect that carrdon-stink from a
lsague away. While the other Scriveners only undertake the study
and reportage of Daviants and Aliens with the greatest reluctance,
Scrivener Chambers seemingly has an affinity for all things foul and
dangeroiis. His most recent work upon the bestial Orks is already
known. To compound his crimes he is now undertaking another work
on the Tyranid hive fleets which, ha has nformad me, will uncover
new and previously unplumbed knowledge of these creatures

Mercifully, Scriverner Chambers is also undertaking some other works
which may not result in the further damnation of his eternal soul, maost
specifically a study ol combat canditions in urban areas. This toma |
will be entithed Cityfight, and purporis to give a full account of the
difficulties of fighting in towns, cities and hives, including the special
aquipmant and weapanry used and types of missions undertaken in
these fiercely contestad areas.

S0 ends our tour of the Games Development dungeon. Remember
these. jost beings when you are upon the batilefisld and examining
thelr tomes. of lore, spare a prayer 10 the Emparor 1of their ainted
souls, On the other hand, don't bother - wa know how to deal with the
likes of them. {

Shouting, whips cracking and insane shrieks are cul off by a heavy |
door slamming st
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OF ROADS, CRATERS & OTHER THINGS

.Q-rru-;n,‘-c;;r_uu ek that & game s s lite s
an aaey o — gty 8, don! we et arcund all
aay playing gamestI? Real Ms, as is vsually the
case, s rafher different to this. Orcasionally, Il

et i B game or Iwa, Dot most of my ime 8
gpanf adtuy, lar mone mencine Pings, For
exATIph, Arhaveimge day af e Stedio 5 spe

RTAIG, ARG meeligs, and Mvaing Jrom Paul
Sawyer so hqcan]' make me write gluff for his
pasky Mapaz

But" I haar yolf cre '-.-..'1.ar for heawans aske
hag &y of Ihig| trada Mo da with roads or
crafars 717" Wall, e answer is thal amongst the

many lasks gametdesigners ane calied upon o
pariprm, by (ar the bmoaf fan is atending ‘events’
Over the pear gat fo atlend quie & few
: 5. Aittiough bl Work, | alwarys find these
5 Insmranons |
So if was that st
aficie, | was at n
weekend we hek i

few weaks sgo as [ write this
Toial War 40K o fgn
Warhammer Word Things
we'E JOING faihar smocthly (wel, thefe has o be

3 firsl fama), and | was able fo 5 Fome fime
it those nice pecple from Forge Wond, who
wang showing some sampies of meir resin A
muad sachons and cralers I:||"u.-r| ! v of, 1 i
provTesig fo wile sore rules e Lsing hem
i WSO

Just 8 waek and a hay

| was affending the

cpening of e new Chaiehge Games sone in
Chicage. This was my first wsi) wandy cHy,
and | have fo zay hat the stalf mﬂpﬂ at
makirg me Mo homa — e ari

angd @it |
ShvE O

1 of the sfore’s gar
i}

e chance meal e
cludy, These madmen
| werg 1-‘--'15"*'19' & 0000
point per sice gameyl), on.a Talie measiring 50
foaf By 45 loolfll] which was pavied on ihe Boar
of @ hall Ihey'd hived Tor the day(TTL To say I'J‘n‘:'r
fame mu’ dwesome 15 a
understatameant. | sparf a very hapoy |
chafting to the guys wiho were playing the game
and waiching whar was going o
that e guys old me about
1 ruies they weed for Torce
marncmng : | Wy, elowed models o
move tester if nesd be — wita! consvoerabion on
large fables where you copid.end up dozens of
"E.= from the .-1-"‘.)::! " m, Liought, fhere’s
bit of luck.~T can use that Ml in the article for
I'-Ch.]ﬁ and craters.. " and 5o il 5 exscripahar
l've dons. Thanks to the gups in Chicago
lamng me steal thelr idea, which .Juaa'\s.'s Delow
The crei! far the rufe bem"gs fo tham, jwhile any

Ter fenm owil ag

One of the things

sand frem §

By Jervis Johnson

CRATERS IN 40K

Cralefs arg 8 new Type of terain that ere
created’ during & battle by cednance aftacks anc
praliminary bombardments, rather than being sal
e in ihe normal feghecn, Crabers count as
Aficull errain, and provice 4 e oover Save K
umits that ana ingide them. Linits are not allowed
1o take advantage of the cover save on |he lum
that the crater is created. Uinis that have a craer
appear undes 1hem don'l have 1o make a Difficult
Tamain lest unkll thay mowe off tha crater
Craters are creabed in one ol two ways! I_'|:||
preliminary bombardments, or by ordnance
attacks, In both cases the crater & placed by 1ha
playar whase unil was allacked or feed at A
phaver does nol have 1o plece a cralar § e
doesn't wani fo (Le. their placement is opficnal],
Dut i e OesCic 3 50 1hen obvioushy he
neads to have an appropriate crater 1eqmain piece
to ey down. Cratens may only be placed o flat
argas of the fabletop that will allow thair
placement; if s impossible o place 8 craer
because already placed lerrain gols in the way,
then the craler ts not placed al &l

Preliminary Bombardment: Il a mit sullers a
h# from & preliminary bombardment. & crater is
placed ‘under’ the wnit, 50 nat al least one mode
from tihe unit is in the crater. Flace the crae
after the unil & hit bud Bobare any cacuallios sre
worked ouf; models ramoved from the  unit
a5 casualties must be taken from those
clogest 1o tha caire ol the crater firsl thes
working outwards

w1 10

Ordnance Attacks: If an enamy unit makes an
ordnance eftack, than the opposing player may
chocse o place @ cralar with i85 cantbar undar 1he
cantar of the ondranca templake.

Designers Node: You'll fing that a few craters
&M a Worthwi e a00khan 19 &y VT, I.re'rr'l_y i

effect & fowrn of cower hal you el ko place on
yowr own s i Whey come under fire from
SNEMy rvEnce.

ROADS IN 40K

Roads ane a comeman Toafun

ary 40K baettiefiald set-up, If you ar
ARG 1Brain gemaralors in the mulet
roads can be addes {0 & sel-up in additio
tesrain that is genaraled. I'm not going
long and convoksed ruses telling you how
e roads e st do so sensibly and logi
and everying will 'be fne-Boads heve two
effects; they make i easier 10 eAler resenves
and they can ba used o aSow umits fo force
march quickly scross | tn.':ﬂlel:-.ﬁl::

Reserves: If 5 mad extends fram a teble edps
whigh a p&nwr iz allowed to use o bring on
resenee units, then that player can declare that
gy of his reserves will be using the noad 1o
traval o the tabie. He mus! say which unils will
be using the road at the start of the battle, after
DOAN GIGES Ndve 581 up. HE Can Ten 400 +1 10
the dica rofl o s8a i @ reserve unit usng & mad
e alebi 1 However, assuming Eha wl turrs up,
then i must enter along the road. Mote that some
Lniks Can use Ine road And SOme arrne nomm
it degired. Also nofe that deep stike units. =
as teleporting Terminalors or Space Marines with
jump packe, may notuse roads # thay are using
e dsep grika ability o deploy armpwhaeng on
tho tablo.

Force Marching: Unis that force march and
which start and finish theair mowa on & road can
tripke: their normal move rate instead of doubling
IL Skimrmears. troops: with junp packs, of any
othier type of

 unit that ean fy or ignone terraen &=
I monees, My ot ke sovaniage of s rlel

FORCE MARCHING IN 40K
Ecdore moking ita move in tho movement phosc
& player can declare 1hat a unil is QoEng o force
march. A unit may not force march if i is faling
back, or & pinned, or thare am any anerry
modsels within 24* af a model from the unit before
1N g Slars
Units thal force march doubss their nommal move
rale, bul may not enter or cross diffccul berrain
For example, a modal on fool will move 12
white a fasl vahcle can move 487 Soma units
can tiple their move if they are travalling along 8
read (see above). However, a wnit thal foree
marches may nol shool or assault, and may net
move within 12° of an enamy modal &t any time
channg the move. Note that force marching units
canngl make assaull moves. b addiion, & unill
that force manches becomes more vuinerable o
enemy fire. This has the following efects:

Irrf;rﬂr!r: & yr ol -I'I|<'I|'I|':|' whagh lorce marches
and suffers any casuafies from shooting in the
fallewing busm, will aomatically fail besk 208"
without & Morale check having 1o be laken (ihis
replaces the pormal ‘25% casualties Momale
check'). Units that nommally automatically pass
Morale chadks shll have o fall back, bul will raly
sufceratically al the end of the mowve n 1he same
way that Space Marnes do if they 1ail 2 Morale
check

Vehicies/Dreadnoughts: Any  Vehicles o
Dreadnowghts «Mch force march and sufler
damage from shooting in the following tum are
destroved il they sulfer a ‘Crew Stunned or
'Immabilized’ rasult on the damage tables (@ =
assumed the damage causas tham 1o crashl)

{.- HINg <ra ters
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WHAT'S
CHAPTER
APPROVED
ALL ABOUT?

Each month Chapter
Approved lakes
a look  at the
Warhammer 40,000
game and its rules,
intreducing different
SCenarios, weapons,
rules, and army list
entries of all types,
frequently stolen
from Codexes In
progress here at the
Studio. It also acts
as a forum - for
dedicated 40K
players who have
produced  inspired,
well thought-out and
just plain brilliant
additions to the game
(as arbitrated by that
well-known model of
fairmess and balance
- ma). if you have got
something good for
Chapter Approved
than write in to:

Andy Chambers
{Chapter Appraved),
Games Workshop,
Willow Lane, Lenton,
Mattingham,
NGT 2WS,

Nota: . Please don't
include rules gqueries,
etc. with your letters,
as the volume of mail
{and the fact that I"'m
lazy) means in most
cases | won't be able
to s=end Indvidual
replies.



Abrom cliiched Ine wown matal
casimg of he gulagn cinger fo fug
chas!as i fivst missles began o
fall All aropng' fim the oher
members of the'coven hunched
afmong e rubble and whispaned
"prayers- o the Pafternsr, He
Who Wieids Falg. The hamage
Whundingd closie, A3 ey chadled
ouder and morg farvenily o
arown ol the shieks of thasa
Evowen dpart by iha deadly’ .
Ahazh i Anad Ahi-ba'al Acan-ba'al - Sapat ba'al
Abvarm could mof inderstand why they wane suffenng se.
Mad nod the Servat! of ihe Palfarmor promisad thal s
EWESOTIE powers wowld oive back the denizans of the
Faise Emparor? Had it ! Sw0rm thar ihe Longing wowa
be an unstoppabie force, & swinging hammer which
okl sriaal apart Me-shackies of the Dead Empecar
winigh _bodng them into siavery? ‘I this i}
continggd | there  wound  be no-ona el alive
fo ibergie
“R5 if - answer fo Abvom’s prayers, g exposions
Al Sedsed Stanes and shrapng fown Lt by the
bombardment hissed fo the ground for & second or wo
beilove an gerie siancg el Abvom cautiously peensd oul
of s hiding pldte and inip the clouds of smoke dnfling
cver the nnng of the settfement. Thera! A flach of red in
the'hase, and _gncther! Giam, red-armored fgures
statked forwand aoress the shatesd (andscepe The
primordial beasls. Abrom el a jar down his souna
~ I Dl Sugwdrg wave hgra, smifing oul Sundwars 1o
i 2D WM el bare fands and drain of their oo
Abitint prippad his aulogun more Mghly as thair leader
Boresus the Demagogus, geshured his sunaving
campanons lonwad, They af knew they could expect
na meiey fron e Bood suckers. and @van ess from
the Sarvand of the Patlemar i they last their faif now
Merkin was biown apar by &n explosive bolf &5 soon as
b slood up fo shoed. Then Jaymak and Vel falpwed Dy
threé ofers Abrom didn't know. Malakwr was lucky and
el s anm oo off, but his sereaming ceagad’ i
secongs as hs life-blood gushed ow onfo the dusly
rublile - Abrevn - mad Ihe othars wers solifevad with
blpad. wiscera, and fiying stone fragments as maore bolfs
rodred across me positon. Abrod fel ihe Lrgeio fun (if
anly e could break the shackles of faar whichbound his
legs). Boreaus ned fo raly Ihem, chaning the prayer
the Servant had faught tham his voice Decama
cracked and Hoarss.
Budi-ber'al, Gav'alvashupu, Ba'al maiudf,
As Bovesne chaned, Abrom T a '|l".".r15| W through
h . d ichange seemed fo be faking place. Bomeaus
words became shirisks 85 fus spingiwsted Dok angd
imbs splaved.apad. Bue fire spiled fom his Fws as
thay sivelehed ol 1o an rmpoRsihie Mangltn, B skin sl
g5 samebhing far ioo big uniolded #sall from waliin hin,
Seinnily leaihared w s S0k [hemsaives guiwad.,
plifenng ke jewels as the Senant of ihe Fafemer
ralcid Be planaer booy up ID huice man-hpight. Abrowm
averfed fis gazre and groveled as ifs anmant, inhunan
eyas swail owver the coven gnd oul fo whene the bipod
Eckars: approacied, ivfviching &2 4 sioem of Bodksr fing
roared past: I spoke with a rch, melodious voice
‘Courig iy chiidrevinn, yow hme Is mgh, .
With a beat of 15 rraghly pimging, NG dwesome presence
was gone Abrom-and the othars surged losward after I,
Iheir jemified voices howing & song of praise o the Loml
of Clunoe

Any Chaos Space Marine army may include one or more units of Chaos
Cultists, counting them as Troops cholces on the force organization chart.

ng that e warship of t
ham a quitk and &
weir goals. The\lure of
nner of men on

Chaos Cultists
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| may be gi
ten may ba giv

pis. heavy bolter at +6
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may be

& karines

commonly 1o
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are old-lashioned ad
1 defense mili

as and F
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it .-|||.Jhl. weaapons which fire a had of solid shot Thl".--.l:_lh mosd
thay often find their way info
sirengih 4, AP 5, Heawvy 3

the hands of
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To find owt what Chaos Cultn

models are available, Call the
Mail Crdier Trofis!

In the U.S.: 1-800-394-GAME

In Canada: 1-800-GW-TROLL




BATTLEFLEET

GOTHIC
THE SLAYER OF WORLDS

Particulars of the Planet Killer, most malefic engine of the Chaos fleet.

ently, White Dwerf bas publisbed exclusive Batilefleet Gotbic rules for Space
Marine fleets and special torpedoes, and being the nice, kind, generous souls
that we are, we thought we'd do it again! Tim Adcock bas produced a stunning
fand very, very big) model while Gav bas concocted some suitably terrifying rules
Sfor the most beavily armed ship in the Gotbic Sector.

The origins of the massive stellar vessel
known simply as the Planet Killer are a
mystery o Naval authorities. It bears no
resemblance to any Imperal ship design
and is assumed o have been co
within the Eye of Terror by .
forces, just prior to the Gothic
fact several of the Adeptus Mechanicus
doubt whether its construction would

have been physically possible outside of

warp space. Built around a central
energy cannon  of  immeasurable
magnitude, the Planet Killer is also
studded with numerous
lances, weapons batteries, and worpedo
launchers. Well armored and protected
by a plethora of shield generators,
the Planet Killer’s only weakness

long range

seemed o be its Gav Thorpe
ponderous  speed.

It was this lack of pace which was to lead
to its eventual downfall, as it was
destroyed by salve  after salvn of
torpedoes, fired at extreme e by the
Lunar class cruisers ol battle group
Omega, shortly after the destruction of
Kharlos 11

The Planet Killer, sighted near the Port Maw sysiem,
i _foemiation with can unidentiffed Chaos fTeet.
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of the Or and Activitics of the ‘Planct Killer',
Flagship of Abaddon the Despoiler during the Gothic War [M.4]].

Compiler Athrix H:rcmnngﬁ. by Order of [nquisitnr Horst
e e ety

Th: following chronography  has  been

compiled from i number of sources. placed
at my disposal by the revered Inquisitor Horst,
Although  derived from o wide soorce of

_-,:rnklu. this chrosogriphy i by na means
~exhaustive. and coly ressonable scurscy can be

- achicved o plicing events which occurred

outside of Imperial presences. where little or no
corroboration exists  Some  sccondary  events
which relate to the scuvities of Abaddon are
included, to place the movements of the Pliner
Killer into context.

MAJOR SOURCES:
= Intcrrogation of captured Renegades of the
Eilack 1

*_BI.I‘III af Siellar u.rlugnph?. Proximus
Tunds;

« Lord Milsnavia, Imperial Naval Attache,
Port Maw:

« Mumerois interviews of Imperial personnel
eye witnesses, incleding Navy, Imperial
Cuard. and Plinctary Diefense staff:

= Dihital I'-hfu.nhgjﬂi: BUrvEYoEs

- Ships' logs af Imperial Naval vessels

e 9TEMAD - Abiddon overthrows Lord Teknos

of the renegade Forge World of Raji TV The
traitor fech—pricsts swear allegiance to Abaddon
and return with hem to the E_'In ol Terror.

< 982 M40 The  tech-pricsts  begin
construction of 3 massive stellir vesel within
the Eye of Terror, using dita recovered by
Abaddon's forces from  the hilo world of
Lapemnrgaarin

C90M4D - Abiddons advisor, Zamphistos,
leads Abeddos to the Diemon world of

Spawndesth  Ahuddon returas and wrges the
tech-priests to incresse their efforts to complete

constrection of the Plinet Killer

c 00001504l - Abaddon’s agents and forces
search for rumors which will Jead 10 the
Incatinn of ancient artifacts known s the Hand
of Darkaess and the E}l! of le,hT Abaddon
orders his forces 10 capture these items at all
Ccosts.

cllo-HIM4l - Whilst coastruction contimues
apace on the Plinet Killer. Abuddon swaits the
fecovery of the items he secks

I9M4] - Zirsphistons wisions show him the
At Gap, a stable route out of the Eye of
lerror which bypasses the  heavily dr_fjlld:d
Cadian Gate: Abaddon sends 3 vangoard fleet 1o
destroy the Imperial monitoring station oo Arx.

c139MAl - The Plapet Killer is completed and
s mussive cffort begins 1o find coosgh oew 10
man it, Liraphiston binds several dicmons to
the huge vessel greatly reducing the munpower
needed to rum it As warp storma begin 1o
engull the Gothie Sector, Absddon commands

his subservicat Warmasters 10 atack

cl40M4l -Absddon lesves the Eye of Terrar
through the now-clear Arx Gap. ardering the
tech-pricsts ta follow once the Planst Killer is
operitional

MIM4] - Absddom eaters the Gothic sector,
using the Hand of Darkness 1o capture the
Blickstone Fortress at Rebo V. He then makes
L 'E-U*I.VU“ "ilh ‘Il: rhﬂ:! l{l‘Ih I.I:||:| tliﬂ
it as bis flagship His finst target is the world
of Savaven, pn?u]n:d b‘)’ members of the
Ecl:lt!hir.!l?'. Cardinal Klein arders the Imp:rh!
Commander 1o refuse Absddon's demand lor
unconditiosal sumender. Abaddos uses Savaven
a8 a tria) for the Planct Killer, destroying the
P]lll‘.‘T in less thas an hour and hll[ips {owrteen
billiom Pcnpl:

I44.Msl - The Planer Killer arrives at Saviour,
a highly populated system in Lysades sub-
sector.  Alter  revealisg  the Flanct Killer,
Abaddon demands that Saviour's orbifal docks
begin producing ships for the Chaos fleet The
commander of Saviour has lintle choice but 1o
agree, the lives of cleven hillion people are
at stakee

H4AMA - The Commander of Brinags [in the
Beiga system| reccives warning that  Abeddon
may atteck soom, in an attempt to capture
Blackstone ¥1 All commusications are lost
with Brinaga shortly alterwards. A patral vessel
reposts that the existence of Btinaga can no
konger be conlirmed.

MAM4Al - Abaddos takes the Plinet Killer 1o
Fularis, where Blackstone | orbits Fularis 1

While the captured  Blickstone  Foriresses
destroy Fularis 11, Absddon wses the Planet
Killer and its  asptendant flect to  shatter

hattlegroup Merlin which protects the system.
Unopposed, the Plinet Killer destroys  the
second moon of Falaris [IL long suspected of
being the lair of an Eldar pirate band

1460041 - The Planet Killer s spatted moving
towards Stramivar in Bhein Morr. Stranivar has
been blockaded for two YEArS, but still refuses
to surrender. Commonications ate ot with
Stramivar, an imvestigating fheet discovers much
af the hive world devastated l'l].- meteors cresfed
by the destruction of all three of it mooces

HIMAL - An Imperial patral ilotills encosnters
the Planet Killer as it leaves warpspace, cmtering
the Corain system They amack immedistely
before the rest of Abaddoa’s flest can arrove
Afer Catsang considerable dauu.s:, the lmpgriil
{keet is fmally drives off by the Planer Killer's

immense  anenal.  Abaddoa’s  forces  sovade
Corain V1 and take owver oz mines. Lﬂr"lhﬂ
goernills  fighters  report  that  coasderable

amounts of trikili erystal are shipped into
orbat. where the Pliner Killer 5 ststioned

Trikali crystal & mainly used in the anti-
magnetic comtainment ficlds of warp geserafors
and plsma reactors

14904l - Abaddon fnvades Diakulo system
and enslwves the two millios sahabitants of the
system’s main planet, an sgri-world h 15 widely
believed that many of these end up s sicrifices
for Lanaphistons magics. the remander being
forced isto smywice a5 crews oo the Plisct
Killer and othier vessels

L5004l - Zaraphiston predicis thar the warp
stotms will end soon. Absddon quickly moves
bis fleet oun of Drakely aad meets with the
Blackstone Foriresses. Mews reaches  Abaddon
of reinforcements gathering in the  Tamshl
Scetor, ready 1o counter-attack  through the
Tarantis ump point. He sends the Blacksiose
Fortresses to destroy the Tarantis star  and
thereby prevent enemies [rom using the jump
pomt. while he takes the Plner Killer to
ncighboring Boetia Using the power of the
Plasct Killer. Abaddon endicates the ..‘l.tlrprm
Astra Telepathica facility i Boetia's asteroid
belt. cutting off the wvigitionsl bescon that
would have hrjpcd any me-u'u] :I'u'ps d].n..s 1o
'jllmF through the Warp aborim

ISIM41 - Abaddon leaves the Plinet Killer
under the command of Wirmaster Malefics
Arkham  snd  teawels  wrth  the  Blackstone
Fortresses to Schisdlegesst to attack Blackstone
V. The Plinet Killer is dispaiched 1o atiack
ﬂrlﬂl.lspn. s a diversson. Abaddon 55 delested
at Schindlegest. but the Plinet Killer succceds
in destroying two of the five phntlﬂ that make
up the Animuspis system

1HMMAl - Malefica  Askbham, havisg  bees
abandoned by Ahaddon. tries 1o wse the Planer
Killer to carve an empire of his owse The
world of CGospscrash in the Cluinrox Sound
AwLd l:mu:ligulg b lus suke. but, as he moves
the Plmet Killer 10 Kharlos 1L Arkham &
discovered by Omegs squadron, freshly aerived
from ocutside the Gothic Secror With no
vessels to support him, Arkham sill decides 10
attack, bwt the Ploet Killer & eveniually
destroyed by the costinuous torpedo Desillade
of the foar Lussr cluss crusers

BaM4l - Aa expedition s Lunched by
Inquisitor Horst 1o secover the hulk of the
Planct Killer for sivdy by the Adcpius
Mechamicus. Mo trace of i cam be tousd, and
there are worrying rumors of a Blxck Legion
vessel beng sighted in the vicinimy.

The slumare destruction of the Plner Killer
cannol be conflimed, yet in the years zince the
Gothic War there have bees no  confirmed
sightings of it cither, Whether this devastating
weapon 6 atill st Abuddos's dicposal it is
impossible to conclesively say at this point. If
it is still operatinmal, then the ||np:rjm may
once again shudder befote s swesome might.

REFORT ENDS




Appendices to Report of the Scribe Historicus

Part

the Second: Technical Data

All Technical Details that arc Known or can bec Dcduced from Closc Range
Observation of the Renegade Vessel Known as the ‘Planet Killer”

Compiler Athrix H:ﬂ:mnnﬁh. assisted by Magos Technologis Gipaf Chero,
e e e —

Unidc atified

Possibly i extra-sputial pickwp device of sores. Some hove hypothesized thae thess are
mtl[":l'r commilsitations and or seasary amrays, 18 which case thew n:-.u:i:“u:a.lmq Ty
soch tha mberfercace from the warp core would make them all bat useless

il

Structure

Macro-Projectile W:ap-:m-. Systems

Mlassive calibre weapons capab

EXEfEME Padgt “rhrr Ih:n thesr ususual size. these are of

sanuilar pavicin 1o ke wlserved oo other remcgade vessels,

Exccration Pattern
Tri-diotic Laser Array

This weapon sysiem bus bees m
contimpows mee sece mid M23, alrhongh
it a8 cmrrestly classifeed Pesdina by
Imperal Mol Commissinaers

Armageddon Gun Projection Barrels

Thess clements arc uneque 9o this vesscl and we are 15 yer wo

tleser 10 fully understinding the musmer of their operation

they arc capable of focusing and projecting an epergy beam o
immense pawer is beyond doubt However, the type ol snergy
mwvalved and cxactly where it = generated femain & mysIEry The

reson for the barger sive of the central hureel i equully

shrouded in woccrtadnty, Many hypotheses bave been put {orward L

bwt noae bear wp W closc serating or sustamned Jogec

Note Regarding External Dimensions
Usfortunstely po reliable assay has been made of the
vesscels size, but it is without doubt sigmificantly larger
thas our hl'.'II{EEuEI classes f_‘.aphm Vinrex of the
Felicrtis estimated Eross d'iupl.:crmcg! a5 huns B ENLESS
ol 400 milhoal

be of fiting lrge rousds 1o

Torpeds Tubes

Unssually coaligured to allow a wider arc of

Liunch this = stasdird ca our ews vemeh
T|i\'_‘||: irc u[‘i‘?‘h [ | |t||nl:|'|||F a 1|-||'|r:1|'| n:uc.u,:

commeasurats with the size of the wessel

Ventral Stahihmlinn :md
Th Trans—Ethcrie Relay
i A Caikion shuidtere sccs on many |-=nr.H:u1!'. vessels
and older pattcrns of Imperal shippiag. The sze of
these 15 mconsistent with the estimated mass of ohe
l, so
sporsicd ato rh.,-c: structures

VLAY

in 15 possiblec thar ather syscems are also

e
[T

F

Unideatified Structure
Postulated [unctioss imclede tertiary warp-core phasing stcclerator or
soene kind of ‘charging—coil for the vessel's primary wespoa symem
Ceruinly so wentifuble system on this wemsel B capable of geperating
the phesomenil levels of encrgy which the weapos musi require

Ewesi & Herein misy eepess ind o fos desth be aswed A& Trisce o fneewes damard

e - i = g . s Cw 5N
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ABADDON THE DESPOILER

Scourge of the Gothic Sector

. Andd lo the beast issuwed forth to assail the vighteous and cast down their works. Though the beast stood clothed in
buman form, no flesh conld conceal the corruption of bis damned soul, and the foul denizens of the outer dark
Nlocked to iz banner, The righteons cried au.l'_ﬁ:)r retribation, but the east would not be laid low, The name of the
beast became a curse wpon the lips of the righteous. and that curse was Abaddon.

Orations of Saint Josephus, apocalypi of Savaven.

Alfmdnlcm is known to be the driving
orce behind the Black Crusade
which ravaged the Gothic Sector
berween 142.Mil and 160.M41. Whar
means he vsed to bring together the
fleets of so many different Chaos lords
and warmasters is unknown, but even
his unholy gift of leadership must have
been stretched to the full coordinating
the attacks of such an anarchic coalition.
Abaddon’s own warfleet was the most
powerful in the sector and one of the last
1o be defeated, This was in no small parct
due to the awesome power of the Planet
Killer ac his commmmand, we say noching of
the Blackstone Fortresses he succeeded
in corrupting to the service of the
Drark Gods.

Abaddon was once a Space Marine, a
captain of the Lonar Wolves' 1st
Company during the Great Crusade,
over 1LOLHN) years ago, conguering
distant stars in the name of the Emperor.
The Lunar Wolves battled across
uncounted worlds 0 free them from
alien tvranny or the taint of Chaos, and
Abaddon was ever at the fore. But at the
time of the Great Heresy, Abaddon chose
o betray the Emperor and join with the
forces of his Primarch, the Warmaster

remnanis of the hordes which had
fought on Earth and fled to the Eve of
Terror, where the powers of Chaos
welcomed him as their champion.

For ten millennia Abaddon has
continued to harry the Imperium  at
opportunity, raining fire and
destruction on the empire of Mankind
that he helped to build. The Gothic War
is one of the most recent of his terrible
works, but his history of bloodshed
extends as far back as the Imperium
itself During the Gothic War, Abaddon
ook personal command of the Planet
Killer in many engagements, although he
escaped frs destruction at Kharlos 1L

ABADDON AS
FLEET COMMANDER

Abaddon can be chosen o act as fleet
commander in any game in which the
Chaos fleet is worth 1,000 points or
more. You may not place a Chaos Lord
on the same ship as Abaddon (you don't
gt to be a Chaos Lord by spending lots

EVery

of rime near a bloody-tempered
maniac!). He has the following
characteristics:

Leadership: 10

mortal terror of arousing bis anger and
perform af peak efficiency when be is
aboard. He s also aided by ithe
prophecies of the Sorcerer Zaraphiston.

Re-rolls: 1 per turn.

Abaddon’s fleet is allowed to re-roll a
single Command chock or Leadorship
test each turn.

Abaddon’s awesome reputation and
dogped defermination ensure there are
seldom any fatlures in the chain of
command. When there are, ihe
consequences are likely 1o be dire

Special Rules

Boarding Actions: Abaddon s
accompanied by his company of Black
Lemon Traitor Marines aboard the ship
he is commanding. This, combined with
his oo abilities, means the ship doubles
its value in boarding actions and gains an
extra 4+ 1 Boarding modifier

Hit-and-Run Attacks: Abaddon will
have his own ship sealed tight against
hit=and-run raiders (he knows every trick
in the book). Therefore, hit-and-run
raids deduct -1 from their dice roll
against Abaddon's ship. If Abaddon's'
vessel makes any hitand-run  telepornt

Horus, in his attack on Earth. Upon  Abaddon is an exceptional commander ~31acks, add +1 to the dice roll for the
Horus' defeat, Abaddon rallied the jn all respects. His crew and fleet live jn  A00ack as it will be undertaken by elite
T T S = it CRsEpe. Em - - —
e ¥ ?ﬂ' .- PR el .:.‘:' = = At S g b.:-"_-ﬁ_é_ s i R
e T imiletle N .__..‘_.1_,.____._._&*._  "E Ty s I SR T LIEe
TI! envoy stood in froat of the ormate throne, TﬁWmunrﬁhd:udduﬁlhucpllwi Power up e main weapon | will destroy Savaven
visibly shaking with temor. moment, decp in thought, or perhaps commuaing  for ber impudence. | shall send 3 message of twiror
A with some wnscen entity. Hig eyes smapped opemed  to 2 hundred worlds!” declared the Wirmaster, his
; e 45 e o that yon daimeie Dk again and a ficree light bursed in them, qumu;uudl;nlhcﬁurm
the surrender of the Imperial world of Savaven 'Yu&mhrﬁfn"hhddﬂﬂuﬂ'ﬁitaﬂhﬂhﬂrhﬁhwﬂmw&%
cannct be considered.” the envoy sid, his veice  stepping out of the throne his bulky Termisstor  pricsss scunling around the bridge The deck begn
quavering with [ear. "This world is the armos grindisg Joudly. "1 will crush you for this  to throb as the mighty butileship’s cogines pushed
domain of the almighty Emperor of Mankind,  impudesce! | will see the stars extinguished with  the huge vessel imto orbit, while the whine of
~ blessed may He be in His bencvolence” the blood of your kind power building up reverberated ol the bulbheads
Y TR Bnocr of Meakinl? Absddon’ govled, Wik s Sewsil s, ARG el 50 it Sl waomas I ‘h'.'i"w"“" m
lesning forward is his skull-encrusted throse to  hand imte the emvoy's chest, the Talow of Homs 0 oo Sl e i bl itig Mtions, iad
l]u'_:lilin::lror.‘ﬂm[tmhﬂtn rwﬂﬁ:nlﬂhﬂuhudmmqaph"m Hm,.- ':ippmﬁ:dl.ﬁ:d:lm
.mmdikMMﬂthndeﬂ poise. With 1 smurl, the Warmaster closed his fist i ins: iles streaked scross the ether only

E

for me whea the foll power of
me. Even Horus  wnll

hnpmﬂiﬂlﬂlh:hﬂq;ﬂ'

1
E;E

!

and wrenched his hand ot Tarning to Zaraphiston,
the Sorcerer ol Tamnﬁ,mmlp
cavoys beart, blood ruoming dows his arm
dripping onto his face apd chest

the
and




Black Legion Terminators. Boarding
torpedoes  and  assault boats  from
Abaddon’s ship will be manned by more
mundane minions and do oot
this modifier

recenve

“¥ou have failed me for the

last time..."”

Abaddon the Despoiler does ot tolerate
failure, as many of his followers have
discovered to their cost. If Abaddon’s re-
roll is wused for a2 Command check or
Leadership test on another ship or
squadron and the test is failed a second

time, he will become angry — very, very
angry! In the Chaos shooting phase
Abaddon will direct at least half the

available firepower and lance strength of
the ship he is commanding against
the weaklings who have failed him
(assuming the worthless scum are within
range and fire arc). Resolve the attack as
normal, just as if Abaddon's vessel were
din ememy

The victims of his wrarh (assniming they
survive) will be suitably chastised and
gain a +1 Leadership increase for the
remainder of the game: The Leadership
bonus will only mke effecr once (after
that the crews are working as hard as
they can'). If the object of Abaddon’s
wriath 15 not in range and/or fire arc he
will leave them o their Gite — Abaddon’s
ree=rolls MAY 10 1ul1!3.1'r be used on it This
means that no further Commander re-
b ship
sgquadron unless it is carrying its own
Chaos Lord with a Mark of Tzeentch

rolls  may uscd on the or

:"III'lH-I]l.I |]Ji'\ 1]ll'|1LI.ILLI ’.utli.lll" LR L

(8] 1)
Abaddon's own ship, it will lose one
damage point as the Black Legion
massacre those who filed him, No

Leadership increase is gained

ABADDON THE DESPOILER,
WARMASTER OF CHAOS

shields of the hartleshop, the few hits that managed
to penetrate barely leaving 3 mark oo the massively
afimared hl]].

A few hoavily armed delense monmitors® clumsily
mascyvered imio posios fo aifack the approaching
vessel, but, a5 the Choos ship closed the nnge. it
remraed fire A fusillade of destructioa It up space
as the Plnet Killer's bavterics targeted the defense
ships, smashing them aside in 2 frw deadly salvoes.
Torpedoes sowred from the bartleship's dosens of
tubes, eropting across the surface of 2 defense
stimon i blossoms - of fiery destroction, the
wrechage tumbling out of orkit 10 burn up m the
stmosphere  of Sevaven. Stll the  banleship
contimped it refemtless  advance. the ravening
coergies of lances slicing throsgh orbinal docks,
while plasma drivers and [usion cannoms obliterated
crerything within range Even s it epiered low
orbit, - the gigintic  wvessel - ‘contmued  its

et

s
o T e S S S e AT

bambardment. s powerlul weaposs striking against

bunkers . aod  missile  silos  en’ 1

planet’s serlace. leaving palls of smoke dozens
of kilometcrs  long  drifring  across Swaved's
might sky.

A surs ol emergy built pp sround the core of the
ﬁ!‘l:ip. a storm af ||Ef!!1].l'.ng arccd Iram the n'lg:» of
the aperfure warll. with a2 blinding  flash ihat
eclipsed the light ol Savaven's star. the Plinct
Ki]!nr ii.'n:d .‘\ storm n[ iirﬂrl.ltlinn xl!!‘B.n:.'I: SI'I.':I'H.'rI.
s :Imolpl'u:n: b-:!:l hail away. the
immexsurably powerful beam boring through its
crust cabging carthquakes and tidal waves 1o sweep
scross the Cardinal world's surface The iee caps
began to melt and chams of dormamt voltasoes
erupied across the globe, vaporizieg the seas and
sending scorching stzam billowing wnto the thin air.
With 1 continent-sized detonstion, the planet’s core
erupted, the massive release of energy thrusting the

o

. = i -
planet oigg ol orbit and sending it sproning waldly
offl s axiz. With a final desth-spasm ven
disintegrated into a hillion shards of molten rock.
which spread across the hewvens like glowing dust

.I’_l.rlpli:l."ilem hug'b:d out loud = be looked at the
twinkling remains of Savaven os the hololirhic

projectar.

“Ben't that beautiful? he crowed, turning to look
a1t Aladdon beside him.

"It is justahe beginning.” the Warmaster replicd, ”1
shall write My BAME  ACross the stars with the
blood of my ceemics Death crics beyord counting
shall sing 3 hyma of docm to herald my divens

ascensing.”




PLANET KILLER RULES

THE ARMAGEDDON GUN

I'he Armageddon Gun may not be fired if
the ship has been crippled or is on Brrn
KRetros, All Abead Fulf, or Brace For
Tripact special orders. The Armageddon
Gun can only be fired directly ahead of
the ship. To fire the Armageddon Gun,
place the Nova Cannon template so that
it is touching the Planct Killer's stem
then move it directly ahead 9cm, If the
hole in the center of the template passes
onvier 4 ship’s base (Frnend or foel), that
ship suffers D6 automatic hits. If any
other part of the Nova Cannon marker
moves over a ship's base then the ship
suffers one automatic hit. Hits ke down
shields exactly as normal. Ordnance
touched by the template is destroyed.
Once the Armageddon Gun has fired, it
must bulld up another charge of energy
and vou must use Reload Ordnance
orders before it can fire again. IF you rodl
a double 6 for a Reload Ordnance check.
then the Armageddon Gun  has
disastrously malfunctioned, inflicting a
criical hit oo the Planct Killer and
rendering the Armageddon Gun useless
for the rest of the bartle. On a roll of any
other double, the Armageddon Gun can
be fired once more before it must be
shut down o prevent overloading. Noge
that as the Planet Killer alse has
torpedoes, it is possible that you will
need 1o use Reload Ovdnance orders for
these at the same time as for the
Armageddon Gun. In this case, only
make one Command check but apply the
roll equally o both weapons systems (cg
if vou roll a double six, then the Planct
Killer suffers an automatic critical and
will alsa be out of torpedoes for the
remainder of the game)

nslirous

Sdcim

er the Monsirg
Dulksz and W

The Planet Killer in Exterminatus
The Planet Killer, as its unsubtle name
suggests, is designed 1o amrack worlds.
This makes it particularly appropriate for
the Extcomninatus scewarivy, W e Cliaos
fleet Is amacking, it can include the
Planct Killer instead of using modified
exterminators or # Blackstone Fortress.
The Planet Killer does not lose any of its
weapons for being an exterminator, but
if the Armageddon Gun cannot be used
for ATV NSO then it can no |'=.II'.I|-.',L'1' acl
as an exterminator and the Chaos player
loses the batle automatically

INCLUDING THE
PLANET KILLER IN
OTHER BATTLES

Below is an additional entry o the Chaos
incursion fleet list so that vou can use
the Planet Killer in your Banlefleet
Gothic games. However, the Planet Killer
isn't particularly suited to gencral feet
engagements and is  much more
appropriate for special scenarios or
certain types of games. In fact, the Planet

Killer is wvery likely o be the whole

reason for a battle. For cxample, you

FIRING THE ARMAGEDDON GUN

Planet Killer

could play Scenario three: The Raiders,
with the Chaos fleet defending the Planet
Killer. Instead of the normal wvictory
conditions, the attacking player must
cripple or destroy the Planet Killer,

Another variation on the ‘destroy the
Planer Killer’ scenario is 1o use Surprise
Attack, Rather than orbiting a world, the
defending  Chaos fleet is  stationed
around the Planet Killer (perhaps it is
|J:|Id|:'rgt‘111‘:g repairs  or  somcthing
similar). The defender docs not have o
pay amy points for the Planet Killer, buat it
starts the battle on standby like the other
defending vessels. The amackers must
cripple the Planet Killer to win

Similarly, vou could fight a Convoy
scenatico, with the Planet Killer counting
as eight transports. The Planet Killer's
unwicldy size will make it difficult o
maneuver in  the dense celesdal
phenomena, oflsetting its far greater
offensive capabilites. If the Planet Killer
moves off the opposite table edge
undamaged then the Chaos player wins.
If it is crippled before it escapes it is a
marginal  attacker win and if it is
destroved the attacker gains a major win.
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ARMOR TURRETS

o wWesipons haltery flcim ] 2 Lefulronurieia

Por weapons battery flicm | 6 Lefi

Starboard waeapons hatlery Hlem i Rizhi

Powsal lances Bcin 3] Lef i i I.':|:_!::

Prow lorpedoes W i Leftrontfrieht

ll.|'II|.|_:.'.||.|.I: Cian Qlcm See miles Fromt

SI‘H:Cial Rules: The Planet Killer is notoriously
slovr to manewver and so cannot use the Cope To
Neww Headirg special orders.

Ondy one Manet Killer is known 1o have
been built and that wies wsed as thy
personal fagship of Abaddon the
Despoiler dunng much of the Gothic War,

The ship was eventually reponed
destroved by Banlegroup Omega
near (o the recently
annihilated planet of
Kharlos 11, although the
hulk was never recoveredd
as confirmation of the
vessel's destruction

ADDITIONS TO THE CHAOS FLEET LIST
FLEET COMMANDER CAPITAL SHIPS

Yo Hay fricfede Abaddon the f)-l.'.ipln'h'r A ﬂt‘t‘f |5|" F _plrr'rn‘.'u LA L ST
as the Warmaster in any Chaos Fleet  include the Planel Killer.

wworth morve than 1,000 [roxirels,
0-1 Planet Killer

Manet Killer 05 pts

“Spc.ﬂ»‘. nol 1o me of .'“'la-dl.‘i-:m.
blackest of hearts, basest of
ficnds. Who clse amongst the hosts

of the traitors embraced Damnation
T o ks 0
with ssch a fierce EJ-EE.! Abaddon (Ld 10% # 195 pis

Atiributed to Roboste Cuilliman, Abaddon receives one re-roll per urn, in
Pitnirek obiks Tl rnsries atlcition see his special mules as stated in
this article

“Aud furthermore it is our conclusion
that such a machine therefore does
not exist and any personnel claiming to
hﬂ.‘l"l: SCCn lt arc dEIUdCd. T

It has been proven.to a high. degree of
prubahilitf that the destruction of Kharlos

Il is wholly the result of coincidental
scismil; activit}r."

= From the conclusions of the preliminary
rcpn::-rt on the dcstructiun ::n[ Kharins I b:,r tl'u:
Imperial Commissioner for Moral Truth




CAMES WORKSHOP
RECRUITMENT |

Are you looking for an exciting career? Do you want to be a part of a company ymj '
actually look forward to going to work for? Put down the classifieds and prepare your |
resume, Games Workshop is the place for you! |

TRADE SALES |

If you have good phone manner, excellent computer |

skills, and a love for the Games Workshop Hobby, then :
LS a career in Trade Sales is right for you! Trade Sales is
2 < ¥ iy dedicated to getting Games Workshop into all our
( ' k_f J Independent Retail shops and making sure people all
" across the MNorth America can enjoy the miniatures
and games that make this company the best around.

= e RETAIL OPENINGS

Are you a hobby enthusiast? All you
need is a high level of excitement and a desire to
provide the best in customer service and you could
become a member of our team. With new stores
opening all the time, Retail is always in search of
motivated hobby fanatics to work in our stores.
Currently, we have a particular need for people who
can work in our West Vancouver and Ontario stores in
Canada, and our Glen Burnie and Cheektowaga
stores in the United States.

Be sure to list any languages other than English that
you speak fluently on your resume.

= — e,

# L . r
& Submit your Trade Sales et I _ Submit your Retail
{ resumes to: b resumes to:

S

Attention: f:i'lcr}'l Sicvtus- j 2
672] Baymeadow Drive Ti@ g% 6721 Baymeadow Drive
Clen Burnie. MD ~$Jﬁ19"ﬁp _- Glen Rurnie. MD
21060-6401 e 2 b 210606401

o e e ——— Eo

When applying, be sure to include a cover letter with your resume explaining why you would be ideal for the
position and tell us something about yourself we cannot learn from your resume.




T WWW.GAMES-WORKSHOP.COM T WWW.GAMES-WORKSHOP.COM T

Mail Order can provide you any i
customizing your own army

rdet; - all the exciting upcoming releases.
hands on the awesome

U.S. MAIL w'
1-800-394-GA

FAX#: 410-590-6700 FAXi#: 905-795-2961

9 a.m. to Midnight Monday to Friday 9 a.m. to Midnight
Seven days a week! Saturday & Sunday 10 a.m. to 8 p.m.
6721 Baymeadow Drive 1645 Bonhill Road, Unit 11
Glen Burnie, Maryland 21060-6401 Mississauga, Ontario L5T 1R3

Or order online:
WWW.GAMES-WORKSHOP.COM

T U.S. MAIL ORDER 1-800-394-GAME = CAN. MAIL ORDER 1-888-GW-TROLL T



T V'VY.GAMES-WORKSHOP.COM T m%&mﬁ WORKSHO ANy
$85.00 Can.

boxed game

Iplace of nightmarish ruimm!mredml&
awaits in every shadow. Here bard-bitten
warriors stalk through the crumbling palaces '
mdw“gmﬁmm#ﬁngﬁrﬁe '

$749 US. 549 US. $649 US,
00 Can. & : $§8.00 Can. $9.00 Can
Each Blister of 2

Designed by Codin Dixen

Assassin Adepis Black Skaven Night Runners
'rkﬁ'-lltﬂ.“ﬂl"ﬁhbﬂi‘n‘l % PF unr l.l ::......‘f Se Ii‘l e e $1750 TS £2500 Can
Eshin
Sorcerer
649 US
$9.00 Can.

T U.S. MAIL ORDER 1-800-394-GAME T CAN. MAIL ORDER 1-888-GW-TROLL T



T WWW.GAMES-WORKSHOP.COM = WWW.GAMES-WORKSHOP.COM T

Reileland Yournghloods
$6.49 US. Blister of 2
$8.00 Can. Blister of 2

bl

Reilland Champrions

£549 US. Each §7.00 Can

Reiflkland Captains
$7.49 US. Each
$11.00 Can. Each

Human Mercenaries
Plastic Boxed Se.t
Designed by Alan & Michael Perry. |

sl Comkains B plastic,
Hasman Mertenarics

L. SI7.50 US. $2500 Can.

$50.46 U.S.
$67.00 Can,

}"ﬂuuﬂmrﬂu}' - _. SR, Reikland
e e Warband
Reikland Warband Deal e : deal
contains: "
4 'Iltcildnﬂ'('.l.l@h
£1349 US, - '
§16.00 Can. ;
-I:m{hmnh&] :
. | vor only $MLEG LS. Hm
Can. ag:nhum e

Mercenaries for FREE!
m::'mdm.-

uu* hiim!.u an borse & fool

£12 4¢ Ub
£16.00 Can.

$43.46 U.S.
$62.00 Can.
Skaven
Warband
deal

AR




i& TATA ™ JAMMT ’- “‘W‘H‘*Hlfﬂ .;'

\\ SR ‘_"‘.‘1.1___-:_‘_"__. W“ DD W ‘_‘_-' %

D N : - $60. ﬂﬂ Can 0.0 d : din H“;
= _ = ¢ I'k Warhammer ; ; i :
S | ok . 3 4ﬂﬂﬂﬂruﬁehnuk : Py gt ¥, '\ : L

'ﬁ' _ —~q———— —'— — 1T WWW.GAMES-WORKSHOP.COM T

"W Iﬂr N ey
A L 'r W 5 ! F ; 3 "‘ il 1 =] .
§ L - = ‘#I 37 e e i aree T ", L‘

‘-: ¥ - y s J 4 - |
Wt e B : -~ 7 s 48 pag & v
L _“' v . e ) ‘-‘ adex o gl '. .-I. i & ‘1“
r n
| " ’ r of it e

7 $88.73 Us, SHINING SPEAR HOST

ﬁ_ 511250 Eian. Tha Shining Spears are
1 : a fasl moving, heavy
i \ , squa hitting "Aspect, To tarm
. d = dear 4 up your Shinng Spear
T : § o S 5 Host - wé have pul
; <% z togathier ‘this squad
deal whigh contains:
| =1 Shining Spear
Exafch'Model |
p  * G Shining Spears
W Al for §87.48 LS. 5125
= Can, Call Mail Order for
*  mare details,
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ORK BOYZ $22.99 U.S. f ~ CODEX
e s~ 53100 CAM. [0 CUIUES St ) IR 28

& $14.99 U.S. §20.00 CAN.

WAAAGH! Da Orkca are the most brutal

and successiul race in the WHADK

wniverse, This 48 Codex
wehicles and

A i %m;
ORK ’ARD BOYZ $27.50 U.S.

Bowed sef containg 8 muiti-pant, piashc Ork models. plus sodition’ matal smmaor.
G a]. fivian Felpan & &lark Hechored s‘ts ﬂﬂ Clﬂ.

ORK WARBOSS

’ |l 4 Dwsigned by frim Nedson
$15.49 U.5.
t_;_ : ;nm CAN.
sl T )

BURNA HO\"Z HUBZ IN 'EAVY KILLER KANS

Pesigned by Mpk Fegihord naipnad fy Ariwn Medanre £ Normen Seaine
$4.25 EACH U.S. $6.00 CAN. EACH ARMOR §22.99 U.S.

Designed by Errﬁm:;ﬂ;! s $35.00 CAN.

$12.00 CAN.

1
W AT AT == he Orks' huge empire is divided among thousands of Warlords, each one
$4.25 U.S. EACH striving to defeat his neighbors whether they be human, Eldar or even
£7.00 CAN. EACH - other Orks! In battle they fight in huge mobs and their tactics are as subtle
as a sledgehammer, They are seen as barbaric and anarchic, yel they are

& " the most widespread race in the universe! $89.99 U.5.

Ork Batile Force boxed set contains: 16 Ork Boyz, $130.00 CAN.
5§ Warblkes, 1 Warirukk, 1 Warbuggy, and 1 Barricade sprue
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COEN,

Q'—i'ﬁ nE “qu"IEq

SPACE MARINE MASTER OF THE

LAND SPEEDER nwsuwmﬁ CODEX

$24.99 U.S. gz MARINES
$35.00 CAN. : { This 48 peige Coslex

contains the army st
background and rules

e = Marl $14|gg ul
el > T §20,00C
Emparor's warriors. [/ : book '

SPACE MARINE SPACE MARINE Sragies e moram o [N
LAND SPEEDER LAND SPEEDER gownon i e special oare [ $9.99 U
TYPHOON TORNADO fas1, deadly Ravenwing), and 4% A $1 2.00C

Drnigred by Jus Goodin PR P hﬂﬂ'k

£ Movman Swales _ CODEX L0,
g ﬁ'd‘

- ; , : BLOOD ANGELS
“ or . : . wmmrmmm
“‘ i : ] mﬂulmulmwm L i N
; 3 rubes, troops (such as the feared b

Death company), and special LR "'i
thaal are unigue 1o the L__ e g

Bload Angals. ﬁ

[Pesigned by Jog linede
& K

Thass Two Codes Dooks @6 IO COMpRng @Iy
imin. in thair owe night. You will nesd » copy of
Codin Spaod WMannas o maiks full use of the anmy liss mede

$20.99 US. & $29.99 U.S.
$42.00 CAN. $42.00 CAN.

" |

Y $50,99 U.S.

BATTLEFLEET mm“';rmﬁf ('_‘, $85.00 Can.
GO ‘ boxed game

GOTHIC .

I!". }# | _{: :Erﬁqﬂ g
attlefleat Gothic is the game of spacaship battles, set during the I ! .-d . vﬁhﬁ;‘ i

A=t Gothic War in the 418l Millennlum; a grim time when the Imperium J

of Man batties lor survival in a hostile galaxy. Battleflest Gothic lats 1 L . e f ‘g‘ b
you command fleets of warships in deadly conflict among the stars, 4 -

though whether as Mankind's savior or ite destroyer is up to youl
Availsbie now, the Batteflast Gothic boxed game contains everything you noed to
start fighting exciting space batties:

Battlelper Gothic nacboak widh campaion rules, J plasfic Impanal Cruisers, 4 Plasiic Chaos
Crusers, 12 assortad dice, foe! remsty pad, 2 plasic range rulens, 12

FLE =1

THE ORKS ARE THE MOST BRUTALLY CUNNING v $8.49 U.5. FOR 3$12.00 CAN.FOR 3

AND DIRECT FIRATES IM THE GALAXY

Géfﬂxc

O fieen dealgned by Do Andeewa
Mmmﬂm:'lﬂr!ﬂ‘il-:hﬂm

TERROR SHIP

$14.99 U.S. $18.00 CAN. Ruai ONSLAUGHT  RAVAGER

S ORK PIRATE FLEET
' DEAL
G I EI{ 1;.-% 1 Terror ship
KILL KROOZER =gy, \j‘j 2 Kill kroozers

$14.99US. 51800 CAN. —SEF BRUTE™ g ﬂ:ﬂ::::: E:::::i::ipi
' ramsHips  [IERDEEEE
"49 u’s' Fnﬁ'd I this for only g -5, W

siaoaony ron s (NI

= ¥ Torpedo sprues lor FREE! Call Mall

Order for more details.
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ASPECT WARRIOR SQUADS

ELDAR PER ELDAR FALCD“ s the tima ol war, and from their Shrings the
JETBIKE GHA“ TANK Aspecl Wamors march forth, Here al Mail Qrder
Do by it Coogui ’ Diigunand by i Baoduin we have assembled the FL. acts ready for you fo
519.5’9 u.s. L 5219‘5 u.s. summon o battle. The chaice of Aspect YWarrior

szﬂlm cﬁ"- - \ . ; “ﬂ'm anl SOunds arg
. . » § Striking Scorpions & Exarch
= & Dire Avengers & Exarch
* & Fire Dragons & Exarch
* & Swooping Hawks & Exarch
Plues if you buy any two Aspect Warrior Sguads, you
can buy a third Aspect Warricr Squad at half q}ncr_ﬂ

he Eldar once ruled a wast

empire across the stars.
_Though they are now few in
number, they are still one of the
most technologlically advanced
races in the galaxy. The Eldar
battle for survival and dream of
their former glory, aven as they
resort to piracy in their fight to
= avoid extinction. .
Eidar Battle Force boxed set
confains: 20 Eldar Guardians, 1

Faicon, 1 Vyper jetbike, 3 Guardian
jetbikes, & 1 Jungle Tree sprue

: How can you guarantee to get your hands on the newest Games Workshop
boxed sets, models, and books as soon as they come oul, mailed so they
should arrive at your door for the day they are released?

boxed set

: By taking advantage of Mail Order's monthly Advance Order deals!

Don't forget that if you place an Advance Order with us we only charge half
price 1st class postage & handling — that's only $3.00 U.5. $2.00 CAN.! So give us a
call to find out the prices and what other advanced orders and special offers are
available!

ﬂﬂ’ﬂﬂ'ﬂf ORDE
SISTERS oF

CODEX




Games Wﬂrkshup’s
comic book featl.lril"lg
original artwork and
exciting stories.
] 'I."-'nrhshl.lp':-: comic, Warhammer
a5 and

SuU BSCHIPTIDNS

IN THE STATES:
12 Issues for $30.00
24 Issues for $55.00

IN CANADA:
12 Issues for $42.50

Games Workshop's
professional fanzine
featuring gaming ideas
for gamers by gamers.

The Citadel Joumal contains loads of

exclusive special 1 articles, new
SCENAFIOS, conversion models, and loads
more in i tdy, bi-monthly package,

SUBSCRIPTIONS

IN THE STATES:
6 Issues for $40.00
12 Issues for $75.00

IN CANADA:
6 Issues for $50.00

T WWW.GAMES-WORKSHOP.COM T WWW.GAMES-WORKSHOP.COM T

D

Great tales of fantasy and
adventure unfold in your
hands with Inferno!

A hi-monthly collection of all-new stones
and artwirk set against the hackdrops
Warhammer and Warhammer
universes, Come explore with us.

SUBSCRIPTIONS

IN THE STATES:
6 Issues for $35.00
12 Issues for $65.00

IN CANADA:
6 Issues for $55.00

{415 TF PO LN 4l

o G

SPECIAL SUBSCINIPTION DEAL!

You can subscribe to all the Black
Library magazines for $105.00 U.5.

5147.50 CAN. and receive a brand
new regimental boxed set of your
choice for either 40K or Fantasy as

your FREE gift!

(This special deal replaces the free gifts advertised in the individual

subscriptions ads.)

CORRESPONDENCE Wa w mments abost Werls Dward,
Al

ey ManEE bul i

iy o o, mo phadse b )

can fired Clamess Workshop on e Yorld 'Wide Wb af the foliowing

Irerreat address
iR s garmea-werkEhap.com

SUDMESSIONS A1 matoisl b ﬂnﬂ W um lor publoation is onky

Journal

T U.S. MAIL ORDER 1-800-394-GAME T CAN. MAIL ORDER 1-888-GW-TROLL T |
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MAIL ORDER HOLIDAY BUNDLE DE.

TIRED OF ENDLESS LINES?
Nced to find the perfect gift for that special
somecone, but you're not quite sure what to

get for them? Even if all you know is that
he likes small green gtgs. or vile bug-like
creatures, our Mail Order Trollz can

help you fill in the gaps helping you
fing l)rhl: gift that'll n‘?alfl: the Ph(?lig;ys
memorable. All you have to do is pick _
up the phone and we'll do the rest. w

IN CANADA

Mon. - Fri. Open 9 am to 12 midnight
Sat. & Sun. Open 10 am to 8 pm

the U.S. Mail

Drdnr
the prices below are
in U.S. dollars.

. When ordering from
the Canadian Mail
Order the prices
- below are in
Canadian dollars.
Check out these great savings!

IN THE UNITED STATES

Open 9 am to 12 midnight
Seven days a week!

Get those (|(' =

orders oul

= 5200 to $249  $14.00 FREE Stuff

= 5250 to $299 $20.00 FREE Stuff .

= 5300 to $349 $27.00 FREE Stuff
The Mail Order Trollz get so crazy about how e$350andup  $35.00 FREE Stuff

many orders thc}r have to fill that th:y sometimes

throw in extra stuff without even realizing it! In-addition, ?rT all orders $?=5F:]Eor
This is your chancc to take care of somec big more, you'll receive FREE ||

savings. If you're not ordering cnough to take
advantage 0{ these awesome deals, then get a
group of your friends together and placc onc
gigantic order! All in time for Christmas!

* $150 to $199

shipping and handling. What §)
_beﬂar way to ha?a your gifts §

$9.00 FREE Stuff

el

T U.S. MAIL ORDER 1-800-394-GAME = CAN. MAIL ORDER 1-888-GW-TROLL T
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MAIL ORDER FORM

' TOTAL
CODE DESCRIPTION PRICE aTy
PRICE
| |
1 1 [ |
|
5 s TOTAL
u CANADIAN gy gespemsor
MAIL ORDER MAIL ORDER w0 in s
CAMN. ORLY - RESIDENTS ADD
6721 Baymeadow Drive 1645 Bonhill Road, Unit 11 X ESTRRT
Glen Burnie, Maryland 21060-6401 Mississauga, Ontario L5T 1R3 osmige|
E Orders o § 20.00 5§ 550 E Orders 5§ 20.00 $ 580 EEMT
3 2001 0 54000 5650 2001 to 54000 5 650 GRAND
3 4001 0 S EDO0 5 750 § 4001 to 56000 5 750
$ 8001 % 3 E0O00 3 85D $ 6001 to 5 BOOD 3 BSD TOTAL!
S ANT W 0000 % AN & AOOT b S1080 M0 % asn I
- 1. ¢ gmalimx w8
8 ; o 150, F L met
2-3 DAY SELECT 35001 w OveR £15.00 S15001 {0 OVER F5.00 []”P’“!'i_'ﬁ'“'-‘l' *'“"'E'“'f""“'*
e [0 Foderal reguiiigs, no
B Boores, APTH, FPO - Choes are wnnl v UL S Posts Sersos - Pronfy i Tha LB o = =
FRL AK, M Oeders am sest v LRSS Bad Dlay Serece 51::1?::;:‘;.?' x"rl:E!.' ﬁ‘:ﬂr&“ﬂ::ﬂélgs:‘:ﬁ;&"‘qr T spray cons mny - be shipped
ADDITIONAL SERVICES Bowas, bul wa can ship your ondes via Canada Fost! t\l};m;:. Ay rlnrm -.ll AIE aTics
UPS Znd Day Air - Gontinentat UL.S. - Add $5.00 ADDITIONAL SERVICES e dnsduigbrn,
UPS Maxt Day Alr - Congnental LS, aniy - Add $10.00 LIPS Canada 1-2 Days - Add §15.00 e R e ;:n]',\,l\ I,.,i,,:: ,
UPS Meat Day Alr - PR Express Serdice - Add 310000 SPRAYS: B B aeldil | $10.00 Sh selling spray u bk |
UPS Mext Day Alr - AK, HI Express Sarvice - Add $15.00 Charges for c?;:fﬁ ;ﬁ;,lgﬂ::ﬂmﬂ' Ia:“‘l‘?‘.ey ara Elaés-':g{[;‘;g and primers contisental LS. |
UPS Saturday Delivery - Plaase call for details Diangaros 5 and must be shipped via Ground with & and Canadion oddresses ondy
Fareign Shigping Crarges - Please call o getads specral r:u#;... (N0 PO Boxes) |
B |

T U.S. MAIL ORDER 1-800-394-GAME T= CAN. MAIL ORDER 1-888-GW-TROLL
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3 JANTA IDWARFE'S

N8R SACK OF[@IOODIES

" Once again the holidays are just around the corner, and the White Dwarf
& is getting into the spirit of the season with the ever-so-generous Santa
. Dwarf's Sack of Goodies Holiday Deal! Subscribe today and not |

R only will you receive 12 issues of the Games Workshop hobby

magazine, filled to bursling each month with the good stuff every |
hard core GW enthusiast needs to know, but you'll also receive
your choice of 1 of the Citadel Miniatures boxed sets from the list
below, or any 2 of the boxed sets listed in bold type. We've even

snuck in a few of the guys who are
in blisters now, but used to come in
a box. So if you've had any excus-

es about subscribing in the past, for-
get about ‘em! Fill out the form and Cronnplete the coupon below and
pick your gifts out of the sack T W g 1
and be sure to let Santa Dwarf | Games Workshop Mail Order
{MPER. know you've been really, really 6721 Baymeadow Drive
= good this year! Glen Burnie, MD

——— RS

Khorne Becrerkes (12 Wypar Jetoike (1) 21060-6401
£ Chans Space Maring Bhinag (1] Eldar Jetbike {1
e Marvm s () o Sees Wi DR 1 Exdar Guiamaans (16) r phone your order fo:

Epace Marine Bike (1) Chans Space Marines (5) Fikar Shesskse Juttik (1]

Space Marre Akine 1) Doomndar |1) Shineg Spear Exarch |1) 1 -Bn D-SMGAME
, St Maring Tactcal Squasd (10) Gk Buygy 1} Catachas Jungle Fightars Squad (1}

' Space barne Land Spesstar (1) n.E:_.rw“Lh.h I'1|Iﬁ Tyranid Termagands {B) . L
Space Marine Combat Squad (5) S e Tyranid Geneslealars (5)
Spana Marine Assault Sousd (5 ik Warirukd Sisters Of Batie Squad (5]
Spacs Manne Deeslains [5) Kk | T i Bk T !
Spade Manna & 1§ S 2 e .|I|..|-:>. . iy
Bkt Atsgeita H i Ok Wart 1 ars Blcks Wiches 15] 3
1 Space Manne a1 -|1| Do Didal Pasder (1)
i Juggamaul with Chaos Champion |1 Eidar War Walker Dark. Eicbar Jetbiikon (1)
; i ol Ecar o 1 Dkl Ektn Wadtioe [15) Complete the coupon below and | 3§
Bretonnian Bewman (8] Orc Boyz (B) mail with pevmett fo:
Aarbal the Undelaaies |1 i F":"" "";;""’: ”"_"r' i : Black (ves IE'I
1 L A, iy W = o s 1) .
g ChacH Gl (1] Aaial. Wood ER Dusen ol Mage. [1 ; Games Workshop Mail Crder
Chads Beastman Thare 11) Waod Bl ] b Bl Tlrains siiol 114 ¥ ¥
A (1] Ot Guocopter (1) Ho L,; 'L'ETJ:E]'"' " 1645 Bonhill Road - Unit 11 |}
Baasbmen (8) Drwearis (1) D:h. Elves (8] M i a ON
Cracs Wamr Mabesders Fgri. 12 Skavnn Vaemin Lord (1 . % I55I55aUga, E
¥ = ¥ Y Marksmen of Mirsgiano |6) 1
Beaniy Baarsirick and Baarman (B) |_5T 1R3 ]
Whydas Ihe Mean (1)
Lu:ard-m'élr! Saisrua (8 £ ' Or plone vour order fo: 1
’ l E & } Lizardrmen Skinks (15) 2 i sindy |-L‘||‘ r'r.": 0 3
Bredonnian Han ona mas |17 Bnolling Pump Wagan (1 Lumgain LT o ings
}  omkanniars Gl T wigh (1] Einbin Chariat 111 Lorg Drong's Siayer Prales () 1 “BBB'GW'THOLL
Bret. Knighis of the Bealm |2) ok Daam Doar (1) Bronane's Galopes Gues (1) k.
1 —— . S S R S ———————— O — — #
L "]

I\ ] [E i !
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1 4 !

I EAHT& DWARF'S SACK OF GOODDIES S-I.IBSCRIFTIDH DEA.L! | |

| |1 would like to subscribe to White Dwarf for 1 year for $50 US or $85 Can. And have selected the 1 b

| | boxed selis) ksted here: 1) o 1L

I 2' - ] "J" I i

I Maryland residents add 5% sales tax i - | ]

1 Canadian residants add GST/HST Manitoba and Quebec residents add PST =% I

I
i
Form of Paymenl: (please croie one choce) Check, Money Order, Master Card, Yisa, (LS. Only. American Express,
¥

| Discowver) | ]

| Credit Card Mumber: .o N . Exp. Date: ... | ;
: | Cardholder's Mame: ..o, EEERE S SR s Cardncl der's ‘-lqudlum .............. I

- B A o e e e S e e e S e e | ]
5 | B T e s B Tt B L i § A iR R i S R T P : I 1
| 1 411 | e R R T AU AR RSt O DI State/Province: ... e 2t Post Gode: ... | 5'

I Phore Mumber Home: { LA 3 et et Wark: [ | R— I ;

L---“ ———————— _—-—_—-----—-—-————--—————J 1
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