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The Fat Bloke Editorial

This issue of White Dwarfisa
stormer, even if | do say so myself.
Why? Well, if you're sitting
comfortably, I'll begin...

First and foremost we feature the
release of the superb Codex Imperial
Guard. This army list allows you to
take huge regiments of valiant
human soldiers supported by lots
and lots of tanks (of which there are new variants!) — who
could want for more? Not Gordon Davidson or Lonnie
Mullins (Lonnie’s here on a pilgrimage from GW US).
They've been steadily filling every room in Gordon's house
with all manner of Imperial Guard bits as they build their
colossal Catachan army. More about that in coming issues.

[ -:;.I

" Paul Sawyer,
Editor and
Fat Bloke

Then, of course, we have the second edition of Town Cryer
presented by that renowned page thief, Tuomas Pirinen, as

he reveals more dark secrets for our new game, Mordheim
City of the Damned. Check out the new Marienburger and
Sisters of Sigmar warbands and marvel at the constructions
of that most esteemed of architects, Nigel Stillman.

If you're a fleet admiral, this issue will either be great news
or a reason to retire, as we proudly present full rules and
background for the most destructive ship in the Gothic
Sector, Abaddon’s flagship, the Planet Killer!

PLUS more for 40K Necron players, collecting Orcs &
Goblins, Warhammer tunnel troops, and loads more!

Phew! See you again next month...

AT.BLOKE'
L ey

IMPERIAL GUARD

NEW CODEX RELEASED THIS MONTH

Imperial forces receive a
boost this month with the
release of the Imperial Guard
Codex. The Codex gives you
new options, troop types,
extra equipment and special
characters, all invaluable in
your mission to crush the
enemies of the Imperium.

The author of the Codex, Jervis
Johnson, explains all the cool new
stuff later in this issue. Look out for
Hardened Veterans — these battle-
experienced warriors are better
shots than average Guardsmen and

are better equipped too. Storm
Troopers have a whole new range of
battle equipment, making them
really useful elite troops. Imperial
Commissars now demonstrate their
zealous loyalty to the Emperor by
summarily executing any officer that
tries to desert the field!

The other big news is the release
of our latest Battle Squad set,
Catachan Jungle Fighters. This is
the latest in our range of multi-part
plastic kits, which can be stuck
together in literally thousands of

* different ways to make up the core
units of your army.

Examples of
Catachan

Jungle Fighters
made up from the
multi-part kits in the
new Battle Squad
boxed set.

A Catachan Command HQ
occupies a fortified position.



The army list in the Codex features

The new

Leman Russ A ‘ two new Leman Russ variants —
Exterminator one of which, the Exterminator,
packs some is out this month. The Exterminator
serous. carries a huge amount of firepower,
Reepower including twin-linked autocannons

and three heavy bolters — that's
eleven dice!

BATTLE
_ REPORT

This month’s battle
report is entitled
The Defence of
Missile Silo 51.

It features the Imperial
Guard battling against
a savage Ork horde,
determined to overrun
their position and take
control of the Imperial
arsenal. Find out who
wins later this issue.




OUT OF THE WARP

Chaos fleets receive some heavy reinforcements this month, as two new vessels move in-
system to wreak destruction — the Repulsive class grand cruiser and the awesome Planet Killer.
Full rules for using the Planet Killer, and Abaddon himself, appear in this issue.

The Repulsive class grand cruiser is ideal if you lances and torpedoes. It can sustain more damage than
can't afford the points for a battleship other cruisers too, making it outstanding value for its
but want something with more points cost.

c?ﬁgg? Eﬁ?g gepnu?;mgl I%?;ao: The P?anat 'Killer is a.uqique vessel and_was Abaddon’s
' firepower that rivals any flagship during the Gothic War. As you will see when you
battleship (14 on each read the rules later in White Dwarf, it is VERY
side) as well destructive! There are also rules for having Abaddon on

as a good board one of your ships. This makes the crew extremely
efficient (as they are terrified of him) but watch out for the

Spr‘:“;?d special “You have failed me for the last time” rule.

The Repulsive
class grand
cruiser, sculpted
by Tim Adcock.

GAMES WORKSHOP
STORES

- AMSTERDAM
GRAND OPENING

If you're looking for some great deals on Games Workshop models and books, get yourself to our
Amsterdam store for their Grand Opening! But be warned - there’s bound to be a big queue!

On Saturday 30th and Sunday
31st October, Games Workshop
Amsterdam will be holding their
Grand Opening! Bargains galore are
to be had at this sale, celebrating the

opening of our second store in the
Netherlands. Check out the details
in the Games Workshop Stores
pages later in this issue, or call the
store on: ++020 6223 863.

NEW
STORE

Games Workshop has just
opened a store in the brand
new shopping cenire near
Glasgow.

The Braehead shopping centre is
one of the biggest in Scotland,

-and one of the first stores to open

will be Games Workshop. Why
not pop along to check out the
centre and visit the newest
Games Workshop store in the
country? Give Games Workshop
Glasgow a call for further details
on 0141 332 5588.
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Rat Ogre (1 model per blister) £6.00
Ayercenasies.
Marienburger Captain (1 model per blister) £4.00
Marienburger Champion (1 model per blister) £3.00
Marienburger Youngbloods (2 models per blister) £4.00
Bisters of Sigmar
~ Sisters of Sigmar (8 models, metal boxed set) £15.00
Sisters of Sigmar (3 models per blister) £5.00
Sigmarite Auger (1 model per blister) £4.00
Sramatis Vevsonae
Veskit, Clan Eshin Executioner (1 model per blister) £5.00
Jo_ha_n__n_ me_ K_nif_e (_1_ model per b!i_ster.) £5.00

WARHMAMMER
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IMPERIAL GUARD

Codex Imperial Guard £8.00
Catachan Jungle Fighters (plastic boxed set) £12.00
Leman Russ Exterminator (metal & plastic boxed set) £20.00

BATTLEFLEET

'GOTHIC

'CH OS

Planet Killer (metal boxed set) £12.00
- Repulsive class grand cruiser (metal boxed set) £8.00

Warhammer Monthly 24 ) £2.00
Infernol 15 : £5.00
Daemonslayer, novel by Bill King £5.99
Titan, graphic novel : £4.99
Warhammer Warriors, Ephrael Stern -£2.50
~ Warhammer Warriors, Kham the Betrayar £2.50
Calendar 2000 £10.00
Gorkamorka Gubbinz £4.00

OTHER STUFF

Limited Edition Warhammer & Warhammer 40,000

(including free metal command figure) £50.00 each
Mega Paint Set (complete paint range) £100.00
Batteries Not Included (stuff-to get you started) £25.00
Tank Brush (huge brush!) £5.00

TOWN CRYER

The second issue of Town Cryer documents
the arrival of the rich men of Marienburg in
the city of Mordheim, along with the re-
emergence of the sanctimonious
Sisters of Sigmar.

Also this month there is an examination
of Paul Sawyer's own Possessed
warband, the Brotherhood of the #
Dark Moon, which features all ./
converted models. Plus there
are new rules in the form of
goods for wealthy warbands to
purchase, including banners,
tarot cards and even opulent

coaches. Get out your groats! Marienburger
' Champion

WHERE’S WINK?

Lost — one Golden Demon winner! Adrian
Wink has won numerous statuettes at our
prestigious painting competition, and took
away the coveted Slayer Sword in 1997, for
the model shown below.

However, we have lost contact with this
talented painter, so if you are out there
Adrian (and if you haven't just
won the 1999 competition — in
which case we'll have spotted
you already), please get
in touch with Paul
Sawyer, here at the
White Dwarf bunker.

Adrian’s Ore
Warlord mounted
on warboar won
him first place in
the Warhammer
Single Miniature
category, as well
as the much prized
Slayer Sword.




TANK BRUSH

Got a tank to paint? Need a big brush? Well
look no further, because the new Tank Brush
goes on sale this month.

The new brush is just what you need for base coating
large areas quickly and is ideal for drybrushing the
armour plates of your tanks. If you've never tried this, the
idea is to mix up a lighter shade of the base colour (just
add some white) and then wipe almost all the paint off
the brush with a tissue. Drag the virtually dry brush over
your model and the paint will come off onto the raised
detail while leaving the recesses untouched, to create a
highlight. Remember, the brush needs to be really dry to

NEXT
ISSUE

LAST CHANCERS

avoid streaks of paint.

Colonel Schaeffer’s
Last Chancers are
due for release next
month in a special
boxed set.

To go with the new
models, Codex author
Jervis Johnson has
written rules for using
the Last Chancers on
their own in ‘special ops’
missions - including
special rules for every
member of the squad.

WORK IN MAIL ORDER TELESALES

We are currently looking for
new people toc help expand
our Mail Order business in
the UK.

We are also looking for people with
language skills, especially Danish,
Dutch, French and German; to
provide a quality service to our
overseas customers.

Send your C.V. or application form
(available from the address below),
stating why you think you can be
an essential part of the Mail Order
team, to:

ROB GRIFFITHS, UK SALES
PERSONNEL DEPARTMENT,
GAMES WORKSHOP LTD,
WILLOW ROAD, LENTON,
NOTTINGHAM, NG7 2WS.

TEL: 0115 916 8172. E-MAIL:
louiseb @ games-workshop.co.uk

The Skills

* Huge passion for the Games
Workshop hobby

* Enjoy talking to people of all age
groups

* Excellent communication skills

* A good telephone manner

* Previous telesales experience
would be useful but not essential

The Person

= Loads of energy and enthusiasm

Able to use your initiative
Confident

Good sense of humour
Customer service orientated —
‘you will know the need for
-excellent customer service

The Benefits

¢ We provide competitive salaries,
staff discount, excellent training,
‘almost unlimited career
opportunities all over the world
and all the benefits you would
associate with a multi-national
company.

The Mail Order telesales team, the
‘Phone Trolls', take your orders, give
advice and answer your rules questions.




DIRECT LINE TO THE BLACK LIBRARY

You may have noticed the plethora of merchandise and
limited edition goodies available from the Black Library,
from Imperial Armour’s vehicle conversion kits to the
awesome large scale figurines from Forge World. The
great news is that we now except credit card orders over
the phone.

All you have to do is call the Black Library hotline on:
0115 916 8177. The line is open weekdays between
3pm and 6pm (UK time). Or if you prefer you can fax
your orders (24 hours) on: 0115 916 8044.

BILL KING GOES TO FENRIS

This month marks the release of the third Gotrek and
Felix novel, Daemonslayer from Bill King. Bill has told us
that he intends to take a break from Gotrek and Felix so
that he can start work on a Space Wolves saga. Way
back at the dawn of time, Bill was one of the guys
responsible for coming up with the background and
character of the Space Wolves, and he has already
written a couple of short stories featuring the fierce
warriors of Fenris, so an absolutely cracking story is
guaranteed.

DAEMONIFUGE

Although Kev Walker has been busy producing
awesome cover paintings for Warhammer Monthly, it's

been many months since the end of Daemonifuge and
you may be wondering whether you are going to see the
valiant Ephrael Stern again. Well, this month sees the
release of the Ephrael Stern Warhammer Warrior book,
along with Kharn the Betrayer. We can also announce
that we will bringing out limited edition miniatures of
Ephrael Stern and Inquisitor Silas Hand, though you
won't get a chance to grab these until Christmas. But
what about another series of Daemonifuge then? All we
can say at the moment is that Kev is still very busy, but
be on the look out for something early in the new year.

GANG WAR

Over in the Fanatic Press bunker, they are beginning to
work on the next issue of the very popular Gang War
and are looking for new material. So all you
Necromunda gang leaders out there with any cool
ideas for new gangs, scenarios or conversions, send
them in to:

The Journal Bunker, Games Workshop, Willow Road,
Lenton, Nottingham, NG7 2WS.

GAMES
WORKSHOP

Fanatic Press is proud to launch their first
supplement for Gorkamorka. In keeping with the
anarchic feel of this game, Gorkamorka Gubbinz is
packed full of crazy ideas and articles for you to
add to your games of Gorkamorka. Compiled from
the pages of the Citadel Journal and White Dwarf,
with a whole bunch of new articles to boot,
Gorkamorka Gubbinz is a packed 96 pages. This
issue includes rules for using rollerblading Ork
warbands, building your own fort with Gorkaforta
and kustomising vehicles at the Mad Meks. All this
plus loads of new mobs, special scenarios,
campaign rules and much, much more.

OUT: END-OCTOBER < ONLY £5.00

Bantf |
WORIEHOT

Get all the 1atest news ahout the Black Library at our
website: fttp:/www. bfacklifirary. co.uk



pace Marines are humanity's ultimate

e/ warriors, mankinds last bastion against the
terrors of the galaxy. Equipped with the best

\ arms and armour the Imperium has to offer.

Spacc Marmc armies are thc Empcrors fmcst

There is not
time for
peace,

No

respite.

No

forgiveness.

There is only

WAR!
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ATTENSHUN!

LISTEN UP YOU 'ORRIBLE LOT! Get back in line... Call yourself Guardsmen?
You look like a collection of pointy-eared girlie Eldar! Stand up straight, heads up,
eyes front, shoulders back... That’s better. Welcome to your first day of military
service in the Emperor’s Imperial Guard. Commissar General J. Johnson is about
to address you on the basic ideals of the Imperial Guard from the holy Codex
itself, which is more than any of you lot deserve! Listen close, what he has to say
might save your lives out in the field. Not that any of you Grox bait are going to
make it through basic...

COMMISSAR

GENERAL
J. Johnson

Right... The fun bit about working on a Codex or Army Book
for an existing army is deciding what your focus will be, and
what new spin you will bring to the army in order to keep it
interesting and fresh. This is something of a balancing act, as
you also have to keep in mind that some players will already
have the army you're working on, and will get all upset if you
decide to change or do away with their favourite troop types.
But on the other hand you want to improve
the character and feel of the army,

which means that sometimes a unit or

two has to go. Fortunately, with the
Imperial Guard there weren't any troop
types that | wanted to get rid of (quite

the reverse in fact — | wanted
to-add more options inl).
Instead | wanted to
change the focus of
the army list so that
it concentrated on a
particular type of
Imperial Guard
formation, namely
the Imperial
Guard
Infantry
Company.

The current army list in the Warhammer 40,000 rulebook, as
well'as the old Imperial Guard Codex for the last edition of the
game, both presented a sort of ‘generic’ Imperial Guard army

list that allowed you to mix and match units pretty much as
‘you wished. The result is a pair of very flexible lists — to my
mind rather too flexible, especially for an army as unwieldy as
the Guard. What's more, the lists had little relation to the
higher level formations and organisation we'd described the
Imperial Guard using in the game’s background. So | decided
to abandon the old generic approach, and build an army list
that focused on allowing a player to collect and field an

Companies (allowing players to field all-vehicle armies!) and
Rough Rider Companies as separate army lists in their own
right, rather than trying to come up with one list for all three
types of formation (If I can blag them from Jerv these will
appear in future jssues of White Dwarf — Fat Bloke).

I'll discuss the actual changes to the army list below, but first
there were two other themes | wanted to address in the new
Codex. These themes where mainly addressed in terms of
the background rather than as changes to the army list and
rules, though they did have an impact on what | included in

The first thing | wanted to get across in terms of the
background for the Guard was that this is an army ostensibly
made up of humans. Admittedly hardened, dedicated human
soldiers armed to the teeth but humans just the same. In the
past we've tended to describe the Imperial Guard as some
kind of huge sledgehammer that only ever fights in vast
battles akin to the Somme or Kursk. While the imperial Guard

individuals or, even worse, cannon fodder. | wanted to turn
this round a bit in the new Codex, and so I’ ve emphasised the
human nature of the Imperial Guard and the fact that it's
made up of people just like you and me, with the same fears,
hopes and aspirations. Linking to this theme, | also wanted to
make it clear that while the Imperial Guard does take part in
huge battles, this isn’t the only type of battle they fight. More
often than not all that stands between citizens of the Imperium
and a raiding force of alien monsters is a small,
battered, Imperial Guard Infantry Company. Under
such circumstances the Guardsmen are willing to
lay down their lives to save the people under
their protection.
The other main theme | wanted to address was
just how diverse and varied an organisation the
Imperial Guard is. We'd gone one step along this
route with the last Imperial Guard Codex, which
introduced six ‘example’ Imperial Guard
regiments. We've ftried to expand on this in
the new Codex by including painting and
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uniform details for a whole host of new regiments. Please
note that as there are so many types shown and they are so
diverse in terms of culture and appearance our poer old

However, we felt it was mportant to show |ust how varied and
diverse the Guard is... and they also offer those converters
and expert painters cut there a wide range of possibilities for
conversions and umque paint schemes for their Guard army

actual chan_ges I've: made

THE ARMY LISTS
Cine.ot the.things | real[y didn’t like all that much about the

list. This was: the fll‘S! thfng I changed when | got to work on
the new lists. To give the list more structure, | made all of the
heavy weapon teams part of t ommand 'HQ for the army.
Basically, the Command HQ in the new list changes from a
-single squad to a platoon, made up of a Command HQ and
0-5 Heavy Weapon squads. All tas a single HQ choice,
rn much the same way that an Infantry p!atoon counts as a

This has another advantage, in that it frees up slots in the
Troops and Heavy Support sections for use on things other
than Heavy Weapon squads, which adds to the flexibility of
the army and increases the number of options open to an
Imperial Guard player. I've also added in a rule for comm-
links, so that all those radio operators (not to mention scratch-
built whip aerials on command vehicles) get something to do.
Finally, as the. Command platoon represents the HQ of the
Company, | limited the number of Command platoons to one
in the list. This also stops beardy gits from maxing out on
Heavy Weapon squads by taking two Command platoons and
the minimum number of Troops choices! '

As you can see in the diagram below, the Command platoon
along with the Infantry platoons represent the Infantry
Company under your command. All of the other units that you
include in the army represent ‘assets' that have been lent or
‘cross-attached' from other Imperial Guard formations to help
your Company perform its mission. So, for example, if you
took an Armoured Fist squad and a couple of Leman Russ
battle tanks, these would have been cross-attached from an
Armoured Company, while any Rough Riders would have
come from a Rough Rider Company, and so on. Fortunately
the limited number of assets that can be used is covered by

Te chart below shows a typical example of the way Imperial Guard units are organised. You can choose to
represent this organisation on your models if you want, and there are lots of different ways of doing this. Vehicles
especially benefit from some kind of marking, and you can see lots of examples in Codex Imperial Guard.

NOTE: Solid borders indicate compulsory units.
Dotted borders indicate optional units.

BLUE COMPANY

COMMAND HOQ

BLACK COMPANY

' Q@ ©

Blue Company Black Company
Red Platoon Green Platoon
badge

ELITE ATTACHMENTS
E.G. OGRYNS

PLATOON

NOTE: Additional supporting units may be assigned to fight as part of the Company.

"OUi:.X

W




the restrictions of the Force Organisation charts, and so |
havent had to apply -any extra restn'ctions on what you can

Ilmtted to one per Infantry platoon taken for the army, to
ensure that they don't outnumber the troops they are meant
to support! However, the fact that assets come from other
formations does have implications for wvery dedicated
modellers and painters, as it will affect their unit markings,
though | doubt saner- people will worry too much about
such things.

The next area to get a bit of a going over was the Troops
section. In play testing, the appropriately named Michael
Major pointed out that by fielding lots of platoons that
consisted of an HQ and one squad it was possible to get your
- hands on lots of heavy weapons at a rock bottom points cost.
To knock this on the head | upped the minimum number of

now has 1 Command Sechon and 2-5 Squads (as an aside,
Andy Chambers still reckons it should be 3-5 squads

Tallarn Desert

minimum. | reckon he has a good point, but | couldn’t quite
bring myseif to force players to take such large platoons.
However, | will say that to play in the right spirit you shouldn’t
field more than one platoon which only has two squads in it —
all the rest should have three or more).

Linked closely to the above was one very important change in
the new list, and one which may be received with less than
total rapture by Guard players; I've increased the points cost
of Imperial Guardsmen and their heavy weapons. As a rule of
thumb a Guardsman now costs six points rather than five as
used to be the case, while the cost of squad-based heavy
weapons has gone up by about five points each. The reason
for making this change was the appearance of the deadly
‘shooty Imperial Guard army from hell' (SIGAFH for short!).
The SIGAFH consisted mainly of infantry squads with
lascannon and plasma gun weapon upgrades, perhaps
backed up with a Leman Russ or two. The sheer amount of
firepower the army could lay down was frightening to behold,
and just about nobody could stand up to it. Fortunately only a
few players have access to the huge quantity of Guard
models needed to field such an army, but even so, somethmg
had to be done to stop it being used, so thuse pomts costs

the other rules changes. the rncreased cost of the infantry
makes the list much more balanced and fun to use (the
SIGAFH, while winning lots of games, was not by all accounts
very exciting to use).

Other changes to the list were made to add to the diversity
and range of things you can collect for the army. The Elites
section includes a 'Hardened Veteran' squad that allows
players 1o field their own version of the Dirty Dozen or
Sergeant Fury’s Howling Commandos, and is included mainly
for dedicated modellers who can have a field day converting
each and every member of the squad. The Storm Troopers
have been given a thorough going over, and have re-
appeared as an altogether more interesting and ‘high-tech’
force, armed with high energy lasguns and protected by




special ablative armour, and can use grav-chutes and para-
gliders which allow them to deep strike onto the table.

NEW SPECIAL RULES

Although I'm sure to have forgotten something vital, that was
about it as far as new troops types and weapon options were
concerned. However, there was one other thing | could do
with the new list, and that was add in some new special rules
for troop types that | felt deserved it. There were three
candidates for this, who | felt had been under-rated in the list
that was included in the rules, and these were the
Commissars, the Rough Riders and the Hellhound tank.

Commissars have been one of the most enduringly popular
images of the Imperial Guard, ever since they first appeared
a decade or so ago. Now, the early version of the Commissar
was an altogether more zealous and callous specimen than
the. goody-two shoes who was in the second edition Guard
army list, and | wanted to return to the original persona. For
those that weren't around for the first version of the
Commissar, he had a distressing habit of summarily
executing officers and sergeants that failed a Morale check, a
feat which tended to stop a retreat dead in its tracks (bad pun
Johnson, bad pun — Fat Bloke). 've reintroduced this rule to
universal cheers of acclaim from all of the older play testers!

Both Rough Riders and Hellhounds suffered from being Fast
Support options that weren't all that fast. In the case of the
Hellhound I've got round this by simply saying it can move 12"
and still shoot its Inferno cannon to the side or rear. However,
as a counterbalance to this new advantage, all the fuel it
carries makes it very vulnerable, so glancing hits count as

penetrating hits instead. The Rough Riders can now move at

a trot, which allows them to trundle around faster than the
infantry in the army, which makes sense, | think. I've also
taken the opporlunity to modi!y the hunting lance rules so

‘*”‘-‘w&m
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TREAD-HEADS DELIGHT

By now all of those dedicated Imperial Guard tread heads, of

whom there are quite a few | understand, will no doubt be

going “Boo-hoo, what about all my lovely tanks now that
you've turned this into a lousy Infantry Company list, sniff...”"
Well fear not, oh lover of the armoured form, for not only are

there two new Leman Russ variants included in the list, but

we've also included a whole host of new vehicle upgrades

with which you can improve the existing vehicles in your

collection. I'm also busily working away on an Armoured

Company army list and a set of vehicle design rules that will

allow you to add any vehicle you want to your army!

The two new tanks included in the list are the Leman Russ
Exterminator and the Leman Russ Vanquisher. The
Exterminator, a fire support variant of the standard Leman
Russ, replaces its battle cannon with twin-linked auto-
cannon. As the weapon isn't Ordnance it allows the
Exterminator to move 6" and fire rts main gun, wh:ch makes :t

move at all you can IeT your opponent feel the busmess end
of twin-linked autocannon as well as your hull and sponson
mounted heavy weapons!.

The Vanquisher is a rare variant of the Leman Russ, and is
becoming rarer now that the only forge world that can
produce it has been overrun by an Ork Waaagh! and so only
one may be taken per army. The main characteristic of the
Vanquisher is its ‘long’ version of the battle cannon,
which can fire armour-piercing shells, making. it a deadly
‘tank-hunter’,

In addition to these new tanks, the Basilisk and Griffon have
benefited from additional rules. The Basilisk can now fire
‘indirectly’ at ranges of over 36", which allows you to use it in
the standard artillery role for which it was designed. Blast
marker but a more devastating effect against buildings
and fortifications.

Cadian Armoured Fist squad

~ Cadians hold their Tines ‘;gﬂ.l‘f‘lst a Clﬁos Space Marine ons'iaughi.




Give me 2
thousand men Crazy
tnough to conquer

hell, and I will
conquer hell!

Last but by no means least, the Codex includes a whole bunch
of new vehicle upgrades that can be used by Imperial Guard
vehicles. | won't go into the details of them here as it would take
far too long though | will take the opportunity to thank Fred
‘Tread-Head Extraordinaire’ Reed for the extra dozen or so
upgrades he dropped on my desk!

SPECIAL CHARACTERS
The next area that | worked on for the Imperial Guard Codex
were the special characters. Many players have the wrong idea
about special characters and why we include them in our army
lists. Contrary to popular opinion they are not there to provide
players with some uber-powerful warriors for their army that they

can use to win every game that they play. Rather, from the

designer's point of view, a special character offers a way of
presenting an aspect of the nature and character of the army
they are a part of. For example, the Abaddon special character
model — even without any of the rules text — tells you a lot about
what motivates and drives Chaos Space Marines, and helps you
understand ‘where they are coming from’. What's more, a
special character does this very efficiently, and saves us from
writing reams of long boring text to tell you the same thing.

The special characters included in the Imperial Guard Codex
are therefore there as much because of what they let you know
about the nature of the Imperial Guard as for any other reason,
Represented are Lord Solar Macharius, Commissar Yarrick,
Nork Deddog and a new entry which is not a special character
per se, but a whole group of them, namely Colonel Schaeffer's
Last Chancers.

The good Colonel and his squad of doomed Penal Legion
troopers will be familiar to owners of the old Imperial Guard
Codex and fans of the short stories about the unit written by Gav
Thorpe for Inferno magazine. For those of you that don't know
them, suffice to say that Colonel Schaeffer and his men are

‘called upon to perform some of the most ludicrously dangerous

missions, and generally only a handful will make it back alive!
Rather than deal with each member of the squad individually, |
instead treated the Colonel as a 'proper’ special character with
his own stats and rules, and while the rest of the squad each
gets the same set of charactenstics but have their own unique
set of weapons. In effect the Last Chancers are a ‘ready made’
hardened veteran unit led by a special character.

During the development of the Imperial Guard Codex, Gav and
Andy suggested adding guidelines for playing ‘Special Op'
missions using just the Last Chancers. Sadly there wasn't
enough space to do this in the book, but rather than waste a
very cool idea, we'll be including a set of rules for using the Last

Chancers on their own in this way in next month’s White Dwarf!

BACKGROUND

The new 48 page format of a typical Codex means we don't
have all that much space to work with for background material
compared to the old second edition books. Because of this we
have had to make sure that each bit of background material
does quite a lot in terms of conveying what you need to know
about an army, but in the smallest space possible. | think my
favourite example of this so far has been the ‘Strategic
Disposition of the Ultramarine Chapter’ which Gav came up with
for the Space Marine Codex, and which in.a single page
provides a huge amount of information about the way a Chapter
is organised and fights. What's more it does so without resorting
to the old ‘word of God' writing method we tended to use in the
past, when we'd simply lay down huge wads of background
material like it was gospel and couldnt be questioned, and
which did much to destroy the mystery and sense of wonder that
should be part and parcel of the Warhammer 40,000
background. | mean, as if even a 96 page book could even begin
to scratch the surface of the background for a Chapter that has
been in existence for over 10,000 years (longer than all of
recorded history so far) and that has fought all over the Galaxy!

Anyway, for the new Codexes we've tried to make sure that the
background material is mainly presented in such a way that it
provides an insight into the background of the army and lets you
know vital information that you really need to know, without




closing things down so much that a player feels he can't make
up stuff himself if he wishes. The Imperial Guard Codex has
been no exception to this rule, and so we've concentrated on
giving players a working knowledge of how an Infantry
Company can be organised, and then tried to inciude other
material which gets across some of the feeling of what it's like
to be a Guardsman. Finally, we've also included a two-page
black and white spread, drawn by Dave Gallagher, illustrating
over forty different uniforms from different Imperial Guard
regiments. The idea with this spread was to underline the
point that the model range we make shows just a few of the
uniforms worn by the Imperial Guard. If you see a uniform you
really like on the spread, then you should write in and tell us,
and maybe we'll get round to adding it to the range - or
you could just convert existing models and create your
own regiment,

THE HOBBY GUIDE
The Hobby Guide section consists of the colour pages in the
book which explain how to go about collecting, painting and
gaming with an Imperial Guard army. Aside from teaching
basic technigues for new players, Hobby Guides also provide
another place where the designer is able to pursue his own

secret objectives in terms of the underlying nature of the
army. In the case of the Imperial Guard, the main thing |
wanted to get across in the Hobby Guide was, once again, the
sheer diversity of the Imperial Guard army. To this end, rather
than just showing one way to paint Cadians or Catachans or
whatever, we've provided a large number of alternative
uniforms for each type of model. Combined with Dave's
pictures this means that the new Imperial Guard Codex
shows examples of several dozen different regiments, drawn
from planets all over the galaxy, and with all kinds of different
uniforms, styles of equipment, and cultural backgrounds. In
other words, it's a big galaxy out there, and somewhere or
another is the Imperial Guard regiment which will perfectly
suit you.

rd pl
IN THE PIPELINE

In many ways finishing a Codex is just the start of a project,
because by the time you've written enough to fill all of the
pages in the book, you've come up with loads more ideas you
simply can't fit in! Things that ended up on the cutting room
floor include a new type of tank armed with a volcano
cannon(!), Rough Rider platoons complete with heavy
weapons, Penal Legion platoons, and more. Fortunately all of
these things will get their chance to appear in future articles in
White Dwarf and the Citadel Journal. I've already mentioned
the variant lists for Armoured and Rough Rider Companies
that will appear in White Dwarf, and the vehicle design rules.
In addition there will be rules and guidelines for fielding battle-
worn Hardened Veteran armies, and conversion articles
linked to the vehicle design rules explaining how to make
things like Baneblade super-heavy tanks or Hydra anti-aircraft
vehicles to add to your army. Most exciting of all is the 24-
page Catachan Jungle Fighters supplement that we'll be
producing, and which will include new units, special
characters, a special Jungle Fighters army list, and full rules
for fighting in jungle terrain, along with plenty of background
and painting tips about the Catachans. Looking further down
the line there has even been some loose talk of making new
models of some of the different Imperial Guard regiments.

And that's about all, at least for now. | hope.you enjoy the
Imperial Guard Codex as much as I've enjoyed working on it,
and that you find it a fun, characterful army to play with. Don't
forget, if you have any comments or questions about the army
then you can write to me care of the Design Studio — | can't
reply to all the letiers | get, but | do read them, and all of the
feedback | get is entered ‘into the melting pot.

Keep rolling 6s!

o
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See in the new millennium with this

fabulous Games Workshop calendar.

Printed to the highest standards, the

calendar contains twelve of our

. finest pieces of artwork from the last
_ year, plus a few classics dug up from *

the Games Workshop art archives.

The artists include John Blanche,

David Gallagher Richard Wright and

many more..

But the Games Workshop calendar
doesn’t just look good — it is packed
full of useful dates and holidays from
around the world, not to mention a
tew spegial days from the worlds of
Warhammer and Warhammer 40,000.

Make sure you don't miss out on this
- fantastic celebration of
Games Workshop artwork.

CALENDAR 2000 « OUT OCT + £10.00

Get all the latest news, plus sneak previews at the Black Library website: https/wwow blacklibrary, co.uk



NEW CATACHAN
JUNGLE FIGHTERS!

Imperial Guard Colonels across the
galaxy - your requests for reinforcements
to aid you in your struggle with the many
enemies of the Imperium have been
answered - the Catachan Jungle Fighters
are here! This Warhammer 40,000 Battie
Squad plastic boxed set contains 20
multi-part Imperial Guardsmen, ideal for 3
either raiSi“g a new armv or addil'lg to an @ S .\1!!/" " CATACHAN JU”GLE FIGHTERS
existing force. Colour Sergeant Davis will 7

explain how to get the best from your

new recruits...

Colour Sérgean_t-
N. Davis

-—n.f’

The Catachans are arguably the best jungle fighters in the
whole of the Imperium. Although they also fight open battles Now you can get your hands on this, one of the Emperor’s

?:gﬁgnﬂsi?gg&ﬂg@?&ﬁ; g‘ﬁ:{ toughest Imperial Guard regiments. With the release of the

S it Thel Citid o e plastic Catachan Jungle Fighters Battle Squad, raising
¥ } = F-Igl;l-ters Sl X fings 'arou?‘*u 4 2an Imperial Guard army is now even easier. Like all the
enemies struggling through  the Battle Squads, the Catachan miniatures are fantastic multi-
part plastic kits, which not only offer an almost infinite

118 I | s, ot e st 5 thickest jungle and can slip past the
’; e ok o i most vigilant picket fine. number of poses, but also make converting simple.

mm
Hemy 31

]

_ Want this
o % Imperial
platoon?

Then check out
the Mail Order
pages or call
0115 91 40000
for details.




The Catachan Jungle
Fighters Battle Squad
boxed set contains 20
multi-part: Guardsmen
with loads of little extras
to stick on, like pouches,
grenades and comm-
links. There are also a
variety of heads to
choose from. Up to now
the biggest challenge
with  collecting an
Imperial Guard army
was, like the Orks, that
you needed a lot of
models. Now I'm not
going to launch into a
huge ‘Collecting an
Imperial Guard Army’
article on how quick and
easy it is now thanks to
the new Battle Squad, but | have put together a 500 point
force which you could easily pick up from your local Games
Workshop store or Mail Order.

Using just one Catachan box, I've already filled the
minimum two squad requirement for an Infantry platoon.
By adding a second box I've enough Guardsmen for a
Command HQ, Command Section and an extra Infantry
squad which becomes an Armoured Fist unit by adding a
Chimera (giving me my first Troops choice).

The new Catachan Jun

7l

gle Fighters battle squad

The Command Section is also made using the boxed set,
choosing one of my Catachans to be the Lieutenant. This
fills the second Troops allocation on the Standard Force
Organisation chart.

To make this a ‘legal’ army under the Standard Force
Organisation chart | have to add a single HQ unit. As most
Catchan regiments have officers that are promoted from
their own ranks, I've chosen a Command HQ. The
Commander is a metal Catachan Captain, with the rest of
the HQ made up of the remains of the second boxed set.
This gives me 500 points of Imperial Guard for only £45!

A 500 point Ipcri ptn or only 5

You can even

" make Command

figures out of
he new Pias‘ric

il Catachans. We

used this figure
as a Lieutenant
in our 500
point ]mpcrial
Guard army.




There is no problem that cannot be solved
by the tanks of the Imperial Guard!

Attributed to Warmagter Solan

5 Wit mml rm!« conmmander
6 lasgun ranka

(h
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) HELLH()UND £20

e~ ek lMl’l'l{lAL GUARD 'I‘MKS
LFMAN RUSS mzmousum £25 - AW“L ABLI{ \rowy




GLORIOUS BATTLES
OF THE IMPERIAL GUARD

PART 1

The Catachan Jungle Fighters are amongst the toughest of

the Imperial Guard regiments and the Mordian Iron Guard

are undoubtably the most disciplined Guardsmen you are

ever going to meet! To illustrate this Gav Thorpe has dug

out some examples of famous battles involving these two

distinctive regiments. Not only are they an excellent read

1 but they’re also an inspirational starting point from which
eabbiad to kick off special scenarios or even a whole campaign! CATACHAN

R T
CROSSING THE X ANIJES due to the darkness — Kore had deliberately chosen JUNGLE
SN i ¥ Y : an overcast night to mask his crossing. The FIGHTERS
The Xanijes river stretches for over 4,000 miles  Gaiachans soon found themselves facing numerous ’ s
across Matapa IV. It was during prolonged fighting Iron Warriors tanks, most notabiy half a. dozen Regiments raised from the jungle

against a force from the Iron Warriors Traitor Legion Predators. Again, they took heavy losses from their deathworld of Catachan are
that the Catachan VI Regiment (the ‘Cobras) had o rmoured enemies, but the infa_:?'ry bravely held on noted for their expertise ai
force a crossing against very stiff resistance. The nif their anti-tank and fire support squads could be fighting in heavily wooded terfain,
lron Warriors were falling back from the rapid  ferried across on makeshift rafts. With their heavy particutarly the swamips and
oﬁen;wt;: of tgehﬂyga__m IX Alrmoureq Regiment, and \yeap0ns in position, the Catachans began to take a dense undergrowth of a jungle.
had ?;trcge the |lrldg.]e‘-r..afong their line of retreat. heavy toll on the Iron Warriors, constantly moving Thay are all considerably skilied
1t wowid e Weeks for ;he Imperial Guard 10 through the darkness to ensure that the renegade [T HGRNRSNINPUEI AN
re-direct their offensive along the surviving bridges.  gpace Marines were unsure of their exact numbers most humans due to thelr world's

Colonel Kore of the Cobras volunteered his regiment position. The Catachans held off three counter- ’ S i
to take a position along the Xanijes and hold it ion ot : bl i Tes o ina )
-2 position along ) NG attacks over the next eighteen hours, while the i S :
enough for the engineers of the Ryzan IX to erect a Ruzana constiictad firsk o bontoon hiHueand ther proud and fight together out of a
bridge for their tank V. : P g a strong sense of common purpose
Heg eir tanks. more sturdy span - :
. = rather than for any respect of

The attack began at last light, with three Companies sy first light the next day (the Matapa night was some autharity, Unlike most regiments,
of Catachan infantry wading across thel shallows; of twenty hours long during this season) the first Ryzan 7o hot Tt b
the Xanijes near the Matapan Massif. The first oy began to rumble across the Xanijes, allowing officer to have been promoted
platoons had almost reached the far shore (the river o 1ron Warriors no chance to regroup and form a from within' the ranks. Although
was some three .hun‘dred yards wide at th!s point) proper defensive position. The war lasted another Catl-'lché‘n i fiqlht AR

when the rearguard pickets of the Iron Warriors force 460 months — it would have been considerably dlf‘;'eﬂ"l-"i% G '-[;"i:
Spotled' them. Bolter fire tore through the é}lr, but the |0nger if not for the sacrifices the Cobras made on ¢ : : “. :,[u i Ll + ! "
Catachans bravely pushed forwards, taking heavy i bloody night. amongst the dense jungle that

losses. Supporting fire from the Ryzans was erratic they are most deadly.



MORDIAN
IRON GUARD
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would disagree.

Metrolisans, the Great Despot's

ositions.

THE BATTLE OF
HELL’S MOUNT

During counter-rebellion actfivities on Saduja Minor,
the 3rd Company of the Catachan XVII Regiment
(the ‘Screaming Devils') was ordered to take an
enemy-held position within the tangled jungle valleys
of the Sierra Peaks, The enemy was well dug-in, with
a network of underground bunkers and tunnels
allowing them fo move around the mountainside,
beneath the surface, avoiding the reconnaissance
and bombing runs of the Imperial Navy aircraft that
patrolled the skies overhead. After a preliminary
attack by stratocraft and artillery, the Third Company
began to fight their way up the steep slopes, made
all the harder because recent rains had turned the
jungle floor into a gquagmire of mud and rotting
leaves. However, using their lifelong training and
knowledge, the Catachans managed to work
themselves into range of the rebel position with
minimal casualties. A prolonged firefight then
ensued, and eventually it was Lieutenant Folie who
led the 2nd Platoon on a direct assault, using his
flamer-equipped squads to push the traitors back
into their underground warren. Vicious tunnel-
fighting continued for almost an hour, until explosive
charges were used to collapse many of the
chambers, forcing the rebels to the surface once
more. Here they were easily gunned down by the
Catachans, whose superior fieldcraft allowed them
to kill many times their own number. To the locals,
the mountain is now known as Hell's Mount, in
reference to the raging fires and billowing black
smoke that engulfed the crest during the fiercest
period of fighting.

THE DEFENCE OF
BARBAROSSA

In 796.M41 the Imperial hive world of
Metrolis was invaded by the forces of
the Ork Warlord known as the Great
Despot of Dregruk. Luckily for the

horde landed over two hundred
leagues from the principle hive,
Barbarossa. The greenskins set :
about conquering the neighbouring &
hives in their drive eastwards across
the ash dunes. Four other hives stood
between the Despot and Barbarossa,
and at each city the greenskins met
staunch resistance. As the length of
the Orks' march stretched from days
into weeks and then into months, a
regiment from Mordian (only fifteen
light years away) was mustered and
arrived in the Metrolis system. It was [
decided that Barbarossa must be held
at all costs, and the Mordian Il were

stationed at the capital, ready to fight alongside the
local defence force and a rough militia conscripted
from the most vicious hive gangs of the area. Ash
nomads were also pressed into service, and did an
admirable job of waylaying and stalling the Orks’
advance even further, allowing more time for the
defence of Barbarossa to be prepared. It was as the
bitter winter began to set in, with icy dust blizzards
scouring the dunes, that the Great Despot's armies
fell upon Barbarossa.

For all their ferocious temperament, the hive gang
militia was quickly overwhelmed as they defended
the lowest levels of the hive against the Orks. In the
close confines of the cramped tunnels and
chambers, the short ranges favoured the Orks more
than the human defenders. Gradually the Orks
began to work their way up the hive, slaughtering the
defence personnel as they attempted to stem the
flood of greenskins into the industrial levels of the
spire. It then fell to the Mordians to protect the
uppermost reaches from the screaming hordes of
the Great Despot. They barricaded several of the
major access ways, guiding the Orks into a wide
plaza known as the Marble Gardens. There,
amongst the many statues of great heroes of the
past, around the tinkling fountains and across the
imported Luptian bluegrass lawns, the Mordians
steadied their firing lines. The Orks broke into three
parts — one came straight at the Mordians whilst the
other two split to the left and right, attempting to
encircle the Iron Guard. Volley after volley of lasgun
fire flashed into the Ork ranks, accompanied by the
roar of heavy bolters and the thunder of
autocannons. Ork Killer kans exploded into flames
as beams from lascannons criss-crossed the
spacious park.

The frontal attack was stopped dead, while the left
flank of the Mordians managed to stem the tide of
greenskins trying to attack around that end of the
line. On the right, however, lightning fast attacks
from Ork light vehicles and Stormboyz crashed into
the Mordians, shattering their formation and
punching deep behind their rigid firing lines. It was
then that Colonel. Grauer committed his reserves —
a deml-company of Leman Russ Extermmators The
armoured \rehrcles raced into the fray from the

Exterminators. blaznng, each fusillade cuttlng a
‘bloody swathe through the tightly-packed Orks. The
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The Mordian Iron Guard prepares to repulse an Eldar attack.

Hellhounds crashed into the Ork ranks and dozens of greenskins were
consumed in the conflagration. As their death-howls screamed over the
crackling of flames, the Ork horde began to: fall back from this fresh
onslaught. The Mordian infantry then responded, advancing by platoon to
pour more fire into the retreating Orks. Those few Orks that survived fled to R
the deepest reaches of the hive, and to this day there are regular firesweeps  § - 3

of the lower levels to ensure that they do not once again grow sufficient in 4 S
number to threaten the hive. . -

BYZRA KEEP

The agri-world of Byzra lies some 75 light years to the north-east of Mordian.
As well as a few local ranger forces, Byzra was protected by a company from
the XX| Mordian Regiment. The company was broken down into several
garrisons, ranging from individual squads billeted in the few settlements on
the world, to the whole of 4th Platoon at Byzra Keep — the planet’s only
fortress and spaceponrt. It was with their customary suddenness that the
Eldar attacked, a small force of the aliens dropping virtually on top of Byzra
Keep. Their surprise attack almost took the citadel at the first assault, before

any message could be sent by the Keep's Astropath. However, a valiant last R e
stand by the platoon’s 3rd and 4th squads, who died to a man, held up the 5
Guardians and Aspect Warriors long enough for the Astropath to project a e EPHRAEL STER . 38

distress call into the ether. For seven hours the platoon held the bastion
walls, stirred to marvellous acts of valour by the examples set by Commlssar

Scorpion Aspect Wamors after Lieutenant Lage and his command section ® LET B ATTLE CO MMENCE 2]

were Killed. He later fell whilst hurling himself at the cabal of Wartocks-

chamber in Byzra Keep’ s armoury. The time earned by the valiant defence
of the Keep was used wisely by the rest of the company across Byzra, who
mustered the local militia and saw the farmers and their families safely
ensconced in bunkers constructed to protect the inhabitants during such an
attack. It also gave Imperial Commander Hourn time to escape in a shuttle,
with his tamlly and aides.

0UT NOVEMBER ¢ £2.50 EACH
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ALPHA COMPANY
34th CATACHAN REGIMENT

An Armoured Fist squad advances in support of 'a Leman Russ Exterminator.



Command section Beta One takes ﬁp a- firing

=t

Catachan Armoured Fist squad Delta advances using its Chimera as

position.
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I don't know
what they
will do to
the enemy,
but thty_
scare the hell
out of me!

Colonel Armitage on
the 34ih Catachan
Imperial Guard
regiment

"

A Leman Russ emerges

i e e IR

from the jungle.
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GAMES WORKSHOP EXHIBITION CENTRE,

Games Workshep HQ, Willow Reoad, Eenton, Nottingham.

ames Workshop presents Warhammer
World, based at our Nottingham HQ.

Warhammer World is a brilliant hobby centre, which
includes a small but exciting museum, a purpose-built
exhibition hall and a unique store.

WARHAMMER WORLD
MUSEUM ADMISSION £1

Guided tours of the Museum are conducted most
days. Adults accompanied by gamers under the age of
16 may enter free.
Before you set off to visit us, please telephone to
ensure that the Museum is open and that guided
tours are available.

Tel: 0115 916 8410

Warhammer World is easy to reach from the M1 by car. It is
also only a short taxi ride from Nottingham railway station.

WARHAM

Queens ’
Medical
Centre ¥

NOVEMBER 28th 1999, lOam- 4pm

The doors of Games Workshop are thrown open for the last time during 1999 as
we proudly present the Warhammer Open Day. Come and see work in progress
from all over Games Workshop, glimpse future releases and participate in some
awesome games!

See work in progress from the Citadel Miniatures design team

Meet Games Developers and Artists

See displays of artwork and miniatures

Take part in awesome battles ;

Visit the Warhammer World Museum and see the amazing battle displays and artifacts

See previews of upcoming games and miniatures

Have another chance to see the Games Day '99 Warhammer display

Take the opportunity to get some great deals from Mail Order

Come and see the Forge World team and get the latest products
...and much, much more!
Tickets priced £6 (including entry to the Warhammer World Museum). Tickets will
not be available on the day. Tickets available from Mail Order or your local Games
Workshop store commencing 12th September 1999. Please note that tickets for
this event are likely to sell out very quickly, so please phone early to avoid

4

i gy disappointment,




CAMPAIGN

W'E'EKEND

Saturday 15th & Sunday 16th lanuary 2000

nce more it is

time to muster

your armies and
conquer the weak! The
challenge is made.
Following the continued
success and popularity
of this great weekend
event, we have decided
to do it a third time!

The Warhammer World
exhibition hall will be Ilaid
out with loads of gaming
tables, arranged to represent
important areas in the Old
World. Armies will be able to
move from table to table and
fight battles, conduct sieges,
make sea-borne invasions and
all kinds of other exciting stuff.
Pausing only for food, the
occasional drink and snatching
a few hours sleep, this titanic
clash will last the whole
weekend. If the thought of
carving out a Warhammer
empire sounds like your idea
of fun, and you have a painted
2,000 point Warhammer army,
then call Mail Order now!

Tickets are priced £25,
including lunch on each day.
Tickets * are available from
Mail Order, or through the in-
store Mail Order service at
vour local Games Workshop,
from 6th November 1999.

Entry strictly by ticket only.
Tickets will not be available
on the day. Over 16s only.

TICKETS FOR THIS EVENT ARE LIKELY TO SELL VERY
QUICKLY! MAIL ORDER HOTLINE OPENS AT 7am. IT
IS RECOMMENDED THAT YOU CALL EARLY TO
AVOID DISAPPOINTMENT, ON 0115 91 40000.




WARUAMMT  BATTLE FORCES
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40,000

épac_e Marine armies are the most feared of all the fighting forces of the
Imperium. All Space Marines are powerful fighters, combining awesome
firepower with deadly hand-to-hand combat skills. These super-human warriots
are made superior to normal men by a harsh regime of genetic modification,
psycho-conditioning and rigorous training. Although few in number, the Space ﬂ,
Marines’ superb battle gear and their unswerving loyalty to the Emperor makes
them more than a match for any enemy. &
b i

Space Marine Battle Force boxed set contains: 10 Space Marines, 5 Terminators,
1 Land Speeder, 3 Space Marine bikes & 1 Gothic Ruin sprue

[sPacevamne ) . ®
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W i 7 %ark Eldar are cruel, sadistic, piratical raiders who strike without
\ Rl o 3 s warning, killing or enslaving all who stand in their way. Armed with

L o AR deadly, exotic weapons and mounted on swift Raiders and jetbikes, the
Yy e . Dark Eldar can dart from one fight to the next, never staying still long
X 3% —Nsd =t = enough for the enemy to mobilize sufficient force to stop them.

Dark Eldar Battle Force boxed set contains: 20 Dark Eldar Warriors,
1 Raider, 5 Reaver jetbikes & 1 Jungle Tree sprue

Dark Eldar Battle Force £40




Battle Forces are the perfect, cost effective way to begin a new army for Warhammer 40,000 or just
add some last-minute reinforcements to your existing army, All the Battle Force boxed sets are
packed with essential core troops to bulk out your army, and you also get cool plastic scenery to
add to your battlefield.

— e o — ) GATIEE FORTE
------ AEAT 07
e

ey $0000 g he Orks are one of the most brutal and warlike races of aliens in the -
: “bloodstained galaxy of the 41st Millennium. Their huge empire is

: divided among thousands of Warlords, each one striving to defeat his
neighbours whether they be human, Eldar or even other Orks! In hattle they
fight in huge mobs and their tactics are as subtle as a sledgehammer. They
are seen as barbaric and anarchic, yet they are the most widespread race
in the universe!

| Ork Battle Force boxed set contains: 16 Ork Boyz, 5 Warbikes, 1 Wartrukk,
1 Warbuggy & 1 Barricade sprue

RaZo

Space Orks BattleForc-e £40
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Idar are an incredibly ancient and sophisticated race, who once ruled
a vast empire across the stars. Although they are now few in number,
they are one of the most technologically advanced races in the LEIENA
The Eldar battle for survival and dream of their former glory, even as they
resort to piracy in their fight to avoid extinction. '
Eldar Battle Force boxed set contains: 20 Eldar Guardfans, 1 Falcon,

1 Vyper jetbike, 5 Guardian jetbikes & 1 Jungle Tree sprue

Eldar Battle Force £40
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WARHAMMER MONTHLY 24 - The all-action comic

In this month’s issue we have the final episode of Inquisitor. As Defay gets close to
the heart of the corruption he learns some very disturbing news that has some far-
reaching consequences. In the second episode of the brilliant new Titan story,
Hekate and his crew finally come face-to-face with the dread alien hordes of the
Tyranids. In Bloodguest, Captain Leonatos and his loyal Space Marines set sail
‘across the deadly Sea of Blood, where Chaos warbands are fated to fight an eternal

‘war to please their foul gods. F;na.ily in the third part of The Motherlode, Kal Jerico

and Scah_bs _fqr_zd a centuries-old st farcheotech but not'before smister 'garlg

WAL JERICD 4
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TITAN - The Graphic Novel

This fantastic graphic novel contains the entire first series of Titan collected
together in ohe volume. Written by Dan Abnett and superbly illustrated by
Anthony Williams and Andy Lanning; Titan tells the tale of the mighty Warlord
Titan, impeﬂus Dictatio, and 1t9 uallant crew When Dictatms agemg Prmceps

INFERNO! 15 - Short stories, illustrated feature, comics...

Every two months, Inferno! brings you the very best in fiction from the worlds of
Warhammer and Warhammer 40,000. Every issue is packed with short stories,
illustrated features, comic strips, cutaway drawings and much more. This issue
includes four short stories including: A Gentleman’s War by Neil Rutledge — an Empire
noble’s son, enamoured by the honourable tactics of Bretonnia, discovers exactly how
the Bretonnians fight when his iathers-'army clashes W#‘[h the noble knights in‘bloody

battle Fcliow:ng on from the cmmc lp.Eplphlgwm in Warhammer Monthiy, Black ; )

Get all the latest news about the Black Library at our wehsite: http://www. biacklilirary. co.uk |



rcs & Goblins have always been my favourite army
Om Warhammer. For me they are the archetypal bad
guys of the Old World. They possess a low cunning
(especially the sneaky Goblins) and a healthy passion
for violence. These psychological traits are faithfully
represented on the tabletop, as Orc & Goblin armies
perform best when they get into the thick of the hand-
to-hand fighting.

When Fat Bloke asked me to pen some of my own
thoughts on how to put together an Orc & Goblin
horde, 1 thought “easy, I've been playing with a
greenskin army for years”. However, just like Grand
Warlord Adrian Wood, I pick virtually the same army
for every battle. As a result I'd forgotten just how much
choice is available to an Ore Warlord.

Orc armies have a plethora of hard close combat
troops available, including fast-moving Boar Riders,
disciplined Black Orcs and frenzied Savage Orcs.
Goblins provide an excellent source of cheap troops

RAISING
WAAAGH! |

A long-standing Orc Warlord, Matt
Nicholls shares bis ideas on bow to
assemble your very own Waaagh! With
the release of the plastic Night Goblins
and Orc Warriors Warbammer
Regiments, it’s never been easier!

(Night Goblins are my favourites, as they give Matt Ni
you the option to include unpredictable, but
potentially devastating units such as Squig Hoppers
and Fanatics). Powerful artillery is also available in the
form of Rock Lobbers and the frighteningly accurate
Goblin Doom Diver. The only thing that the army
really lacks is effective missile troops (what — apart
from those crossbow wielding Orc Arver Boyz? — Fat
Bloke). I don’t see this as a major problem. For me,
‘real’ Orc armies don’t worry about subtle tactics such
as softening up the enemy with bowfire — they are
more concerned with getting into hand-to-hand
combat as quickly as possible. This ethos suits my
playing style perfectly, and is represented in the force
I've chosen for this article. If you're already an
experienced and battle-scarred Orc Warlord, then I
hope you'll be able to pick up a few ideas that you
haven't already thought of However if you are
thinking about starting an Orc & Goblin army then you
should be able to take a lot more from this article.
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DA WARLORD

An Orc Warlord is usually the biggest and toughest Orc
in the area. Undoubtedly he will have muscled his way
to the top, and will stay there until he is killed in battle
or an even bigger Orc comes along. My Warlord is the
magnificently titled Graknob Elfslicer. I have decided
to mount him on a boar (mainly because I wanted him
to accompany the Boar Boyz unit), and have given him
‘a spear, which gives him 2 +1 Strength bonus when he
charges. His high Toughness (5), combined with the
safety of riding with a unit, should add to his
survivability — but just to make sure I've bought him
the Jade Amulet. This magic item gives him a special
2+ save against one wound suffered in battle. I think
that defensive magic items make great choices for Orc
Warlords. It is important that they don’t get killed, not
only because you lose a powerful model, but also -
because the rest of your army will have to take Panic
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your Goblins
run away.

Despite the fear of him

-getting killed, I still
try to make sure
‘that he gets into
combiat as
quickly as
possible. I'm
-a firm
believer
‘that
‘Orc Warlords
should
spend
as much
of the battle as

DA ROSTA

A look at the roster sheet reveals
several important things. Firstly,
magic items are fairly few and far
between (the Warlord’s only magic
item is the Jade Amulet). This is
actually quite a change for me, as
usually I spend a lot more points
-on magic items. However with the
points I've saved, 1 have been able
to buy more basic troops, and as a
result, even though the army only
comes to 1,500 points, it really
looks like a proper greenskin
horde.

Secondly, flying creatures — 1 do
like flying creatures in Orc and
‘Goblin armies (a Wyvern or
two can prove very effective),
however mounting a character
on a flying creature can actually
limit their effectiveness. This is
because the rest of your army
can’t use the Leadership of your
general if he is flying high on
a Wyvern. Similarly, mounting
your Shaman on a Wyvern can
also be counter-productive. He
loses the protection of being
with a unit and, if you don’t
remember to keep him within
range of your troops, he won't
have enough Waaagh! energy to
cast any spells.

possible doing what they’re good at. That means only
one thing — smashing skulls in close combat.



Boar Boyz are amongst my favourite Orc
units. They are very difficult to kill, and can
cause some real damage (especially if they
get to charge). I believe the key ingredient to
any Boar Boyz unit is actually the boars
themselves. The boars have a high Weapon
Skill (4), and when they charge, their horns
give them a +2 Strength bonus, making
them Strength 5. This means that boars are
nearly as effective in a charge as a lance-
armed Bretonnian Knight! Their tough hide
and generally bad attitude also gives the Orc
rider an extra +1 to his saving throw (on top
of the usual +1 for being mounted) just as

I have chosen a solid unit of fifteen Orc Boyz led

by a Boss. These will form a solid block of

infantry along with the Gobbos in the centre of

if the boar was actually barded. The Boyz are
armed with spears, so the cight-strong unit

should pack a real punch. I'll use the Boars
to get into close combat as quickly as

possible, (hopefully in tandem with the
Trolls), and they should be able to survive
long enough for the rest of the army to catch
up and deliver the killer blow. For a finishing
touch, I've decided to equip the unit with
Gork’s War Banner. This gives everyone a
+1 Strength bonus when they charge
(including the Boars!), so there really are no
excuses for not charging them in!

DA BOYZ

my lines. With a Toughness of 4, light armour and .

shields, these guys will take some
their Boss will give them some
extra punch in close combat.
This unit should make it

into combat shortly after

the Trolls and Boar Boyz.
Hopefully this will mean

that the enemy has

su 1c1ent1v so that
the Boyz can P
charge in and finish
‘them off. Even
though the Boyz
only have a
Strength of 3,

with three ranks
and a standard
they will give

most units

a good

scrap.
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L ; Night Goblins
SKAGNIB'S STIKKAS .
way to fill the
army out with
Q cheap but effective troops. I've picked forty of them for just this reason, as well as @
the fact that they can carry deadly Fanatics within their ranks. Fanatics really
get opposing players worried (Fanatics can be deadly, but can also cause you
no end of problems. Remember, watch out for flying creatures landing within 8",
‘and forcing your Fanatics to come out in a random direction). With this in mind, I
y wouldn’t rely on them to win you the battle. Just point them towards the most heavily
armoured ' unit in your }j
i opponent’s army, and keep (g }
£ your fingers crossed.
#~~ Goblin characters are
really cheap, so 1 took
the opportunity to
invest in a Big Boss (Skagnib). To
give him a real edge in close
combat I have given him the
Blade of Leaping Copper (+1A)
and a Potion of Strength.
Hopefully he will be a really
; nasty surprise for anyone
‘charging the unit, especially as
the Bad Moon Banner 1 have
chosen means that the unit, (including
Skagnib) always attacks first in close
combat, As well as this, the Banner also
inflicts a -1 to hit penalty on anyone
attempting to shoot at the unit (and all this for
only 35 points).

Two more cheaia units of Goblins really bulk out the
‘army. Their primary role will be to act as decoys and ‘ ;OBl IN ARRER Z
draw enemy fire. “Who’s going to bother shooting at '

them, I hear you ask?” Well, as your opponent won’t
know which unit your Fanatics are in (as far as he’s
concerned, all three units could have them) he may
well be tempted into expending a lot of

energy (and points!) into drawing
them out, or trying to destroy the
Goblin units. If this happens,
they have served their purpose.
At best they may make it into
combat — then with three ranks
and a standard they always
stand a chance. To add insult
to injury, I have armed them
with short bows, to shoot at any
skirmishers sent to draw out
your Fanatics. One final piece
of advice is to position them
well away from the Gobbo spears; you don’t want
your archers to run away and take the spearmen with them!

: Costing only 25 points

SQUIG HOPPAS &t i

Squig Hoppers make a

good choice. They are less

devastating than Fanatics, but more reliable. People tend to ignore them as well, which

is great, because when they reach the enemy, as long as they land on something, they

‘get to keep bouncing. Against large armies they can really cause some damage, attacking

several times a turn. And with two Strength 5 attacks from the Squig (hitting

‘automatically), they can be really devastating. One note of caution when using Squig

Hoppers would be to position them carefully. If you leave them in front of your other

units, one bad roll for movement and they can really slow your whole army down. My

‘advice would be to place them on the flanks of your army, or leave gaps for them in
‘between your units.

¥
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- - I have chosen three Trolls with a particular
DA I ROI @ role in mind. Trolls have a Movement of 6".
* This means that they are just about fast enough

to keep up with my Boar Boyz, who

have a Movement of 7". This is
important for two reasons. Firstly, they should makc it into combat about
the same time as the Boar Boyz (the potential carnage that these two
units could cause is horrendous). Secondly, as the Trolls are
subject to Stupidity, as long as they are within 12" of Graknob
they can make the test on his Leadership.

. g 1 never 8o into.
WIZGUB it
2 least one QOrc

Shaman. Orc magic

is really aggressive and great fun to use (especially if you get
the Hand of Gork). Make sure Wizgub is positioned near some
of the Boyz so he has enough power. Don’t worry too much
about him ‘eadbanging (Orc Shamans get to add their magic
level to the roll, unlike weedy Gobbos). I would treat Wizgub
in the same way as the Fanatics. Don’t rely on him to win you
the battle, but then again, he just might...

Orc & Goblin
=2 DA BANNA BOY
benefit from a
Battle Standard
Bearer. This is especially true when your General goes charging off, leaving the
rest of the rabble out of his Leadership range (who would ever think of doing
that?). The Battle Standard will come in really useful if it's positioned in the
centre of my lines (probably with the regiment of Orc Boyz). This will allow

him to advance w1th the units on foot, hopefully preventing them from

DA UVVER m - The next step for any Orc Warlord is to
: S - increase the size of his warband. An extra 500

points will take the warband up to 2,000
points in total (big enough for most battles you will fight.) So, what troops will compliment
the force we have already got? A unit of sixteen Big 'Uns will make an ideal addition to the
‘centre’ of the army — combined with the Goblin Spearmen and the Orc Boyz, they will create
a really solid block of foot troops. The Big 'Uns’ increased Strength and Weapon Skill will
also prcmde an extra edge in combat. It wﬂl aJso be rcally fun to add a Glant As well as

also be very useful as it wﬂl provide some much needed missile ﬁre (and 1ts great fun
guessing ranges). Finally, with the few rcmaming points I will buy an extra Fanatic for the
Goblin Spearmen.



Right: Stone
Trolls, and a
lone Squig
Hopper
Dprepare to
charge a
unit of
Bloodletters.

Above: The entire
Orc & Goblin
borde, ready to
take on all comers!

Left: Night Goblins
unieash frothing,
whirling Fanatics
towards a unit of
Chaos Warriors,




Right: Orc Boyz
charge into
battle ina
muderous frenzy.

Below: Boar
Boyz, led by
Graknob bimself,
smash into a unit
of Silver Helms,
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The Warhammer Fortress boxed set contains
a stunning plastic model fortress which
completely dominates the tabletop. Castles are
at the heart of Warhammer: the prizes of
conquest and the fast defence against attack.
Battering rams crashing against splintering
doors, boiling oil raining down from the
battlements, and fone heroes holding the
breach - all images which set the scene for
a titanic clash of bitter enemies.




SPACESHIP BATTLES
IN THE 41ST MILLENNIUM

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 choose to
command the fleets of the
Imperium or one of its deadly
enemies. The game provides the
rules, scenarios and all the fleet : =5 L.

lists you need to fight a battle, and e : e

guides you through how to paint : : 5 1 (AT

the highly detailed, plastic Citadel : : .

Miniatures spaceships included in : ' : : T

the box and then how to put A Using a moon for cover, the blood red Chaos ﬂeet prepares to unleash a devastatmg broadside at the

together your own Battlefleet. unwary Imperial fleet. 7 3
S The Battlefiset Gothic boxed

SERNEET O Tt NSRS | ¢ o A TR game contains:
. Battlefleet Gothic rulebook with
: campaign rules !
=63 e sy = : s 3 o 4 Imperial cruisers (multi-part its) ©
A3 . 1 i 4 Chaos crwsers (multi-part kits)

; Fleet Heglstry roster pad
2 plastic range rulers
Over 100 game counters

Two reference sheets

. : 3 Getting Started guide with

T et o - E ety " r .+ exclusive comic strlp

pplied

Centents and components may \r'ary from those illustrated. Models su

unpainted and unassembled. Glue and paints not included,

BLE NOW FOR £40




BATTLEFLEET

) GOTHIC |

Recently, White Dwarf bm'e pub!isbed exclusive Baﬂ!eﬂeer Gothic rules for Space
Marine fleets and special torpedoes, and being the nice, ki
that we are, we thought we’d do it again! Tim Adcock bas produced a stunning
(and very, very big) model while Gav bas concocted some suitably terrifying rules
Jfor the most beaml_’y armed ship in the Gothic Sector.

The. origins. of the massive stellar vessel
known simply as the Planet Killer are a
mystery to Naval authorities. It bears no
resemblance to any Imperial ship design
assumed to have been constructed
within the Eye of Terror by Abaddon s
forces, just prior to the Gothic War -
fact several of the Adeptus Mechan us
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 long range
lances, weapons batteries and torpedo
launchers. Well armoured and protected
by a plethora of shield generato

the Planet Killer's only weakness

The Planet Riller. sighted nearithe Port Maw systent. =
in fovmation with an unidentified Chaes fleet.

. generous souls
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seemed to be its
ponderous Qpeed
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History of the Origins and Activities of the Planet Killer',
Flagship of Abaddon the Despoiler during the Gothic War [MAl]

Compiler Athrix Heremongh, by Order of Inquisitor Horst

m‘mm

Thc following chronography has been
compiled from a number of sources, placed
at my disposal by the revered Inquisitor Horst.
Although derived from a2 wide source of
evidence, this chronography is by ‘no meins
exhaustive, and only reasonable accuracy can be
achieved i placing cvents which occurred
outside of Imperial presences, where Iittle or no
corroboration exists. Some secondary ‘events
which relate to the activitics of Abaddon are
included, to place the movements of the Planet
Killer into context.

MAJOR SOURCES:

- Interrogation of captured Rencgades of the
Black Legion;

- Bureav of Stellar cartography. Proximus
Mundi;

- Lord Milapavin, Imperial Naval Attache.
Port Maw:

« Numerous interviews of Imperial personnel
eye witnesses, including Navy, Imperial
‘Guard and Planctary Defence: staff;

- Orbital chronologistic surveyors:

- Ships' logs of Imperial Naval vesscls.

¢ 978 M40 - Abaddon overthrows Lord Teknos
of the renegade Forge World of Baji IV. The
traitor tech-pricsts swear allegiance to Abaddon
and return with him to the Eyc of Terror.

c982M40 - The tech-priests  begin
construction of a massive stellar vessel within
the Eye of Terror. using data recovered by
Abaddor’s forces from the halo world of
Lapamorgstein.

c990M40 - Abaddon’s advisor, Zaraphiston,
leads Abaddon to the Dacmon world of
Spawndeath. Abaddon returns and urges the
téf]}—:P!i:SfS to increase th:ir_ ciforts to complete
construction of the Planct Killer.

c000-015M41 - Abaddon’s agents ‘and forces
scarch for rumours which will lead to the
lacation of ancient artefacts known as the Hand
of Darkness and the Eye of Night. Abaddon
orders his forces to capturc these items at all
costs,

c016-143M4] - Whilst construction continues
apace on the Planct Killer, Abaddon awaits the
recovery of the items he seeks,

139M4] - Zarsphiston's visions show him the
Arx Gap, 2 stable route out of the Eye of
Terror which bypasses the heavily defended
Cadian Gate. Abaddon sends a vanguard fleet to
destroy the Imperial monitoring station on Arx.

cI39.M41 - The Planct Killer is completed and
a massive cffort begins to find enough crew to
man it. Zaraphiston binds several daemons to
the huge vesscl, greatly reducing the manpower
needed to run it ‘As warp storms begin to
cngulf the Gothic Sector, Abaddon commands
his subscrvient Wirmasters to attack.

c.l40.M4]l -Abaddon Ieaves the Eye of Terror
through the now-clear Arx Gap. ordering the
tech-pricsts to foflow once the Planet Killer is
operational

143M4] - Abaddon enters the Gothic ‘sector,
using the Hand of Darkness to capture the
Blackstone Fortress at Rebo V. He ‘then makes
a rendezvous with the Planct Killer and takes
it as his flagship. His furst target is the world
of Savaven, populated by members of the
Ecclesiarchy. Cardinal Klein orders the Imperial
Commander to ‘refuse Abaddon’s demand for
uncondstional surrender. Abaddon uses Savaven
as ‘a trial for the Planct Killer, destroying the
planet in less than an hour and killing fourteen
billion people.

144M4] - The Planet Killer arrives at Saviour,
a highly populated system in Lysades sub-
sector.  After revealing ‘the Planet Killer,
Abaddon demands that Saviour's orbital docks
begin producing ships for the Chaos fleet. The
commander of Saviour has little choice but to
agree, the lives of eleven billion people are
at stake

144M4l - The Commander of Brinaga [in the
Brigia system] receives warning that Abaddon
may attack soon, in an aﬂcmpt 1o capturc
Blackstone V1 All communications are lost

‘with Brinaga shortly afterwards. A patrol vessel

reports that the existence of Brimaga can no
longer be confirmed,

44 M4l - Abaddon takes the Planet Killer fo
Fularis, where Blackstone I orbits Fularis IL
While the captured Blackstone Fortresses
destroy Fularis II, Abaddon uses the Planet
Killer and its attendant fleet to shatter
battlegroup Merlin which protects the system.
Unopposed. the Planet Killer destroys the
second moon of Fularis III, fong suspected of
being the lair of an Eldar pirate band.

146 M4l - The Plaset Killer is spotted moving
towards Stranivar in Bhein Morr. Stranivar has
been blockaded for two years, but still refuses
to surreader. Communications are fost with
Stranivar, an investigating flect discovers much
of the hive world devastated by meteors created
by the destruction of all three of its moons,

147.M41 - An Imperial patrol flotilla encounters
the Planct Killer as it leaves warpspace, entering

‘the Corain system. They attack immediately

before the rest of Abaddon’s fleet can arrive
After cavsing considerable damage. the Imperial
flect is finally driven off by the Planet Killer's
immense arscnal.  Abaddon’s forces  invade

Corain VI and take over its mines. Loyalist

‘guernilla  fighters report that considerable

amounts of trikali crystal arc shipped into

‘orbit, where the Planet Killer is stationed

Trikali crystal s mainly used in the anti-
magnetic containment ficlds of warp generators

and plasma reactors.

48M4] - Abaddon invades Drakulu system
and enslaves the two million inhabitants of the
system’s main planct, an agri-world. It is widely
believed that many of these end up as sacrifices
for Zaraphiston's magics, the remainder being
forced into service as crews on the Planet
Killer and other vessels.

150M4l - Zaraphiston predicts that the warp
storms will end soon. Abaddon quickly moves
his fleet out of Drakulu ind meets with the
Blackstone Fortresses. News reaches Abaddon
of reinforcements gathering in the Tamahl
Sector, ready to counter-attack through the
Tarantis jump point. He sends the Blackstone
Fortresses to destroy the Tarantis star and
thereby prevent enemics from using the jump
point, while he takes the Planet Killer to
ncighbouring Boetia. Using the power of the
Planet Killer, Abaddon eradicates the Adeptus
Astra Telepathica facality in Boctia's asteroid
belt, cutting off the navigational beacon that
would have helped any Imperial ships daring to
jump through the warp storms.

ISIM4] - Abaddon leaves the Planet Killer
under the command of Warmaster Malefica
Arkham and travels with the Blackstone
Fortresses to' Schindlegeist to attack Blackstone
V. The Planet Killer is despatched to attack
Arimaspia as a diversion. Abaddon is defeated
at Schindlegeist, but the Planct Killer suceeeds
in destroying two of the five plancts that make
up the Arimaspia system.

154M4l - Malefica Arkham, having been
abandoncd by Abaddon, trics to use the Planet
Killer to carve an empire of his own The
world of Gonnacrash in the Quinrox Sound
swears sovereignty to his rule, but, as he moves
the Planet Killer to Kharlos IL Arkham is
discovered by Omega ‘squadron, freshly arrived
from outside the Gothic Sector. With no
vessels to support him, Arkham still decides 1o
attack, but the Plapet Killer is eventually
destroyed by the continuous torpedo fusillade
of the four Lunar class cruisers.

156M4l - An expedition is launched by
Inquisitor Horst to recover the hulk of the
P_Ianet Killer for study by the Adeptus
Mechanicus. No trace of it can be found. and
there arc worrying rumours of a Black Legion
vessel being sighted in the vicinity.

The ultimate destruction of the Planet Killer
cannot be confirmed, yet in the years since the
Gothic War there have been no confirmed
sightings of it either. Whether this devastating
weapon s still at Abaddon’s disposal it is
impossible to conclusively say at this point. If
it is still operational, then the Imperium may
once again shudder before its awesome might.

REPORT ENDS

it




Appendices to Report of the Scribe Historicus
Part the Second: Technical Data

All Technical Details that are Known or can be Deduced from Close Range
Observation of the Renegade Vessel Known as the Planet Killer'

Compiler Athrix Heremongh, assisted by Magos Technologis Ginaf Chero.

mm—-—-m

Unidentified Structure

Posuhly an: extra-spatial pickup device of sorts. Some have hypothesised that these are
simply -communications and,/or sensory arrays. in' which case their crmflguratmn s

such that interference from the warp core would make them all but uscless.

Macro-Projectile Weapons Systems

Missive calibre weapons capable of firing large rounds to an
extreme range. Other than their unusual size, these are of
m_mlar pattern to those obsuvtd on other rencgade vessels.

Execration Pattern
Tri-diotic Laser Array
This weapon system has been in
continuous usc since mid M23; although
it is currently classified Perdita by
Impenial Naval Commissioners:

Armageddon Gun Projection Barrels

These clements are unique to this vessel and we arc as yet no
closer to fully vnderstanding the manucr of their operation. That
thcy are capable of focussing and profecting an energy beam of
immense power is beyond doubt. However, the type of encrgy
involved and exactly where it is generated remain 2 mystery. The
reason for the farger size of the central barrel is cqually
shrouded in uncertainty. Many hypotheses have been put forward
but none bear up to close scrutiny or sustained logic.

Note Regarding External Dimensions
Usfortunately no reliable assay has been made of the
vessel's size, but it is without doubt significantly larger
than our battleship classes. C:spta.l.ll Vinrex of the Felicitas
estimated gross displacement as being in excess of 400
million!

Torpedo Tubes
Unusually configured to allow a wider arc of
launch than is standard on our own vessels.

These are capable of launching a torpedo spread
commensurate with the size of the vessel

Ventral Stabifisation and
Trans-Etheric Relay

A common structure seen on many. rencgade vessels
and older patterns of Imperial shipping The size of
these is inconsi with the estimated mass of the
vesscl, so it is. possible that other systems. are also
incorporated into these structures.

Unidentified Structure
Postulated functions include tertiary warp-core phasing aceelerator or
same kind of ‘charging-coil for the v:ssd's: primary weapon system.

Certainly no identifiable system on this vessel is capable of generating

the phenomenal levels of encrgy which the weapon must require

e e

Even » Heretic may sepent and.in his death be saved. A Traitor 15 forever damned.
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ABADDON THE DESPOILER

Scourge of the Gothic Sector

.-And lo the beast issued forth to assail the righteous and cast down their works. Though the beast stood clothed in
bumcm Jorm, no flesh could conceal the corruption of bis damned soul, and the Joul denizens of the outer dark

flocked to his banner. The righteous cried out for retribution, but the beast would not be laid low. The name of the
beast became a curse upon the lips of the righteous, and that curse was Abadcdon.
Orations of Saint Josephus, apocalypt of Savaven.

baddon is known to be the driving

orce behind the Black Crusade
which ravaged the Gothic Sector
between 142.M41 and 160.M41. What
means he used 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
to be defeated. This was in no small part
due to the awesome power of the Planet
Killer at his command, to say nothing of
the Blackstone Fortresses he succeeded
in corrupting to the service of the
Dark Gods.
Abaddon was once a Space Marine, a
‘captain of the Lunar Wolves’ 1st
Company during the Great Crusade,
over 10,000 years ago, conquering
distant stars in the name of the Emperor.
The Lunar Wolves battled across
uncounted worlds to free them from
alien tyranny or the taint of Chaos, and
Abaddon was ever at the fore. But at the
time of the Great Heresy, Abaddon chose
to betray the Emperor and join with the
forces of his Primarch, the Warmaster
Horus, in his attack on Earth. Upon
Horus’ defeat, Abaddon rallied the

remnants of the hordes which had
fought on Earth and fled to the Eye of
Terror, where the powers of Chaos
welcomed him as their champion.

For ten millennia Abaddon has
continued to harry the Imperium at
every 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
took personal command of the Planet
Killer in many engagements, although he
escaped its destruction at Kharlos IL

ABADDON AS _
FLEET COMMANDER

Abaddon can be chosen to 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
get to be a Chaos Lord by spending lots

of time near a bloody-tempered
maniac!). He has the following
characteristics:

Leadership: 10
Abaddon is an exceptional commander
in all respects. His crew and fleet live in

perform at peak eﬁeczemy when be is
aboard. He is also aided by the
prophecies of the Sorcerer Zaraphiston.

Re-rolls: 1 per turn.

Abaddon’s fleet is allowed to re-roll a
single Command check or Leadership
‘test each turn.

Abaddon’s awesome reputation and
dogged determination ensure there are
seldom any failures in the chain of

command. When there are the
consequences are likely to be dire.
Special Rules

Boarding Actions: Abaddon is

accompanied by his company of Black
Legion Traitor Marines aboard the ship
he is commanding. This, combined with
his own abilities, means the ship doubles
its value in boarding actions and gains an
extra +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 hit-and-run teleport
attacks; add +1 to the dice roll for the
attack as it will be undertaken by elite

it Thu Empa'o‘r of Mankm&? Abaddan growlcd
1mln3 fonmd in his skull-cncrustcd thrt-nc to

Chms mfusts ‘me. Ew:n ‘Horus wtl.l _pxle in
‘compatison fo my might. I shall be a living god!”

~and wrenched his hand ow
:1hc ‘Sorcerer of Tz‘c‘e'mch'
‘envoy's heart, blood mnnmg duwn f:uﬂ arm and
“dripping onto I'us face and chest;

‘TFhe Warmaster sat back and closed his eyes fora
moment, deep in thought, or perhaps communing
with some. upseen. entity. His eyes. snapped opened
again and 4 ficrce. hght burned in them.

'Yuu dar: to resist me?” : Ahadden stormed,
stepping out of the throne, his buikq Tesminator
armour grinding lnudIy “1 will crosh you for this
impudence! 1 will see the: stars mmgmsh:d with

~the blood of your kind!"
_Wu!: a bestial roar, Abaddon

hand into the - cnvoys ichest
nppmg through ffesh and hone with 3 interi
noise. With a snarl. the Warmasicr do

”c z:lraph:s:qn ‘sent. rmggadc kcﬁ—

nd the bridge, The deck bega

: ;to throb s 'tiv: mlgh:ly hatileship's engines: pus c!

the hug el into orbit, while the whine of

For _stv:ral ‘minutes the gigantic atarshxp forged
througl: 1he vmd 1mrds the Impmal ;lh\'i:‘t.
About the world % ral of ations. @

-op! E mt o thctr engrgy beams
mﬂﬁ‘fng Barml:ssi)r cfﬁ the powerful pmtoch\rc




Black Legion Terminators. Boarding
torpedoes and assault boats from
Abaddon’s ship will be manned by more
mundane minions and do not receive
this modifier.

“You have failed me for the

last time...”

Abaddon the Despoiler does not tolerate
failure, as many of his followers have
discovered to their cost. If Abaddon’s re-
roll is used for a Command check or
Leadership test on another ship or
squadron and the test is failed 2 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
an enemy. '

The victims of his wrath (assuming they
survive) will be suitably chastised and
gain a +1 Leadership increase for the
remainder of the game. The Leadership
bonus will only take effect once (after
that the crews are working as hard as
they can!). If the object of Abaddon’s
wrath is not in range and/or fire arc he
will leave them to their fate — Abaddon’s
re-rolls may no longer be used on it. This
means that no further Commander re-
rolls may be used on the ship or
squadron unless it is carrying its own
Chaos Lord with a Mark of Tzeentch.

Should this dreadful failure occur on ] : AL .- ;
Abaddon’s own ship, it will lose one AB‘ADDON THE DESPOILER,
damage point as the Black Legion ' : :

massacre those who failed him. No . o : W;’\RDAJ‘\STER OF CH.AOS :

Leadership increase is gained.

and scoding it spinning, mldly. :
3 final timb-gpasm Savavcn;

its selentless advance. the tavening b
iof lances slicing through orbital® docks.
plasma drivers and fusion cannons obliterated c
ing within range, Even! as it 'entered fow  With a
“the ggan::u vessel - coptinued - its  erupted, ¢




THE ARMAGEDDON GUN

The Armageddon Gun may not be fired if
the ship has been crippled or is on Burn
Retros, All Abead Full or Brace For
Impact 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 Planet Killer's stem
then move it directly ahead 90em. If the
hole in the centre of the template passes
over a ship’s base (friend or foe!), that
ship suffers DG automatic hits. If any
other part of the Nova Cannon ma:ker
isuffers one automatic h1t Hits take down
shields exactly as normal. Ordnance
touched by the template is destroyed.
Orice the Armageddon Gun has ftred it
must build up another charge of energy
and you must use Reload Ordnance
orders before it can fire again. If you roll
a double 6 for a Reload Ordnance check,
then the Armageddon Gun has
disastrously malfunctioned, inflicting a
critical hit ‘on the Planet Killer and
rcndering the Armageddon Gun useless
other double, the Armageddon Gun can
be fired once more before it must be
-shut down to prevent overloading. Note
that as the Planet Killer also has
torpedoes, it is possible that you will
need to use Reload Ordnance 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 to both weapons systems (eg
if you roll a double six, then the Planet
Kjller suffers an autornatic critical and

FIRING THE ARMAGEDDON GUN

Monsitrous

Impetrious

The Planet Killer in Exterminatus
The Planet Killer, as its unsubtle name
suggests, is designed to attack worlds.
Thls makes it pamcuiarly appropnate for

fleet is atta_ckmg, it can mclude the
Planet Killer instead of using modified
‘exterminators or a Blackstone Fortress.

The Planet Killer does not lose any of its

wedpons for being an exterminator, but

if the Armageddon Gun cannot be used
for any reason then it can no longer act

as an exterminator and the Chaos player
loses the battle automatically:

INCLUDING THE
PLANET KILLER IN
OTHER BATTLES

Below is an additional entry to the Chaos
incursion fleet list so that you can use
the Planet Killer in your Battlefleet
Gothic games. However, the Planet Killer
isn’t particularly suited to general fleet
engagements and is much more
appropriate for special scenarios or
certain types of games. In fact, the Planet
Killer is very likely to be the whole
reason for a battle. For example, you

manoeuvre
phenomena, offsetting its far greater
offensive capabilities. If the Planet Killer
moves off the upposwe table edge

Iron Duke

could play Scenario three: The Raiders,
with the Chaos fleet defending the Planet
Killer. Instead of the normal victory
conditions, the attacking player must
cripple or destwy the Planet Killer.

Plaiter IGlISs sécnario Is to use Surpns:.

Attack. Rather than orbiting a world, the
defending Chaos tleet is statio::ed

repaifs  or somethmg
s;mﬂar) The defender does not have to
pay any points for the Planet Killer, but it

“starts the battle on standby like the other

defending vessels. The attackers must
cripple the Planet Killer to win.

Similarly, you could fight a Convoy

‘scenario, with the Planet Killer counting

as eight transports. The Planet Killer’s
unwieldy size will make it difficult to
in ‘the dense 'celestial




CHAOS PLANET KILLER © .. ... ... ......505 pts

TYPEHITS SPEED  TURNS SHIELDS ARMOUR  "TURRETS !\
Battleship/14 20cm 45° 4 5+ 5 I‘ ——
ARMAMENT RANGE/SPEED FIREPOWER/STR FIRE ARC [

Prow weapons battery 60cm 12 Left/front/right \\\
Port weapons battery 60cm 6 Left
Starboard weapons battery 60cm 6 Right \‘.
Dorsal lances 60cm 6 Left/front/right A
Prow torpedoes 30cm 9 Left/front/right i
Armageddon Gun 90cm See rules Front 21

Only one Planet Killer is known to have
been built and that was used as the
personal flagship of Abaddon the
Despoiler during much of the Gothic War.

The ship was eventually reported
destroyed by Battlegroup

Omega near to the recently
annihilated planet of o
Kharlos 1I, although the P
hulk was never recovered: ;
as confirmation of the
vessel’s destruction.

_ADDITIONS TO THE CHAOS FLEET LIST
FLEET COMMANDER CAPITAL SHIPS

e k not to me of Abaddon.
SE;:'](;: _ {nhI:l;: b q-zt Oofn You may include Abaddon the Despoiler A fleet of 1,000 points or more may
Ve e A as the Warmaster in any Chaos Fleet include the Planet Killer,

fit:nd.s, W}_.lo clse amongst the hgsts worth more than 1,000 points. :

of the ftraitors embraced Dampation Rodnhgiao 15 0-1 Planet Killer
A i Tt Lo addon (Ld 10) . . .......... pts

w4t erer e 3 PlapetKillet . . . . .. ... e 505 pts:

Abaddon receives one re-roll per turn, in

addition see his special rules as stated in

this article.

= Attributed to Roboute Guilliman,
Primarch of the Ultramarines

s And furthermore 1t is our'conclusion :
that such a machine therefore does
not exist and any personncl c]almmg to
have seen it are deluded.
It has been proven.to a h1gh degree of
probabxhty that the destruction of Kharlos -
I is wholly the rcsult of coincidenta] |
“seismic aLm'ﬂv

-

« From the Lonclusu)ns of the prehmmary
report on the destruction of Kharlos Il by the
]mpcrial Commlssmncr for Moral Truth
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Q| he craftworld-dwelling Eldar are the last survivors of

WARMAMMER® /4 race that once ruled the universe. Now the Eldar

R T T ' battle against the lesser races of the galaxy, even resorting
pop to piracy in their fight to avoid extinction.

ik
T

ELDAR FALCON GRAV TANK

ELDAR JETBIKE WITH
SHURIKEN CANNON £7

.

. 4 Eldar Guardian Squad contains: 16 plastic Eldar Guardians ELDAR FIRE PRISM GRAV TANK £19
A

i Sl - S :
ELDAR VYPER JETBIKE £12 “ ELDAR WAR WALKER £15 ELDAR AVATAR £15

~ «Eldar boxed sets - available now!

Eldar mo&efs 'des:;gried by Jes Goc;dwi_n.‘ Guardians designed by Jes Goodwin and Mike McVey.




SISTERS OF SIGM

SAVIOURS OR
SINNERS?

Mystcrious Sigmarites seen
searching in ruined Mordheim

The Sisters of Sigmar are
alive and gtil] residing in their
monastcrﬁ high uwp on
Sigmar’s ock in the centre of
the city. How could they have
survived the infernal hell that
followed ye great Catastrophe?
Perhaps they have not strayed
from the light and e o1l

favoured by Sigmar, or maybe

they they arc in league with
2 new, darker power. One
thing is for sure though.
they  have been  seen
scarching the ruins for ye
rare and precious wyrdstone.
Could this be a task set by

our great Lord and gaviour,
Sigmar himself?

¥R Bt BN Nl LA L) G5

Rich Men of
Maricnburg
Arrive in City

The rich warbands of
Marienburg have come to
the city, no doubt to
increase  their wealth even
further. They have made the
Lord Forte Royal Tavern
their home and are preparing
this moment to enter ye
ruined city.

Fighting techniques and
fashions of ye Wtalth_y

men of ye fair city of FOR SALE fo the
discerning buyer.

Marienburg.

A discreet
examination of ye
notorious: poss:sgcd

warband. "The
Brotherhood of the
Dark Moon'.

Catspaw, rabbit’s
; feet, shoe of
courser — g there
any charm 5 Jucky

as 4 Sigmarite?



Well met, warrior, and
welcome 1o the second
issuc of Town Cryer!
While you were gone,
I completed my trip
beyond the sea to
preach the true word
of Sigmar to the
strange folk who live
in the continent cafled
the New World'. |
will defail my
hosrifyiitg experiences
and the weird and
unfathomable folk
which inhabit that lind

in Jater issues.

Meanwhile, this edition
of Town Cryer brings
you a treatise on the
little known Sigmarit:
Sisterhood. It also
includes the very latest
offerings {rom the
wares of the
Merchants Guild, for
well funded warbands
such as the newly
arrived Marienburgers.
But that's not all. The
Witch Hunters have
dragged into the
daylight the Possessed
warhand of Magister

Coronarius, and those
with puse spirit can
marvel and gasp in
horror at the dark
splendour of the
Possessed (rumour has
it that the masked
leader of ‘this warband
15 in fact the
Burgermeister Pavlus
the Fal]_ Nige]iub‘.
chief architect of
Albion, will also give
you hints and tips on
the construction and
painting of ruined
buildings.

Fim]]l\_a, Id like 1o
answer ‘a couple of
queries about the
fanciful and bizarre
game known as
‘Mordheim™ I have
noticed there are two
different values given
for the number of
marksmen a Mttl‘(t:nar),r
warband can have in its
ranks. In fact they can
have up 1o seven. Also,
there seems to be some
confusion concerning
whether you are
allowed to roll an

extra dice during the
explosation phase 'if
you win the battle. The
answer 1s that the
reward for winning a
battle 15 indecd one
extra dice when trying
to locate wyrdstone and
rare items. The seribes
responsible for the
mistakes are being
soundly flogged. 1 have
found thisi improves
their ciforts immensely.

Should you have any

comments of

contributions, Town
Cryer welcomes your
submissions and queries.
Write to the following
address:

Town Cryer,
Games Workshop,
Willow Lane,
Lenton,
Noﬂingham,
NG7 ZWS.

See you in
thirty nights.




BEFORE THE COMET 4
The city of Mordheim before the
great cataclysm.

SISTERS OF MERCY 6
Out this month are the tough Sisters
of Sigmar. These deadly warriors have
sworn to clear Mordheim of the
deadly wyrdstone and save humanity
from itself.
DARK BROTHERHOOD 8
Paul Sawyer playved throughout the
development of Mordheim  using
this specially converted. Possessed
warband.

e gcany

MORDHEIM ARCHITECTURE 16
In our second installment of Mordheim
Architecrure, Nigel Stillman explains just
how casy it can be (o make vour own
cuined buildings for vour battles in the
City of the Damned.

CITY OF GOLD 22
Mariecnburg is the richest of all the
cities in the Empire. During the game’s
development.  Jim Butler  led  the
Maricnburgers to many victories. Here
he  discusses  how o make the
most of your money when starting a
new wiarband.

OPULENT GOODS

Tuomas Pirinen, with. help from Tim
Huckelbery, gives derails of some
extravagant items with which to equip

vour Mordheim warbands.

NEW IN TOWN 15
Reinforcements arrive this month for
the Skaven, The massive Rat Ogre and
the deadly Veskit will give any Skaven
warband the edge in hand-to-hand
combat. Also out is the deadly assassin

Johann the Knife.




Before the Comet %

From the travels of Johsnn Munz

.the first thing I saw was the ancicnt and imposing city wall of Mordheim
with' its seventy-seven towers that are visible for miles around.

For a thousand years the city of Mordheim has stood on the banks of the River Stir.
My books tell me that the city was founded by the Knights of the Raven Order.
who conquered the area from the Goblins and settled the glades of Ostermark.
There, on the banks of the River Stir they built their stronghold and
named it Mordheim, in memory of the heroic sacrifice of Count Gotthard Angelos
who gave his life fighting against the Goblins of the surrounding forests,

From ancient times the city has been the capital of Ostermark and ruled by the von
Steinhardt family. The fields and pastures of the peasants and the Count himself surround
Mordheim, along with several small villages. Around the ficlds, on all sides, stretches the

seemingly endless forest. Only the mighty River Stir breaks the impenetrable wall of trees as
it slowly and ponderously flows toward the heartlands of the Empire. The barges of the

burghermeisters navigate the river, moving passengers and merchandise along it.

All manner of travellers come to Mordhesm: Dwarfs from the mountains,
Kislevite trappers selling their wares, smiths from Bechafen, hunters from Ostland and
lumberfacks from the surrounding forests, they all come here to trade and rest.
Now and then caravans from the far cast cross the Peak Pass guarded by Karak Kadrip;
these travellers from the lands of Cathay bring exotic wares of the east such as
spice and silk, and never fail to attract attention.

From the docks of Mordheim much merchandise is loaded on river barges and sent
to Nuln, Alidorf and beyond: lumber from the forests, gemstones and ore {rom
the mountain mines, jtwtl]tr}', armour and weapons forged by the
Dwarfs of Karak Kadrin, all these and more make Mordheim a rich trading city.

But Mordheim is more than a centre of trade in the castern Empire, for it is a city decply
imbued in tradition and worship. Temples of Sigmar, Ulric, Morr and many other gods are
located here, but the Temple of Sigmar’s Rock, the home of the Sisterhood of Sigmar's
Mercy is the most famous of them all It stands on a huge cliff in the middle of the River
Stir, and its glittering gold cupola is said to be one of the wonders of the world.

All over the city, monuments and centres of trade and learning can be scen: the
Great Library of Mordheim attracts the finest minds of the eastern Empire
to study at the feet of the learned priests of Sigmar.

The Merchants’ Quarter, known as the district of the Flying Horse, is a place
buzzing with business as traders from all over the eastern Empire rub
shoulders with Dwarf smiths and merchants of Araby.

All in all, few cities in the Empire are comparable to Mordheim,
the guardian of the Eastern Provinces, the jewel of Ostermark.
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- Bisters of Aexcy

The Sisters of Sigmar still reside in their convent situated on Sigmar’s

Rock in the centre of Mordheim. Protected by their faith and the fortified
walls of the convent, the Sisters of Sigmar survived the great cataclysm. They
can now be seen collecting the precious wyrdstone to protect humanity

from itself.
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AlSisters of Sigmar Warband
explores therugns.

The Sisters of Sigmar survey
the ruins front their convent
in the centre of thecily.

R
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The Sisters of Sigmar have
once again been scen in the
city of Mordheim. Whether
they arc here to save us or
destroy us, only Sigmar knows.
One thing is for sure, they
have been seen collecting the
wyrdstone that can be found
in our once proud city.

Signrdarite

: N “Sle Nopices
o g wmartte Novices

Sigmrarite
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Tactics and
Members of 1} - Mordheim, City of the
the Damned - from its very
conception 1 was hooked.
The chance to take a small
band of gallant (read greedy)
individuals into a desolated
city set in the Old World was
too much to resist — I had to
be involved!

Possessed

Warband
of Lord

Coronarius

von Redig.. s w
5 Secisions, Decisions, ..

® The first step was to decide
: &7 which warband to play. This
mfamm}s % was easy — I would raise a
BUTBh‘:rmt‘St‘:T_ vwarband in honour of the dark
Paulus the . gods of Chaos. The Possessed it

®  would be then. The only
problem was that as we
were only at the
playtesting  stage
there were no
models available.
Obviously 1 was
_in  for some

By the

Mordheim has been in and around the Studio for some time now, and
at every stage of its development there has been one warband that has
- dealt death and misery to all who dared to enter the Studio campaign -
Paul Sawyer’s Possessed warband, the Brotherhood of the Dark Moon...

serious converting (hurrah!) and so with the Citadel
Miniatures Annual tucked under my arm, I set off for the
farthest reaches of the Mail Order Troll pits.

Starting at the top

The one model I had to have was the Magister and as he would
be the leader T wanted him to be really ostentatious — the
normally insidious cultists are unafraid of showing their faces
on the streets of Mordheim where the rule of the sword is the
only law. I finally settled on the Chaos Sorcerer, Ahriman, from
our Warhammer 40,000 range. A quick head-swap with a back
catalogue Chaos Sorcerer, the addition of a suitably brutal-
looking mace and Lord Coronarius von Redig was ready to
raise his warband.

The power befind the throne
The real power in the Brotherhood are the two Possessed
themselves, Gh'eelann and Panh’zzz. These monsters were the
two I enjoyed converting the most. Panh’zzz is based on'a back

‘catalogue Nurgle Champion. I added a snake as one of its arms

and the other arm is made from the arm of an Ork Nob, a
Slaaneshi Fiend claw and spikes from Chaos Warrior helmets.

Gh'eelann, the other fiend, was simply a matter of taking a
Pink Horror and a back catalogue Beastman and cutting them
in half vertically. I then pinned them together leaving plenty of
space between the two halves — I'd be using modelling putty
to give the impression of the monster trying to rip itself apart.
Once this was dry I added a tentacle from a Chaos Spawn, an
arm from an Ork Nob and even a leering face at the back of the
conversion. This pair of Daemon-ridden killing machines was
now ready to make Mordheim their new home.

T Be nightmare begins
I finally settled on basing my Brethren on Necromunda
Cawdor gangers, as they have an ostensibly medieval feel to
them despite their weaponry. The cowls and masks, along with
the hangman’s noose, fitted my purposes perfectly and
although I'd need to remove their high tech weaponry and
replace it with something more suitable, I was more than
happy that I now had everything I needed.

_ yoy Do you know where the name of my
Qj Ompetltlonl Magister came from? Drop your
name and address along with your
answer on a postcard to the address below, and the first five
drawn out of the bat on the closing date, 10th Noveniber
1999, will be sent a copy of the new Possessed boxed set!
Send your answer to:
White Dwarf Magister competition,
Games Workshop Ltd, Willow Road,
Lenton, Nottingham, NG7 2W§




The fledgling Brotherbood
of the Dark Moon emerges
Sfrom the vuins of the City

of the Dantned.

i on
1an model.
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) are the two Possessed models

Brotherbood of the Dark Moon,
and after only a few games can be a
match for anyone!




However, it wasi’t to

be easy. Having set out

to remove all of the

guns from the Gangers |

soon found out just

* how time consuming and

h‘ustr’itm a job it was. I

seemed to spend most of my

n'lrura[ life scraping, cutting and filing,

' nma]lv it w as done and I rewarded

vell, several actually

'anythmg to ma.k.c me fm gt.t about Cawdor gangers
and their guns!).

The next stage was to decide on their weaponry. 1

wanted to build more Brethren than I actually

needed at the start of the campaign, to give me a

" bit more flexibility — so I made three separate
Brethren groups.

Right: The Blood Spears
Brethren prepare to
defend their position
against attack.

Below: With lots of

4 Coronarius von
bas increased the

warb
.a:dembfv s
almost a Warbammer
drny!

The two Blood Maces have bows and quivers courtesy of the
High EIf Ellyrian Reaver knights and maces made from brass
rods and plastic skulls.

The trio of Blood Spears simply had a brass rod spearshaft
with the head from a plastic Skeleton spear attached. The
hands needed to be remodelled but other than this (and of
course the removal of those dreadful guns) they were a cinch-

to make. The final Brethren group, the Blood Arrows, were

handled in the same way as the Blood Spears, \x-lrh the
addition of bows.

In the playtest campaign, Brethren were allowed to wield
flails, but in the final version this was restricted to Darksouls,
so my final group started out as Brethren with flails, bows and
shields but ended up being Darksouls (though I can’t bring
myself to remove the bows from my models.




GsatBering tBe faithful

Composing the warband was easy:

¢ I had to have a Magister.

e I really wanted to have two Possessed because at
90 gold crowns it would be hard to afford hiring

them later in the campaign.

* I wanted as many henchmen as I could afford to
push up the numbers of models I had to lose
before having to take those dreaded Rout tests.

I settled on two groups of Brethren; a trio armed with
spears so that they’d go first in close combat when
charged (it doesn’t matter how well equipped your
opponent is if he’s lying bleeding at your feet before
he gets to attack!), and a second group of two
Brethren armed with maces and bows, who would
be providing long range fire support as the rest of
the warband advanced.

Snto the wmins. ..
With the warband picked (see the rosters to the
right) I needed to think about tactics, and mine are
really very simple — I'd hug any available cover and
keep out of the enemy’s firing line. In addition, I
would keep my Magister safe and preferably
supported by the Brethren. The Possessed are

WARBAND RATING:

| Total enperience 39
Members x x5 50

i Rm:ng_

|| Gold crowns: n
Wyrdstone shards: @

T NAME mumm S o R T R e R TR

EQUIPME 8
. | NUMEER: 2 | TYpg Brathran an, e SPECIAL nuu-‘,s
[l T e e —— = DUDDUDQDDDDDDDGmammz
| Name — ¥ LT
& THE BLOOD ARRDIS mmm S sné_ o
| NUMEER- 3 | TYEE  Brathen Slings ECIAL RULES

hard enough to send off as a pair to administer
a swift kicking to any enemy groups which are
too close or isolated.

After a few games I wanted to add a group of
Beastmen because of their Toughness of 4 and
two Wounds. I'd also be adding more Brethren
with missile weapons and a couple of Mutants to
help out with the exploration part of the game.

I must go now because Panh’zzz and Gh’eelann
are getting restless. I think they smell their next
meal - Sigmarites. ..

XL, INJURIES, ETC
fm Models within 6° may U

Miagisters Laadership.
Chaos Ritual - Eye of Bod
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extract from

“The Fabulous

- Goods Available
. to Warbands
-~ Exploring

" the City
|- of the.

. Damned” * &
\.l Available at '
v Johann's 5
*  Emporium. %

Banner 10 gc Rare 5
Many more established
warbands carry a banner or
flag, not only to announce

their presence but to also act
as a rallying point for the
warband during a battle.

Special Rules: A banner
requires one hand to use and
can be carried by any Hero in
the warband. Friendly warriors
within 12" of the banner bearer
may re-roll any failed All-Alone’
test (but remember you can't re-roll
a failed re-roll).

Opulent Coach 250 gc Rare 10
Truly successful warband leaders are quite
willing to waste their money on extravagant excesses such as
rare wines, jewel-encrusted weapons and armour and
Cathayan spices. The height of such indulgence is an opulent
coach, which the warband leader can use for driving around
the settlements surrounding Mordheim. There are few things
that will impress commoners, or incur the wrath and envy of
other, less successful Ieaders, as much as an opulent coach.

Special Rules: The opulent coach impresses even the most
suspicious merchant and they will flock to offer their most
exotic wares to the obviously rich warband leader. The
warband leader gains+3 to any rolls to locate rare items.
Rare 10

Hammer of Witches 100 ge

(Witch Hunters only)

The pages in this tome describe the servants of Chaos,
witches, heretics, deviants, mutants, warlocks, blasphemers,
necromancers, sinners and other enemies of Sigmar in all
their foulness.

Special Rules: A Hero with the Hammer of Witches will bate
all models in Possessed, Skaven or Sigmarite Sister warbands.

Wyrdstone Pendulum 254+3D6 gc Rare 9
Pendulums made of wyrdstone can reputedly be used to find
even more of the magical stone.

Special Rules: If he was not taken out, the Hero using the
wyrdstone pendulum may make a Leadership test after the
battle. If he is successful, you may re-roll any one dice in the
Exploration phase.

14

As a warband gains experience and wealth in
the City of the Damned it will naturally acquire rare
equipment and artifacts. A veteran warband will bave all -
manner of equipment, from expensive clothes to opulent
coaches in which to get around the surrounding setilements of
Mordbeim. Tuomas Pirinen, with belp from Tim Huckelbery, gives
details of some of the more extravagant items for you to add to the
existing chart on page 146 of the Mordbeim rulebook.

Toughened Leathers 5 gc Common
Expert leatherworkers are able to turn leather coats into
armour (after a fashion) and those with limited funds often
favour these jackets and coats, as armour is very expensive.
Covered with crusted salt, alcohol and other less savoury
materials, toughened leather is hard to penetrate and offers
some protection in combat.

Special Rules: Toughened leathers work exactly like light
armour, giving the wearer a 6+ Armour save, but cannot be
combined with the effects of any other armour except a
helmet or buckler. Toughened leathers cannot be sold back at
the Trading Posts, the stench alone is enough to drive away
even the most desperate of buyers!

Wolfcloak
(Middenbeimers only)
In Middenheim it is still considered to be the feat of a true
man to slay a great wolf single-handed. Warriors who
accomplish such a deed will command the respect of their
peers, and their cloaks will be blessed by the High Priest of
the Cult of Ulric, the god of winter, war and wolves.

10 gc Special

Special Rules: To acquire a wolfcloak a Hero must pay 10 gc
(to represent the expense of travelling to Middenheim and
taking part in-a hunt). In addition, the Hero must roll equal
to or under his Strength on a DG. If successful, the Hero finds
and slays the wolf and can wear its cloak as a mark of his skill
and prowess. Note that Middenheimers may buy wolfcloaks
when starting their warband without making a test for
availability.

A model wearing a wolfcloak will gain +1 to his armour saves
against all shooting attacks.

Tarot Cards : 50 gc : Rare 7
(Not available to Witch Hunters or Sisters of Sigmar)
Though declared blasphemous and illegal by the Grand
Theogonist, the Tarot of Stars is said to foretell the future for
those who dare to consult it.

Special Rules: A Hero with a deck of tarot cards may
consult them before each game. Make a Leadership test.
If successful, the Hero gains a favourable insight into
the future and you may modify the result of any one dice
in the Exploration phase by -1/+1 (even if the Hero with
the cards is taken out of action). If the Leadership test fails
by three or more (ie, 2 Hero with Ld of 8 rolls 11 or 12) the
cards show a portent of doom and despair and the Hero
refuses to fight in the following battle and must miss
the next game.




Hofann the Rnife

Of the many cutthroats
and assassins for hire
that infest the
settlements around
Mordheim, Johann the
Knife is the most
famous. He exhibits his
vocation as hired knife-
fighter and assassin
extraordinaire by the
various lethal-looking
daggers hanging from
his belt and the mean
glint of his eyes. Johann
wears dark, leather ge
slightly out of fashion,
which has never been
washed (or so the
barmaids say).

Sfaven Bat Ggre

Rat Ogres are the most
feared of all the Clan
Moulder’s mutant
beasts. Rat Ogres are
huge, Skaven-like
creatures, the size and
strength
but posse
speed and ferocity of
Skaven. A Rat Ogre’s
small brain is devoted
entirely to fighting and
bloodshed. These
horrible monsters are
much in demand as
bodyguards to
important Skaven.

Lyecutioner of
Cfan Esin

After he suffered terrible
wounds, the Skaven
scientist-sorcerers of
Clan Skryre replaced

various parts of Veskit's
body with their part-
technological, part-

magical implants, and
made him into a walking
arsenal of deadly
weapons. Veskit is now

more a machine than a
living thing, and his
thirst for killing has

become almost
uncontrollable.




Aordfeim
ArcBitecture

In our second installment of
Mordheim Architecture, Nigel

Stillman explains just how easy it

‘can be to make your own ruined

buildings for your battles in the
City of the Damned.

 hiding in the streets of a ruined medieval city

opens up vast possibilities for fantastic scenery.

‘As a fantasy :landscape,_ this is something

completely new. Players of Warhammer 40,000

and Necromunda have long been used to

are just holes in the roofs and walls made by
flying debris and fragments of metearite, Stone
buildings survive better than timber ones and

The entire battleficld (an area 4x4’, suitable for
a skirmish game) needs to be covered in ruined
buildings, separated by streets. To make the

‘must be open areas between the cover for the
‘models to run and shoot across, but the
‘battlefield should create the cramped
‘and menacing atmosphere of a fantasy
medieval city.

The key to creating a Mordheim battleficld is

the style of the buildings. Ideally we want a lot

of different buildings, such as houses, shops,
‘taverns, workshops, temples, stables,

anything else we could think of that might be
found in Mordheim. They should look as if

of both, and all be ruined
1o varying exients so

that it is possible to =
move models into
them. The doors and
windows should be

to enter and shoot.
There should be several



floors partly remaining so that troops can be placed
on different levels. = :

The buildings should also feature overhanging upper
storeys, tall chimneys, high pitched roofs, balconies,

archways and anything else you can think of, and be
embellished with such things as grotesque gargoyles,

The buildings which I
made were constructed

1o construct the buildings we used for playtesting
Mordheim | used foamboard. This is available from art

cardboard with a thin layer of polystyrene foam in

To make the buildings I cut out the shapes I wanted
from the sheets of foamboard using a modelling

that were then scored and bent at sight angles to
create walls of buildings. Then Iicut rectangles or
squares varying from 4" square to 6’ square to be
used 4s bases, floors and roofs. I'also cut out extra

you to work quite rapidly.

I assembled the

This is one of the finished basic butldings. It was egsy and
Jur to build and ook very Iittle timie to do. The more
complex buildings use exactly the same technigiees bul just

_st:offéiﬂ; First 1 took a
2x12" strip and

scored it in two.

places, then bent it
along the score
lines. This created
three 2x4" walls,

one  wall, and

windows in the
others, I pent the
scored section
around to create
three sides of a

cut the edges of the
open side (o give 2
ruined effect.

a little more patience.

17
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i _ﬁrs!‘f took a

i j%lded it
around to

R ey}

'--z-fs;ing.pim |
“to hold it
Lin place
“whife the
‘glue
- dried.

The second
storey was
mdde with
exactly the
same.

| three piéces
“of foamboard
with a

: tnzmgulai'
front piece.

'foarnboard as its ﬂoor I repeated the process 0«

‘a semnd storcy, wh1ch i ﬁxed to the ﬁrst-one
fh.'St

fthrc;)w the_lr muck ‘out inte the stree_t _onto_passers byf_-

top ‘C’tp &:fe ise of @maes

;.'msk shppmg or snapping che bIadc Also hange your
‘blades regularly, ‘sharp blades are much. safer io use
‘than blunt ones. :

Next, I placed a further, thu’d storey on Lhc second in

though half of it has ollapsell. This aliows med b '_ﬁ

- be put inside to shoot out of the windows.

another rectangular piece and then ﬁxed j -tmg out
shgh' 3 on top of the thu"d storey The hcuse Was now

¥ bu,aldings more szable by 1ncrea51ng the Iengrh af -the
bottom storey to coumerbalance_ the weight,

Top Tip: Getting Sceafe Right
| When miaking buildings it is useful to have a few |
human-sized models to hand. These can be used 10 |
measure and r:heck the height and size _of the model |

if bugger models ﬁnd them r:ramped and humans can
use them as a safe refuge.




gﬁer:me ﬂﬂis«& pas been achieved wmg mry ﬁw{e metbods.

When the spray paint had dried 1 proceeded with the

detailed painting of the T.tmbermg 'fer whieh I used
black. Then I drybrushed the
Bone and the roof with
orange to. htghhght the
timbers and ties.
With this done
the model was
finished!

Buifding Lore
Adpanced Gtructures

These areas WEre. sprayed grcy‘ and drybrushcd;
with white.

holes can be creaxcd and treated in thm way,_
especially in the roof These provide openings for
UOODS 1o enter buildmgs and shoot out from and S0

The streets of Mordheim: are ]jkely to be partly
blocked here and there by heaps of rubble, and some.
bl.llld}_ﬂgb will have been totaﬂy reduccd to thls state.

debns ina randnm pﬂe and ﬁll up gaps wuh PVA glue
and gravel or sam:l> Pamt tcxiurcd paim over any

; you couid pick out dlﬁerent kmds of rubble With

different shades of grey, brow etc.

és



Tmmg ﬂcnble thm mrd aiong the curv ed edges of the
3mterror of thc ‘arch. The a.rch can be t,ovcred m

The street running under the house has been made

using textured wallpaper to imitate cobbled streets.

timbered rooms. Just fix partly ruined buildings

onto " the top. These ‘will ook good if they

overhang the arch.

'(Bdrgap'fes s @’)t@‘er !Embefﬁsﬁmmts

and othef ‘carvings, such eﬂds sh:efds
'3nd svmbols ' ;

fgrotesque and fnghtt,mng, espemally at night
'w:th gargoyfes grimadng out of the gloom from



junctions, market squares and wmdmg lanes. The
other’ option is to make several base boards or even
one bzg »ix:é' b(ja;d-md pcrmanentiy mark t.he.s.t.mctS:

Gargoyles and such things are easﬂy represented on.
model buﬂdmgs by attat:hmg hcads of monsters.

bc put on a pedesml of thcu- own and tumcd into
statues. L:ttle pamtwork is requirei just undﬁrcoat in @

for carved stOne or dulJ bronz,e fm mefal Statues.

Btaircases
How do modcls get into th’e’: upper btoreys of tflé

! - _ to gwe the unpressmn of '
cobbled streets, This is the qmckest and cheapest way
of covering large areas.

G5 and Ends

'lhe rum&d 5Lrects of M@rd}leun are strefwn with aIl

of balaa wood on top of each other 5o that each plecc; i
is about 10 om shorter than rhe pwce belnw Contmue':

make access to upper storeys eas:er Anothcr way af :
creating staircases might be to use several slotta bases &
stuck together Lac[defs can be made bfy’ cuttmg baisag

rS

€ __rain }ust remember-
L your: creations is your
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at the
Marienburger
warbands
exploring the
* ruins of
. Mordheim, from
the best-seller
‘Wealth and
Riches of the
City of
Marienburg’
By the now
infamous scallywag
Jim Butler,

=™ B City of GofP
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Marienburg is the richest of all the cities in the Empire, and any
warbands from this fair city can be found exploring the ruins of
Mordheim. During the game’s development, Jim Butler led the
Marienburgers to many victories. Here he discusses how to make the
most of your money when starting a new warband.

Well, if you've decided to
collect a Marienburger
warband, that extra 100
gold crowns is probably
burning a hole in your
pocket right now, but there
are a few things you should
bear in mind before you
blow the lot on Ithilmar
armour for all
henchmen. The i
thing to rememb
every single
Mordheim has s
that makes them special,
and this gives them their
‘edge’. For example, the
Reiklanders have better
Marksmen than you, the
ed are harder in
close  combat
and the Undead
can have not
only a

scary Vampire for a leader, but a spellcasting Necromancer!
You have to use that extra cash to get your ‘edge’.

player putting together 2 warband has to make some
5. You are always forced to compromise
't have enough gold to get a gang whi
both numerous and well equipped. U
have a Marienburger gang. The éxtra 100 crowns allo

the average starting fi Although you'll o match the
other warbands in their specialist are > smart, you
can make sure you always fight on your own terms,

For me, the most important advantage you have' is that you

, You have a good chance of
finding interesting stuff on the Exploration chart right from
your first game. You also have a better chance of acquiring
rare items (more of which later). Overleaf is a good example
of a starting warband that is flexible and should be able to
cope well against most other warbands.

As you can see, the Captain and his Champions are well
tooled up, as befits their status. They should be able to acquit
themselves well in hand-to-hand combat and also have good

Maricaburg is the largest and most prosperous trading city in the Old World
Nhn__\' call 1t the City of Gold, which alone conveys 1 good idea of the wealth
of this sapr.}wling cosmopolitan city. a\'[an_v mercantile guilds have their
headquarters in Marienburg, and most important of all is the seeretive High
Order 'of Honourable Freetraders. This large, vich and ambitious hr)d)' of
men feel shackled, b."f' the old order and arc cager to stize power for
themselves. Their - champion for the Emperor's throne is the Lady

I\'Tagriﬂ:\. Thanks to the unseen influence of Frectraders thmughr;m the
Empire, all the minor Electors were persuaded to support the Lady
Magritta's claim. It was only the Grand Theogonist's relusal to crown

her that denied Mnricnhurs the throne, driving a wedge between the
City and the Temple of Sigmar,

Wirbands sent to Mordheim  are sumptuously dressed and
armed. Though '.'\']aricnburgcrs are often ridiculed. as foppish
and effete. their skill at arms ind complete ruthlessness has
earned  them grudging respect. Their chief skills lic in
duelling and in the usé of poisons and other clandestine
fighting ‘methods. Richer individuals dress flamboyantly and
wear jewellery. However, the bulk of most warbinds are
recruited from  the docklind thugs. ships’ crews, and
stevedores who favour a simpler appearance: Jeather coats,
bandannas and short swords that are casy to conceal



Marienbuig
Mercenary
Captain

Marienbiyrg
Chanipions
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tBe Ruins

Secking the precious
wyrdstone to put them in the
Lady Magritta's favour, bands of
Marienburgers have been spied in

the City of the Damned.

Mearienbure
Youngbloods
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The time of Kings and Emperors is at an end. The only o -~

sovereign with any power in the Old World 1s made from ‘gold. et
Matthiaus Kluge. High Order of Honourable Freetraders. :

short-ranged When trading, Marienburger warbands have the advantage of

firepower. I have not gone a +1 bonus if trying to find rare items. While this may not

overboard on armour, because sound like much, it makes all the differenice. For example,

for starting warbands it doesn’t Marienburgers are twice as likely as other warbands to be able

tend to be viable. The harsh truth to find a gromril weapon or warhorse. Unscrupulous

is that it’s cheaper to hire more men Captains may consider investing in drugs and poisons, as

and use them to protect your powerful these can really boost the fighting power of a warband,

characters. This is precisely what the though they come with a price that can’t always be paid in

Youngbloods are for, especially Pieter, whose gold. More wholesome help for your warband can be bought

spear allows him to attack first, even when in the form of a lucky charm, or hunting arrows for any bow-

charged. After a couple of games, when your armed heroes. Of course, the most obvious thing to buy for

Heroes have developed a bit, it’s worth investing your Captain is a set of fine Cathayan silks. They are not

in some more protection. I would be tempted to cheap, but being able to re-roll your first failed Rout test can

buy heavy armour for my Captain and hand his come in very handy. But that's not really the point is it? If you

light armour down to one of the Champions. really need me to explain why you should invest in

: : some swanky threads for the boss, then you're considering

The “henchmen groups I've chosen are quite the wrong warband. The real reason anyone should want

specialised, but as a whole they make the warband to collect Marienburgers is because whatever they do, they
a good all-round force. The Swordsmen are do it in style.

obviously the main hand-to-hand group,
while the Marksmen can provide long range
covering fire with their powerful crossbows.
The Warrior group is most flexible and can
be used in either role, though obviously they
are not quite as good as the specialists.

The final addition is a Troll Slayer, to
strengthen the warband’s close combat
ability. Most warbands have difficulty affording
a Hired Sword in their starting line-up, but with
Marienburgers it’s definitely an option. Troll

‘Slayers and Pit Fighters are your best bet, as they are
relatively cheap and are excellent in hand-to-hand
combat. You could even consider dropping one of the
Marksmen and investing in an Ogre, but they can really
gobble up your income (literally!).

Aarienburgers in Campaigns
Once you've played a few games you'll probably start to
pick up some skills for your heroes. Try to pick skills
which will complement the Hero's weapons and the
role you want him to take on the battleground. Pistolier
is an obvious choice for any Hero with a brace of pistols
(allowing you to fire twice) and Eagle Eyes is also very useful,
as it effectively doubles the range of pistols. This can be a very
nasty surprise for an enemy who thinks he is safely out of
range. Consider Haggle for your Captain, as this skill reduces
the price of one item when you visit a merchant. This should
help keep your gang in the style to which Marienburgers are
usually accustomed. Scale Sheer Surface is a good skill for any
Hero armed with a long-ranged weapon, as it allows him to
get into a good firing position even if there are no ladders.
This will make his position less vulnerable to attack in close
combat. One final skill to mention is Acrobat, as it allows you
to re-roll failed diving charges. Marienburger warbands :
should fight with panache and the diving charge is a perfect scmia
way for your Hero to display his contempt for danger
(and gravity!).

24



As you can see from the roster, Jim has made full use of
the extra 100 gold crowns. He bas hired the full
compliment of heroes and as you would expect for a
Marienburger warband, bought them plenty
of equipment,
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‘BLACK SWORD'
SWOI&DSMAN
H IGHES'F éiJALITEE

Vs Lodged at the swwa

RED WOLF TAVERN

DWARF
BLUNDERBUSS

Exquisitely crafted Dwarf
Blunderbuss. 20 gold crowss
or will swap for Jewelled
Dagger.

Contact Alexandra at the
Inn of the Red Moon.

D e T T e

SHIEL
FORSALE

POISON!
Winston Green, purveyer of
poisons. Located at the sign
of the Falling Skull

P AL KRR

« CEDRIC
The Scholar

Available to translate
all ye olde text.

Elven and Dwarf

tongues a speciality.

S L Sk R L

Currently residing at
the ruined

Library Vault.

ARCHERY
TOURNEY

Henryk Bergson invites all
men practised in the use of a

bow to a challenge of skill

Tourney to be held at
Griffon's Gate on the Festag
of Brauzeit. No Elves.

Finest quality Shield, made
of the best Reikswald dark
wood, for sale

Enquirc at
Johann's Emporium

JEWELLED
DAGGER

Ornate Jewelled Dagger
made by the fine craftsmen
of Altdorf. 20 gold crowns

or will swap for
Dwarf Blunderbuss.

Contact Heinrich at the
Inn of the Red Moon.

SAVE THYSELF
WORSHIP is the

only salvation.

Join us at the Church of
Redeeming Power. All
welcome. Minimum
donation 2 Groats.

A CHALLENGE OF STRENGTH

The mighty men of the
Middenheimer “White Wolves'
invite any fools who dare to challenge them in a
: TRIAL,
OF
STRENGTH

The challenge will be held in
Mordheim Market Square on the day of Ulriczeit..

OBITUARIES

Madam Archeossi, Reader of
the mystical Tarot. Didn't see
this coming.

Gerhard Hofmann, Witch Hunter,
Burnt at the stake.

Count Hammacher, 2 knife in
the back.

Kurt Soderberg, honourable death
at the hands of an Ogre.

Lord Smythe, poisoned.
Olga Sturm, lost in the ruins.

Wulfhir the Green, ripped to
pieces by Zombies.

Jorval the Barbarian, died of
old age.

The unknown scribe of
Baron Hal Kreiglitz,
sword in the heart.

* TAVERN STAFF

Tavern Maids required at
the Golden Griffon Inn.
Good rates of pay.

Meet interesting people.
No Mutants.

DEATH TO ALL BLASPHEMERS

Followers of Dark Gods, your end has come. The Order of the
Templars of Sigmar shall bring punishment to the City of the
Damned with fire and cold steel. Fear not for the Witch Hunters
shall bring death to all those who have strayed from Sigmar’s light.

Y ROREK &
Dwarf Trol]slaycr

Mad Berserker Hired Axe

LARGE MONSTERS
A SPECIALITY

25 gold crowns

Currently residing at the
Drunken Goblin Tavern

WANTED

Johann the Kaife

-
For the MURDER of
Count Hammacher
and his retinue.

200 Gold Crowns

Collect the reward at the

Mordheim Crypt after the
fall of Mannslicb.

DIETER

the

BLACK

Master of the mystical arts.
Can change the coursc of a
battle. Fireballs a speciality.

Don't contact me I'll
contact you.




Have you ever stopped and asked
yourself just what it is about
Warhammer and Warhammer 40,000
which is so appealing? What it is that
really grips you about the games? Is it
the models, the massive range of
highly detailed metal warriors just
waiting to be broken out of blisters
and boxes and painted up for your
battles? Is it the vast number of
reference books, the magic cards,
the multiplicity of
rules to learn and
hopefully master? Is
it the chance to

prove yourself the

ultimate general on
the field of battle? Or
is it the opportunity
presented to get together with some
like-minded pals over a curry and a
few beers to have a friendly game at
the weekend? Or perhaps it is the
delight you take in your painstakingly
painted army, or the special character
which leads it.

meatedmnan
£ vihfmdumltaﬁ\é L
is8ar Gaunt, the Ghosts gid
alway% [} ihlngsy the book;Aiut hy
the Emperor theyaget the jph dones
_From their begﬁgs in the | pag
ofInferno! ta't cently releaSed
novel, First & Only, Gaunt's Ghosts
typify the Imperial Guarde. eo=
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‘I love the bleak gothic

textures, the motifs of

despair and hard-bitten
struggle against adversity’

For me, all of these things play a part.
Certainly, in my humble opinion,
Citadel miniatures are the best. There
just isn't anything else which
consistently delivers such character
and detail. Also, it's great to get under
the skin of the rules systems, almost
in the same way as it's great to tinker
with an old -car engine. Proving
myself on the field of battle? Well, to
be honest I'm more of a beer and
curry player, but I
do like to win
from time to
time. And 1 do
take great pride
in my painted
armies, even
though I fully
acknowledge that they are nowhere
near as good as those painted by the
‘Eavy Metal team. But I did them all
by myself; they look good, and I am
proud of that achievement!

For me, though, there is something
else too. Something even more
important. The underlying reason
why the models are so characterful,
why I want to get inside the rules
systems. The reason why I spend ages
painting Orcs, why we get together to
play Warhammer at all, I guess. For
me, it is the background worlds. It

is the sheer detail and depth to the
worlds of Warhammer and
Warhammer 40,000 which
place them streets ahead of any
other games system. I love the
bleak gothic textures, the
motifs of despair and
hard-bitten struggle
against adversity. I
love the sheer scale



BRINGING OUR WORLDS TO LIFE

of it: everything is writ large, with no
room for small crises — or at least,
with all the impending catastrophes
and never-ending wars there is never
‘enough time to notice the smaller
‘everyday disasters at all. Chaos
Warriors in blood soaked armour,
twisted Daemons wielding hell-
forged weapons, insidious Skaven
with their warpstone technology,
mile-long battlecruisers encrusted
with gargoyles and crenellated
battlements - the worlds of
Warhammer and  Warhammer
40,000 ‘are grim, evocative, exciting
and dark! From the broad brush
strokes which fill in the huge chunks
of the galaxy, down to the tiniest
detail about the inner workings of a
boltgun, it's all there for you.

Furthermore, all the games slot
together to form a cohesive whole!
That's a massive undertaking, if you
think about it. I mean, rather than
just starting from scratch each time
we do a game, we make sure that
Necromunda fits within the
Warhammer 40,000 universe, as does
Gorkamorka, Battlefleet Gothic, and

so on. Talk about making our own job
difficult! But the result is surely well
worth the effort - every time a new

‘game comes out, it says something
‘else about the universe, it builds upon

the background, and that in turn
feeds back into the games ‘and
models, and so the circle goes on.

Well, for the last year or so there has
been a new kid on the block - Games
Workshop Publishing (or the Black
Library, as we like to be called). Our
mission is to really bring the worlds
to life. That is, while the Design
Studio creates the galaxy-spanning
background to the game rules, we can
focus right in and look at the pointy,
ultra-detailed end. We want to see
individual characters hurtling from
one perilous adventure to another. We
want to read about specific, named
ultra-heavy spaceships of the Imperial
warfleets. We want to see cutaway
diagrams of actual battle tanks, castles,
warships and super weapons., We want
to see our heroes and their hideous
adversaries clashing in desperate
battle. In short, what we want is a
good, convincing story!

There are loads of ways to do this, all
of which really add excitement and
depth to  Warhammer and
Warhammer 40,000. Our starting
point is that we imagine that the
places and characters are real.
Strange, but true. If you convince
yourself that Genestealers really do

‘exist, then all sorts of ideas for

portraying them, for what their
anatomical structure is, ‘what their
blood is like, for how the hive mind
works and so on, suddenly spring to
mind. All we have to do then is
decide what to get on with, and
where to publish it. ]

What we have settled upon ‘as our
conerstones are short stories, graphic
features and comic strips. Starting
with Inferno! two years ago, we are
now at the point where we have a bi-
monthly fiction anthology and the
Warhammer Monthly comic
(fortnightly over the summer!). With
a new range of novels having hit the
stores over the last few weeks, graphic
novels, calendars and so on, we are
now well up to steam with fleshing
out the worlds even further. We try to
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BASILISK TECHNICAL DRAWING
by Logan Lubera. This drawing
is just one from our recent
Basilisk feature in INFERNO! 14 < —Y
Logan has also done features
on the Chimera armoured

. carrier and Demolisher siege
‘tank. For further details see
INFERNO! 3 & 5.

) =

THE BATTLE OF
NiS PAZAR by
Ralph Horsley. This
superb illustrated
feature from
INFERNO! 13
details a victorious
campaign by the
Roskan Regiment of
the Imperial Guard.
With hattle maps

| and lavish
illustrations, this is
inspirational stuff
for any Imperial
Guard General.




make sure that everything we do has
a really good narrative, and judging
from the response we have got so far,
all this new material is very well
received. Thanks; keep your letters
coming! So now, if your mates can't
make it round for a game one
evening, or if you are on a long train
journey and want to read something
to pass the time, or just fancy reading
arip roaring, all-action science fiction
or fantasy novel, it's all there for you!

Characters such as Gotrek and Felix,
Gaunt’s Ghosts, Malus Darkblade,
Leonatos and Cloten, Kal Jericho and
Scabbs, Gilead, The Redeemer and
Malakev, Ephrael Stern and Silas
Hand, Zavant Konniger and many
more besides, have all sprung from
the twisted minds of talented
freelance artists and writers around
the world. This has been another real
joy to running the Black Library — we
get to meet so many incredibly
talented and imaginative people, all
of whom share our enthusiasm for
Warhammer and  Warhammer
40,000, and have jumped at the
chance of working with us. From

‘...the Warhammer world is
a dangerous place inhabited
by some particularly cruel,

savage and unpredictable
creatures... ’

established fiction writers such as
Barrington | Bayley and William
King, through comic writers and
artists. such as Pat Mills, Gordon
Rennie and Kev Walker, to complete
newcomers such as John Gravato,
Alex Hammond, Martin Hanford or
Karl Kopinski, we have been amazed
by the inflow of brilliant ideas! Qur
in-trays are constantly overflowing,
and we have tried to ensure that the
material we publish is, in our
opinion, the best!

At the end of the day, though, it is
down to all Games Workshop fans to
let us know what they think, what
ideas we might be missing, what
other ways there might be to add
detail and depth to the worlds
of Warhammer and Warhammer
40,000. So keep all those new

submissions coming in. After all,
these places are real, y'’know! So if
you see anything exciting out there
on the edges of the Imperium, in the
dank jungles of Lustria or in the
madness of the Chaos Wastes, don’t
forget to send us a letter or story
about it so we can put it in one of our
publications. A photograph would be
cool, but our lawyers advise us that
we have to ask you not to put your
own lives at risk. Remember: the
Warhammer world is a dangerous
place inhabited by some particularly
cruel, savage and unpredictable
creatures, and it wouldn't do to have
your hand snapped off in the pursuit
of a story or comic strip for the
Black Library.

But then again...

for the Space Marines fo arrive.

ZERO OPTIONS created by Dan Abnett & David Pugh.
This comic strip from Warhammer Monthly #19
detailed the plight of an Imperial Guard regiment left
to defend an ice-bound planet from a rampaging Ork
Waaagh! With supplies running low, and men dying
each day from starvation or freezing to death, their

only hope of saivation is to survive long enough

: -{}hmgrs are a penal hattalion. Len hv the
fﬂhiess Colone}Sthaeffer, eyery man has been
sentenced to dieth the Service eﬁh sEmperor. The
Ufiancers have appeared in Inferno! 4'& 12 and

av is rumoured to be working on a novel.
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By Andy Chambers and Jervis Johnson

Greetings citizens and welcome to this month’s most holy Chapter Approved column. Rest assured that this noble
treatise is guaranteed to bring spiritual purity and the blessings of His Most Coruscant Majesty, the Emperor of
Mankind, upon the teeming celebrants of His Faith, however misguided they may be. Speaking of misguided, we
have a veritable black shipload of deviant antics this month. The venerable Scrivener Johnson has trawled the
infernal recesses of the so-called ‘Internet’ and uncovered a heretical document which purports to show
mathematical evidence that the Tyranid race are indeed overrunning the Galaxy of Man. Still dusty after his narrow

- escape from ancient ruins on Naogeddon, the Heretic Chambers carries dread tidings of the enigmatic Necrontyr.
Finally, the venerable Scrivener Johnson goes on to supply something he refers to as an ‘advanced mission
generator’ — some form of meson/fission power output device, | believe.

Placing Army Victories Battles  Winning%
BATTLE STATISTICS 1 DarcAngels 74 110 67.3%
2t 2 Tyranids 192 346 55.5%
By Benjamin Asmus-sen 2 Sisters of Battle B6 158 55.5%.

y A 9 4 Space Wolves 55 103 53.4%
These\stailshcs are the compiled results of games played by 5 Blood Angels 121 235 51.5%
people from all over the world, who have sent me the results of B Necrons 29 57 50.9%
their games and the armies they used. The results are broken 7 Imperial Guard 197 303 50.1%
down m . placings and overall victories against specific 8 Eldar 235 472 49.8%
oppon'ent » To check out the latest placings and how well different 9 Orks 115 238 48.3%
armies are 'doing against each other just access my Website — and 10 Chaos 236 518 45.6%
please contribute the results of your own games to the database! 11 Dark Eldar 126 284 44.4%
Web site Address — HTTP://dorit.ihi.ku.dk/~asmus/w40k. 12 Space Marines__359. 315 44.0%
Copyright © Benjariin Asmussen 1999

BAngels DAngels SWolves S Marines Eldar D Eldar Chaos Sisters  Imp Guard Necrons Orks Tyranids
Blood Angels = 66.67% 100.00% 68.18% 45.71% 54.55% 47.73% 45.45% 44.44% 50.00% 47.06% 43.75%
Dark Angels | 33.33% = 3333%  100.00%  50.00% 66.67% 55.56% 50,00%  50.00%  000%  7500%  50.00%
Space Wolves 0.00% 66.67% - 38.36% 58.82% 75.00% 37.50% 100.00% 40.00% 100.00% 33.33% 14.29%
Space Marines | 31.82% 0.00%. 63.64%. - 41.00% 46.88% 54.55% 28.:32% 46.85% 20.00%. 41.18% 43.94%.
Eldar 54.20% 50.00% 41.18% 58.00% - 57.14% 53.62% 56.52% 30:77% 50.00% 60.00% 42.55%
Dark Eldar 45.45%  3333%  2500%  5313% 42,86% - 35.29% 5238%  6667%  3383%  5500%  50.00%
Chaos Marines | 52.27%  44.44%  62.50%  4545% 46.38% 64.71% - 5217%  41.18% 66.67%  08.46%  33.33%
Sisters of Battle | 5456%  50.00% 0.00% 73.68% 43.48% 47.62% 47.83% o 7000%  100.00%  100.00% = 71.43%
Imperial Guard | 55.56% 50.00% 80.00% 53.15% 69.23% 33.33% 58.82% 30.00% - 25.00% 35.71% 60.61%
Necrons 50.00% 0.00% 0.00% 80.00% 50.00% 66.67% 33.38% 0.00% 75.00% - 60.00%  66.67%.
Orks 52.94%  2500%  6667%  58.82% 40.00% 45.00% 61.54% 0.00% 64.29%  40.00%. - 54.55%
Tyranids 56.25% 50.00% 85.71% 56.06% 57.45% 50.00%: B6.67%. 28.57%. 39.39% 33.33%. 45.45% =

NECRONS

By And Chambers

Back In White Dwarf 230 we ran a new and
updated army list for the forces of the ancient and
enigmatic race of the Necrontyr in Warhammer
40,000; Since then I've had a steady stream of
letters and ‘battle results from dedicated Necron
players all over the world. Most players seemed
pretty happy with the rules and are clear about
how they worked, but two specific problems came
through time and again: Scarabs and Necron
Lords. Since we had a Space Wolves update
recently it seemed a bit remiss to leave out the
ancient chrome-domes, so here we go...




SCARABS

Just about every letter I've had about Scarabs advocated a larger
unit for them to ensure that at least some Scarabs survived for
long enough to make contact with the enemy. As Scarabs are also
competing for Fast Attack choices with the Deadly Necron
Destroyers, it seems only reasonable to increase the Scarab unit
size from between three and five, as it was in the original army list,
to between five and ten.

Some players also believed that the Scarabs’ Strength of 3 was a
bit low and could do with improvement. 'm inclined to think this
would make them a bit too deadly, so for the present I'm going to
leave their Strength at 3 (what do you expect for 6 points anyway!).

A common question that came up about Scarabs concerns exactly
when their self-destruct capability is used. As detonation would be
pretty much instantaneous, the Scarab’s self-destruct attack
should be treated as if it is an attack with an Initiative of 10. Note
that this means units in cover will still have an opportunity to strike
first as Scarabs (fairly
obviously) don't use

frag grenades.

NECRON LORD

Most of the letters included at least some
wailing about Necron Lords not being
equipped with power weapons, and the
overall poor showing of Necrons in
assaults. To take the last thing first, the
Necrons’ vulnerability to being assaulted is
probably more due to their lack of dedicated
assault troops than anything else. This is
something we'll have a think about for the
mysterious and enigmatic Necron Codex
(sometime in the far future). The Necron
Lord is a different matter. In retrospect, it's
a little harsh for the lords of the
technologically advanced Necrontyr to be
totally lacking any kind of wargear, so rather
than just improving them by giving them
power weapons | thought it would be far
more interesting to give them a small
selection of wargear to choose from.

R

Scourge of Light - 15pts

In combat the Necron Lord’s staff of light erupts into a blinding convocation of
white flame. Each time the staff is swung it carves an arc of pure energy
through the air, which shrieks as it is split asunder by impossible energies.
The Necron Lord counts as being armed with a power weapon.

Veil of Darkness - 50pts
The Necron Lord can summon a veil of darkness which twists about like a
-ghostly cloak blown by an ethereal breeze. When the darkness sinks back into
the earth, the Lord and those close by have disappeared, only to reappear some
distance away moments later.
A Necron Lord can opt to use the Veil of Darkness at the
beginning of its movement phase instead of moving
normally. The Necron Lord and up to one unit of Necrons
within 6" of him are removed from the tabletop and are
then immediately placed anywhere on the tabletop
using the Deep Strike scenario special rule. The Veil

NECRON WARGEAR

A Necron Lord may be upgraded to include

one of the options shown below, at the
points cost indicated.

Gaze of Flame - 15pts

Flickering wych-fires blaze from
the metal death-mask of the Necron
Lord, chilling the very heart of those
who look upon it, stealing away their

strength and crushing their courage.

Models which charge into combat with the
Necron Lord gain no bonus to their attacks for charging
as they are inexplicably slowed at the last instant (yes, even Tyranids,
Daemons and other things who think they should be immune are effected).
Units fighting an assault involving a Necron Lord with the Gaze of Flame suffer
a -2 Leadership penalty in addition to any other modifiers.

of Darkness may be used even if enemy modals are

in base contact with the Necron Lord or any of the

Necrons he moves with him (the enemy models are
left behind).




ADVANCED MISSION
SELECTION

12

By Jervis Johnson

These advanced rules allow piaye_r_s_to tyrn up for a game with a standard force and &
play any of fourteen r included in'the Warhammer 40,000 rulebook. In order 14
to use the advanced rules simply agree on a points size for the game and pick an A5 g

army usmg the Standard Force Organisiation chart. You will also need to know St
your army's strategy rating when using the advanced rules (see page 129 of ilﬁ)
the rulebook). 14
Important: Remember, when using the Advanced Mission Generator you always Qi‘-
use the Standard Force Organisation chart. ° Fefs)]
1. Decide Mission \ 25
Roll on the Advanced Mission table to see which mission you must play. In order to - b
get the result, you need to mak_e_ 2 D66 Roll. Don’t woly you don’t need to rush out "D

dice and a 3 on the second dice, you’d get a rﬁ\su!t of 23

5

rio, use your strategy ratings T’E
Jf you are playing a Battle

2. Decide Who Is Attacker \

If you are playing a Breakthrough, Raid or Battle.s?:\ ;
to decide who will be the attacker and who is the defend
or Breakthfough and the attacker is missing a compulsary ait choice then there is
no change tothe attacker’s forces, he'll just have to soldier on without them.

Note: Dark Eldar are always the attackers in any mission they play.

3. Decide If Any Units Have Been Reassigned

Next, both players must check the Force Organisation chart for the mission they are
playing. If their army includes any units that are in excess of those allowed by the
chart (ie, you have more Fast Attack units than are allowed in the scenario) then
these units have been reassigned. You may choose which of your units are’
reasssgned out of those that are affected.

For example, if you were the attacker in a Raid and your army included three Heavy
Support units, then two would have to be re ned as the attacker’s chart only
allows one such unit to be included in the ar he attacker would be allowed to
pick which two of his Heavy Support units WET e s\sngned

Reassigned units are placed in resgpfé even in scenarios that do not normally allow.
reserves to be used. They enter play using tﬁe normal rules for reserves.

Reassigned units enter play along the table edge'defined inthe scenario being
played. If no such edge is described, they may enter anywhere along the table edge
of the player’s deployment zone. If the player doesn’t have a deployment zone with
a table edge (ie, he sets up in the mrdﬁ of the table), tien roll the Scatter dice to-
see which edge any and all reassigned umts will appear on.

4. Get Fighting
Erm, get fighting!

SPECIAL MISSION

In the case of a special mission, use strategy ratings to roll-off. The
winner of the roll can decide which mission to play. He may look at his
opponent's army roster betore he decides what to play, and he may

also choose to pick missions 1r‘rc]udec{ either‘in a Codex or White:
“Dwarf magazine. S

WHAT’S CHAPTER APPROVED ALL ABOUT?

Each month Chapter Approved takes a look at the Warhammer 40,000 game and its rules,

introducing 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 players of Warhammer 40,000 who have produced inspired, well thought out
and just plain brilliant additions to the game (as. arbitrated by that well-known model of

fairness and balance ~ me). If you’ve got something good for Chapter Approved then write- -

to me at the address given here.

Note: Please don't include rules queries etc. with your letters, as the volume of maly('
the fact that I'm lazy) means in most cases | won't be able to send mdiwdual reyﬂ Y

" Advanced Mission Table

Cleanse (Standard scenario).
Cleanse (Standard scena}'icl)

—Cleansge’ (Standard scenatio)

ngh’( Flg ht.(Standard scenario)
Night Fight (Standard scenario)
Special mission (see lefi)

Patrol (Standard scenario)
Patrol (Standard scenario)
Recon (Standard scenario)
Recon (Standard scenario).
Recon (Standard scenario)
Special mission (see left) :

Rescue (Standard scenario)
Rescue (Standard scenario)
Take & Hold (Battle scenario)
Cleanse (Standard scenario)
Meat Grinder (Battle scenario)
Special missioh (see left)

Night Fight (Standard scenario)
Bunker Assault (Battle: scenauo)
Patrol (Standard scenario)
Sabotage (Raid scenatio)

Recon! (Standard scenatio)
Special mission (see lefi)

Ambush (Raid scenario)

Rescue (Standard scenatio)
Strongpoint Attaek (Raid scenario)
Cleanse (Standard scenario)
Rearqguard (Breakthrough scenario)

) .. Special mission (see left)

*‘Night Fight (Standard scenario)
- Breakout '{Bre__a!gthraugh Scenario)

Patrol (Standard scenario)

4 . Blitz (Breakthrough scenario)

Recon (Standard scenatio)

Special mission (see left)

Andy Chambers
(Chapter Approved),

Games Workshop,
Willow Lane, Lenton,
Nottingham, '
NG7 2WS, UK.
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I had a sizeable Valhallan Imperial Guard force before the new version of 40K appeared iast year, but to do justice to the new game
and to fight in the staff tournament, | decided to create a new one. Unfortunately. it was only two weeks before the event, so | wouls
have to be quick!

Having decided upon a Cadian force because of the ‘real-life’ appearance, | hurriedly set to gathering my troops. With so little timz
‘I had to come up with a colour scheme that would be quick but fook great on a unified force. Starting with a black undercoat
‘wetbrushed' the clothing with a-mix of Camo-Green and Black. | added highlights by drybrushing successively lighter shades o
of the aforementioned colour. Then | painted all the equipment black and painted details such as gun barrels, bedding rolls and wate|

= ¢ bottles. The areas of skin were painted with Dwarf Flesh and then highlighted by adding white. Including sanding. painting ant
Stuart McCorguodale  flocking the bases, this method allowed me to complete an awesome fifteen men a day!

GW Gardiff Manger | assembled my tanks without the tracks, which were painted on the sprue. Before undercoating each tank, 1 modelled on various

; bits and pieces such as whip aerials, baggage and battle damage. Then | painted it in the same Camo Green/Chaos Black mix anc

added a subtle highlight. Then the black patterning was painted on and highlighted. Next were areas of detail: baggage, weapons, grills, etc. After the tracks

were glued on | added transfers-and had a cup of tea! When the transfers were dry | drybrushed the tank with Boltgun Metal, paying particular attention to
areas of damage or natural wear and tear. Finally, | liberally dolloped mud around the base of the track sections and the front and rear hull.

| ' wanted the tanks to look uniferm yet individual. To this end | spent idts of time adding details such as aerials, packs, canisters, netting, a puppy, etc!
also extended the barrels of the Leman Russ and Basilisk with plastic tubing.

| made the Baneblade as a show piece rather than a gaming model. using plans from an old White Dwarf. The hull, track sections and turret are all scratch-
built using plasticard. | used Razorback turrets, a Basilisk gun, Gorkamorka shoolas and brass tubing for the weaponry, and cannibalised various kits foi
all the other bits and pieces. In all it took about eight hours to build and paint.

All the other troop types (Ogryns and Storm Troopers) were painted using the same techhigues as for the infantry. My favourite model among these s

e
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'TACTICS & ORGANISATION

‘never overestimate the power of your own guns. When selecting a

Marines, on average only three will be killed. Factor in the six plasma

Norris McMorris, the huge Ogryn. He was converted from an old Warhammer Ogre with a ripper gun
made out of an autocannon, assault canrion and a chain. "

CHOOSING YOUR ARMY

When organising your force | believe there are a few basic guidelines:
+Take at least one Platoon of thirty men (preferably two) and a Command Section!
* Ogryns have 5 Toughness & 3 Wounds... they can soak up a LOT of fire!
* One Leman Russ equals one dead Space Marine squad! :

* Don't bother giving your characters loads of wargear. They're only
good at bolstering the Leadership of nearby units.

TACTICS

The Imperial Guard's one great strength is firepower. However.

7

target use twice as many weapons as you think you'll need and
you'll wipe it out. For example, if you fire sixty lasguns at Space

guns and six lascannons in those squads (which should kill five) and you'll 3 L
see that sixty Guardsmen aren’t even enough to finish a Space Marine squad. Similarly,
when firing at enemy tanks, use three heavy weapons to guarantee knocking it out.

Always maximise your advantage in numbers by placing squads in good positions, because if they don’t have to move, they can fire effectively for
the whole game. If chasing objectives, send three squads to do one squad’s job - the other two will get killed.

One problem you'll always have is enemy assaults killing your men in droves. You can try:

* Backing up squads with others, to fire at the inevitable breakthrough they will achieve having wiped out your first line.
* Use Helthounds behind your lines to burn and force back enemy assault troops that have got behind you.

* Use Ogryns and Rough Riders to counter the enemy’s assault squads.

* Fall back from heavily armoured enemy troops that get too close (you'll only die otherwise).

i
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\ 4 The best thing about the
Baneblade is the sheer
enormity of it (and just

check out all of the guns! -

Fat Bloke)

A

I used ordinary kitchen roll
dipped in watery PVA glue for
the camo netting, blast shield
and barrel of the Basilisk.
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LONDON CENTRAL STORE

The address of the. -
London Central~
sto?;gts s
Unit F10¢

The Ptaza 5
Sho;:;pmg Centr& ,,' _
1st4loor, |

116-128 Qxford N
Sireet, Londan \

TE! 01714 360 839

\_ -3 B e 2

Come down to your local
Games Workshop store
and see what’s going on
this half term!

The half term holidays start at the end of October,
and all our Games Workshop stores will be running
special events throughout the week. Huge gz ames,
campaigns, painting competitions and terrain
making lessons: youwll find it all at your local
Games Workshop stores. Don’t be bored in the
holidays, the battlefield awaits you!

You don’t need any of your own figures to take part
in these events - we’ll provide everything you
need. However, in many events you can bring your
owh troops to take part with if you wish.

CALL YOUR LOCAL STORE FOR DETAILS
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NOT TO BE USED WITH ANY OTHER OFFERS.
VALID ONLY ON 30TH AND §IST OCTOBER.
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Ask youg}lggal' store for detail
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Warhammer
Chronicles takes a
look at the
Warhammer game,
its rules,
background and
game mechanics,
frequently stolen
from in-progress
developments

here at the Studio.
It also acts

as a forum

for dedicated
Warhammer players
who have produced
inspired, well
thought out and
exciting additions
to the game.

If you have

Chronicles then
write to:

Nottingheam,

e that any
fetters containing
rife

been warned.

chromclcs

By Tuomas Pirinen

Welcome back to the Warhammer Chronicles! This month's treatise includes Q&A and
some new rules for the Undead armies of the Tomb Kings, as well as some initial ideas for

tunnelling troops. I hope you enjoy them.

Tunnel Troops

By Alessio Cavatore

It seems completely plausible to me that
creatures such as the Skaven, which spend
most of their lives underground and
dominate a huge subterranean empire,
could make use of their tunnels in battle.
You can imagine that a Skaven general
could inspect the field on the day before
the battle and try to guess the point where
the enemy will deploy their artillery. He
would then instruct some elite units to dig
a branch from one of the main tunnels of
the under-empire in an attempt to reach

-the spot before or during the battle. The

fact that the new tunnel will be very narrow
and dangerously unstable, added to the

0-1 SKAVEN GUTTER RUNNERS TUNNEL TEAM

The team consists of four Gutter Runners.
Profile M WS BS S

risk that the tunnellers may not acrive in
l:ime wﬂl mean Lhat the general _v_al_l_n_ot
just smail groups of highly spccrallsed
commandos. Gutter Runners! Imagine a
small group of these black-clad adepts of
Clan Eshin making their way through the
last layer ‘of soft ground with their deadly
‘digging’ claws and then jumping on
the unsuspecting crew of the enemy’s
war machines. ..

The following rules are for Skaven
1unnellers which you can use as 4 new
As thesc are so unusual 1t would onIy bc
right and proper to let your opponents
know what they'll be facing! Let me know:
how you get on.

.. 56 Points per team

g CRSTh e et )

Gutter Runners 6 4 4 4

3 1 5 1 7

Weapons/Armour: digging claws (count as two hand weapons) and throwing stars.

Save: None.
Options: None.

Special Rules

Tunwnelling: Tunnel teams are not
deployed at the beginning of the game,
but use the special rules for tunnelling
(see below).

Skirmisbers: Tunnel teams always fight in
skirmish formation.

Suicide mission: Due to the many
difficulties and dangers involved in
tunnelling, characters and assassins will
never join the teams. Tunnel teams never
have standards or musicians because
they are simply impractical in a
cramped tunnel.
Rules of Tunnelling

After both sides have set up, place a
tunnel marker (a penny will do)
anywhere on the battlefield. At the
beginning of each Skaven turn (except for

the first) roll a D6 to determine when your
team emerges:

First turn: N A
Second rurn: B3+
Third turn: 2+

Automatic

Fourth turn:

distance indicated by the Ar_ujle_ry chcc'- m

the direction shown by the darrow.
Once the final posmon df %he r:na:f-ke?'_ has




: Tunnellers w1ll automatlcally

engage it in hand-to-hand on the side

that is closest to the marker (they
- count as charging). If the marker is

moved under a friendly unit or

~ impassable terrain, place the

tunpellers on the closest edge of the

t/obstacle. If the marker is moved

off the battlefield, the team has got lost

as per result 3-4 on the Mishap table).

jrou roll a Misfire, roll a D6 and
aansult the sthap table.

take @d\é‘amage.of this rule - any other
race which lives underground could
have similar units. You can try other
_ 'tinop types. using the same rules, but

is not mmed you should stick to units
of four or less and models with less
_ than five Wounds (you should not be.

army w1th anythmg that can threaten
roper regiment). Tunnel troops
should be small groups of infiltrators,
~not huge fighting units.

Tomb Kings
of Khemr1
QG6A

~ @: Are Tomb Guards Wights or
~ Skeletons?

Wanhy or cgvalrj{ zmzft
: Q' 'Which units does the Tomb King’s

\ 'Q;" Are Liches allowed to march and
declare charge reactions when alone,
A h;ke Yampu'es in Vampire Coums?

Mishap Table (D6)

1-2 Cave in!

The tunnel collapses and the team
is. squashed. The enemy gets the
Victory Points for its destruction.

3-4 Where are we?

The team has got lost and emerged
slightly away from their intended
target, maybe in a pigsty, the lair of
a huge monster or into the
courtyard of a Bretonnian castle.
The team does not take any part in
the battle, but the enemy does not
earn any Victory Points for it.

5-6 I told you to turn left!

The team almost made it, but went
in the wrong direction for the last
few hundred yards. Your opponent
can place the marker anywhere on
the battleﬁeld and deploy the
Skaven models as they emerge.
The models cannot move in the
movement phase of the turn they
emerge (except for fleeing if they
fail a Terror or Panic test for fleeing
within friends in 4"), because they
are too busy trying to work out
where they are and blaming each
other for reading the map wrong.

Q: Can Skeleton cavalry ride through
obstacles?
A: No.

Q: What happens when the General of
the army (ie Tomb King) dies?
A: The following rules app{y

Slain General: An Undead force is
utterly unlike 2 mortal force. It is
wholly dependent upon its leader
whose will binds it together. If the
army leader, the Tomb King, is
destroyed then the link between the
Undead and the World of the Dead is
weakened and the Undead creatures
collapse as the spells that bind them
start to unravel, The a.rmy is who]ly
of loyalty and ' the magxc of the
Liche-Priests.

If the army General is killed all the
Undead units and monsters operating
independently are immediately
destroyed with no saving throw
possible. Scorpion swarms and Giant
Scorpions are an exception to this rule,
as they are not Undead: Giant
Scorpions must still take a Panic test
because of a slain General as normal.

Undead characters such as Tomb
Lords, Liches and Undead Champions
are not affected by this rule; their will
is strong enough to keep them alive

Dwarf Miners, Chaos Dwarf warriors:
(no  Fanatics:

and Night Goblins
please!) could replace the Guiter
Runners. Just replace the stat-line,

equipment and points cost of the

Skaven with those of the new unit, but
keep the special rules of the Skaven
tunnellers.

You could also decide that you are not
bothered with respecting the game’s
balance and go wild! If so, you can
apply these rules to any monster that
could dig underground, like a Hydra,
Squigs, or one of the many Chaos
creatures.

If you want to really push it, entire
units could make their way to the
surface from underground if the fight
was close enough to one of the main
settlements of the race involved. So
you could have units of Iron Breakers
or Stormvermin popping up from the
ground like daisies in spring.

By the way, these rules should really
apply only to Skaven, Dwarfs, Chaos
Dwarfs and Night Goblins. Tt would be
rather unrealistic to try to do the same
with your Bretonnian nghts'

even without the army’s leader. In
addition, any unit led by an Undead
character can draw upon the power of

these individuals. These units suffer D6

wounds with no save possible if the
General is killed, but otherwise they
may continue to fight as normal.

Q: Charioteer impact hits are at S4.
How about mounted Tomb Kings and
Tomb Lords who are stronger than
regular charioteers? Can this strength
rise by any means (ie, magic)?

A: Impact bits from all Khemrian

Q: Neither unit ch_amplon equipment
nor prices for it are shown in WD227.
How much do I pay for each piece of
equipment? The same as characters or
the relevant regiments?

A: The same as the regiments.

Q: Are Charioteers chariots, war
machines or regular regiments? WD227
says that the rules for chariots in the
Rulebook do not apply.

A: Treat them as cavalry, except that
they suffer damage if they travel over
difficult terrain.

Q: Asp arrows cost 1 point for
regiments and 10 points for characters.
Which one is correct?

A: Both. Characters (apart f[from
champions) simply bave to pay more.




Games Workshop is
adding something a bit
special to boxed games of
both Warhammer and
Warhammer 40,000 - but
only while stocks last...

If you buy Warhammer
40,000 with the spangly
silver sticker on, it’ll
contain the remarkable
Space Marine Captain
sculpted by Jes Goodwin.
By purchasing the
Warhammer box marked
with the gold sticker, you
get the excellent
Bretonnian General
miniature sculpted by
Michael Perry. Both of
these stunning miniatures
are shown opposite.

As | said before, there is a
strictly limited number of
these special miniatures,
so don’t leave it too late
as once these have gone
they won’t ever be
available again!

far BE

painting and assembling mighty fantasy armies

to do battle on the tabletop. Warhammer P ~4
provides you with the core regiments of two %
armies — the knightly Bretonnians and the reptilian
Lizardmen - along with all the information you need

to collect and paint your forces ready for battle.

In Warhammer you become a fearless commander,

Only the game boxes marked with the yellow sticker /8
shown above will contain the splcndrd limited A
edition Bretonnian General - you won't get it
anywhere clse!

arhammer 40,000 is a tabletop -
wargame for two or more players in
which you command the forces of

the Imperium or one of its deadly enemies. The
game provides you with all the rules, scenarios
and army lists you need to fight a battle, and
guides you through how to paint the
detailed plastic Citadel miniatures in the
box and then how to collect togelher
your own army.

Only game boxes marked with the metallic
sticker shown above contain the superb limited
edition Space Marine Captain - it wont be
available anywhere else!




game contains cvcrythmg
you need to get started:
- 36 plastic Bretonnians
(12 knights and 24 bowmen).
- 52 Lizardmen (32 Skinks
and 20 Saurus warriors).
» 152 page Battle Book.
- 112 page Rulebook.
- Painting guide.
- Getting started leaflet.
+ Plus 3 card buildings,
a roster pad, 2 range rulers,
9 Magic Ttem cards,
12 assorted dice, 2 playsheets,
fire effect templates and

unit file record cards.
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tks are the most barbaric of alien races. Their armies
wm*mmmm 113, |

cover the battlefield in vast numbers and overrun their
@{!ﬂ") foes in a torrent of bloodshed and mindless violence.

R
NOBZ £15
Contains

5 Ork
Nobz

ORK STIKK BOMMAS £12
Conrams 12 Ork Stikk Bommas

ORK BOYZ £12
Contains 16 plastic Orks

BATTLE FORCE
£40

Contains:

16 Ork Boyz,
5 Warbikes,

1 Wartrukk,

1 Warbuggy &
§ 1 Barricade
o sprue

Ork ‘boxed sets - available now_'

Ork modefs designed by Bnan Nefson Mark Bedford Norman Swales and Alan Perry



s P plaoe and adds a lot of'-drama 10 0" games. Try it for Y

- few mm'utes before the batle malqng up 3 story o explam why :
: :me batﬂa has taken p{ace and then cany the s’(ory on Jrito yn::ur‘.'_:

I J - 3 5 2 3
i the Iayout of the tabie we decrded to play a game that combine
; eiements of the Meat Grinder'and Bl e

. landed on lhe planet and were attackm_g the_'

writteni to gwe you an {dea of how the- 3mpenal Guard army pe;farms )
‘on the tabletop”. As the main developer of the Codex | got to play the

. Imperial Guard side against a horde of Orks commanded by Gav:

Thcrpe We. aise dec:ded’ to/ pfay the game on one m‘ the very nice
_the rmer would slow the Ork advance onnsnderably}
Unfortunatefy although it sounded iike a great scenario, fdidn't work-
la i )

is ;nvarlabiy a source ot msp:ratlo .—and. ; g
as you'll discover below. . :__ : i :___.'

use a story like this to hnk several batﬂes toge?her so that they fom £
_what We call in the Stu ;o_a narratwe campa)gn for :he _game' ' ha :
__X

: i | :_ closer to the lmperra{ Guard: Irnas We demded fo re- f{ghz ihe game
S and that,dorihe. seccif_':d try We'd: altow the. Orka to set up rrght next :

yo rselfin _the next _g_ame that you p!ay and your PI see| what i me

M.ssue silo 51"mr &secondime.

‘were part of Ghazghkull's ne




BATTLE REPORT

‘My army selection has been based - give the h needed speed (me
“not only on my.own experience of - . " €C oUgn - GENGUL:
LR o, ; alt'ough

- Orks but also from playing against _ - (
“them w;th emev arrnle‘g %'hrg hasg_ e :thelr krak stlkkbmnbz wn] be vary'usefu

for your Ork mobs, ensuﬂng :ourbe' efsecomt}at'
‘each unit mcludlng sixteen normal Boyz, three blg W pons i ge e e thick of th i
and a Nob to lead them. These two units also have plemy of




2 T—‘maﬂy, there's the Stormboyz 1 know 1hat 1h Ey’Il probab
-get wzped out to tha IaSt Ork, plungmg lnte the j ddie of i

W ﬂe Dwarf‘? ch course!" 1\ bluried

: - with ‘an army - that
9553 .has. P.J‘Fka.d for me"“ |
' “The same ¢ army that Gav used and
;_.:_was crushed utterly and then ieﬂ

opefuiiy these dwersnonary anits. will be"dlstractmgf 2
i gh_ 0 absorb alot fdemss attention. Whatever ¢héyé 5

this one“f‘

buti supposa it stcp hose battle 'canr'mns. < Al 1"9 n clcck th_en see ‘ycu tomorrow satd Fat Biok_e_,_momems

_.'huge hoies in 'my Boyz

‘TUFZOG -

BODYGUARD

:SI’ORI_EEOYZ

STIKK BOMMAS

GRETCHIN
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 BATTLE REPORT
ATTENTI.N'

from the 2,000 poml Caiachah army\ A
the ’Eavy Metal team had put

' Fighters thosé talentecf Perry'twms-.: g

"have designed, and looks really

ge $
: 3Camouﬁage schemes ‘often end . up - as-either
:mpractncably gansh or: senSible but drab

- COMMAND sac'rrcm (DU’ wmn:)_ ﬁ_

mamm A
. FIRE SUPPORT sqm»s-;;*

| INFANTRY SQUAD FOUR |

mramz sgum ':'.wo b
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"BATTLE REPORT B

The wall is covered by a detailed map of the sécror A man stands before
it, studying it intently. This man is Commissar Sebastian Yarrick, Saviour
of Hades Hive, Hero of the Imperium. A ‘man among men. A heroes’
hero, For all this, he is an unimpressive figure, He is° slightly built and
ngt more than five and ‘a half feet tall He wears 2 welf-travelled black
eniform. His dusty black overcoat has been patched at the elbow: His
stecl-grey hair is sparse and closcly cropped. :
Yarrick moves ‘aside from the map, and turns his attestion to the men at
| {'the ‘conference table that dominates the rest of the room, Before him are
assembled the most scnior commanders of the Imperium’s military forces

in this sector. He addresses ‘them..
“Gentlemen. in 941 Ghazghkull Mag Usok Theaka invaded Armageddon,

At the time there were those who! said 1t was miere’ chante. 2 quirk of
cosmic fate, that took Ghazghkull and the Waaagh! ‘under huis command
to the most important and. populous hive world in this Segmentum. And
at the time I might have agreed with such an opinion. for I was fighting
in the most terrible war T have ever known, and all I cared about was that
th®Orks had afrived and must be defeated. But now I wonder if we cin

‘,b' 'ti'uly blame blind chance for such a catastrophe.”

“Commissar Yarrick.” 2 veice interrupts, “do you honestly expect us to
believe that this., this green-skinned ‘oaf planned to invade Armageddon.

Yarrick steps back and’ waits for the hubbub his words have caused to

_____ 1

R
Yarrick fixes' the ‘interrupter ‘with ‘the iron gaze of 'his sagle ©
femaining ‘eye, o
“You, sir, confuse tales told to easc the frars of children with the truth,
What is ludicrous is to think that Orks pavigate by blind \chamee, |
Remember, sir, that less than one in 2 thousand systems in our galaxy have g
glan:ts inhabited by humans. If the Orks tfav:ﬁ'ed by chance we would
ave lintle to worry about. for they would rarcly find vs, No sir, they
seck s out, make no mistake of that!” A

die: down.

“Encugh!” His voice cuts the air. "The question is less how they find us,
as why, Why do they scek us out? And the answer is simple, %r'hq seek
to do battle with us, For an Ok, war is the reason for life, Our race -
struggles to find peace and sccurity. The Ork struggles to find war and 7

mayhem. It is, quite lierally, what they five for. They live to fight. / ok

Ghazghkull chose to come to Armageddon because he felt that it wad
there he would find the most powerful opponcnt. He invaded ‘Armageddop
because he loves war, gentlemen - and because he thought that there he
might find the best test of his formidable military power.” i/

Yarrick waits again for the hubbub of voices to die down.

“Since then Ghazghkull has continued to test us, gentlemen, most recently
at ‘Piscina IV. If proof is rcquired of Ghazghkull's ability to plan dpd
eXccute 3 stratcgy then it can be found there. We have statements fr AR
the: most reliable sources that Ghazghkull defiberately travelled to Pisciga i

‘in’ order to test out 2 mew transportation device, What is more he did npt /J
Z?ferém alone this time, but with the aid of the Otk Warlord known
‘Nazdreg Ug Urdgrub. This last detail is of quite extraordinary importance
for it means that these two Ork Warlords decided to stop fighting eac
‘ather, at least temporarily, ‘and instead joined forces to attack us.”

."Bu’t.sur.tly.." the voice interrupts again, “surely Ghazghkull is now a spe
foree. After all. he was defeated in both the campaigns you mention. t
threat can hc possibly pose to us? /

"I would agree' with you sir, if Ghazghkull had  used anything but)
fraction of his main force against us But he has NOT! Yarrick's ye
blazed cold fire. “He has been testing us. gentlemen 'Piscina we know waf
a test: And, I.am pow sure, so was Armageddon. Ghazghkull Thraka t
on ithe entire resource ‘of - Armageddon and three full Space Marifle .4
Chapters fust in ‘order to test us, gentlemen = and he almost won_.. f
almost won.”

For a moment Yarrick remembers again the horror of Armageddon, a
then his attcotion snaps back to the men at the conference table.

"Enough history. The question is, gentlemen. what hap :_ns_"‘ &n

Ghazghkull Thraka stops testing us. What happens when he faunches his § 'f. 2
first real attack?” ; i ——-—{zf\—\/‘ o
2 T ailepee. 2 P
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"was try 1o cause: as much damaga Wi

. the: shooﬁng phase as possible to'the

" troops . that = were

. Tas! {
threatanm_g’ to crush the Imperial
- Guard-ling. ¥ the Stormboyz and trukk

- were. able o get In and support the -

- Nobz then it would be ‘game over!”

;rher? was no-'movemem m\\me'
g b

 “the rest of 1he army. shredded the
* Stormboyz leaving only two alive;who

I promptly. fled never to be geen. again, ;
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y Normally having Guardsmen-
. .

Thé ensuifig fught was bloady and very clcsa The Captam and; A
~Commissar; ganged up on the Ork Warlord, and just managed to kil

ry didr't do so well, those that
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BATTLE REPORT

o seriou damage nonetheiess The lmpena Cua
Command . '

& . siarled badiy
Fire Support squad failiny ohlt t;aﬁ and







:n the shaotmg phase;-_ he Fire Support sguad. and
;E_y_{_ie:minamr h}azed away' at the Nobz as they made_. :

% gg.me ehdedbefore he could g_e'tthe replacemem mob :
~over thal er, because if this happened ,
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BATTLE REPORT

“Dere they are'ladz; at da
bottom of dis cliff. It ain’t
high,_let’s jump down and get

GERONIMOGOO000.. . URKI"”

2 words of
ed Dingba




A Jenvis and Stuan had agreed to play
- turn, ‘the game now ended,
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BATTLE REPORT W

RRICKW" bellowed the Otk Warlord, Ymmk curse is
11 . Will dat meddling Umic give me no peace..

(f‘.gugmn Mag Uruk Thraka fapsed into silence and stumped

- ﬁank into his throne, Tiis eyes ghinting redly from under a
g .;(fhrmw:d brow. Around him Greichin scorried fo and fro to

: i:r'ar away. the debris of: ob]‘cc_is_that Ghazghkull had smashed

| Aas he raged about Commissar Yarrick.

several moments the huge throne room was ‘silent apart
ﬁi‘om the noise made by the scurrying Gretchin, Then came
ugh. Ghazghkulls eyes moved to the prostrate form of Big
oss Uzbex. who lay cowering on the floor i front of

/Ghazghkull's throne. It was he who had informed Ghazghkull

/. of TBMoULs 1hat Yarrlck was in the sub-sector that the Orks

':7»

“Wot s it Uszbex, 'ya uscless piece of Squig dung?”
-Ghazghkull snapped.

The Ork Big Boss cautmusly stood up. dustmg himself dawn
as he did so. “Well, majesty, 1 just wanted ta say dat dis
Yarrick. well he's only some pansy ‘Umic git. ain't ‘e Dem
‘Umies ain't been able fo stop vs powhere, dey've yust slowed
us down a bit. 'E ain't o match for you:Boss 1 ber you're
Just playmg wiv "im, before you get ready 1o smash im gobd
and proper. Datll be da day. ch Boss. I wouldn't like to be
Yarrick when youze git ‘ofd of tm, Hur, hur, hu.”

Vrzhex's léugh:cr ﬂdwiy 1rail¢d 'bff whc'n h'c 'rcalisbé[" 'ffiét

chcmng ‘him up. lnstcad the Ork Warlord had fixed Uzbcx

with his steely gaze, as might a Pamhay staring at ap especially
foolssh runt.

“Usbex,” growled Ghazghkufl, “as it ever el you dat
it was dis pansy ‘Uman 'wot duffed. over some of out toughest
boyz ‘at ‘da Battle of Hades Hive? Dat hive would ‘av fallen
'inta 'my 'hands in ﬂajrs if it wcrén'i for 'il'n."E irhiﬁcd '1.'113 ﬂfa_
into battle. 'E pever gave up. not ever. Somemm:s I thmk dat
there’s a bit of Ork in 'im..
g.
Ghazgﬁku'ﬂ?s'vuice traifed ‘off ‘as he remembered the battic
during the -Armagc'ddon ‘campaign that had made both he and
Yarrick famous (or in Ghazghkull's case, infamous) throughout
the Impmum Ghazghkull hg;_i learnt that Yarrn:k had bcc&
—:3?‘—""' - 7

apa 686 combal phase,
‘before you've had & chance
i own back.-'ve siowly got uséd fo thes

~ wouldn't 17 Chazghkuﬂ s cyes blazed red, and Uzbex was sure
he could feel them burning into the back of his skull as he

- P
bavished to Hades Hive for daring to oppose the comman}v i

of his planciary ﬂmlord Thc Ccmmxssar had th:n proc:c

Ofk'ar'my had 'bc:n hlcd dry in thc process. It had bc:n thc
:turntng point in the campztgn And it had all been down fo
-one man — Commissar Yarrick.

Yeah, but Boss, 'e was just Jucky. weren't ' Boss. You'd duff
‘im ‘over casy mext fime, ¢h Boss.” Agan Uszbex' “apsed into
silence ‘as Ghazghkull's gimlet eyes snapped back to him.

_ “Uzbex, you ‘are truly da smpndest Ork 1 know, and dat's
saying somcfmg. Yarrtck will never be casy to duff up. 'E ain't
‘Tucky - "¢ makes 'is own fuck, 1ust like wot 1 doz. "E beat
‘me dat time at Hades Hive, and 'c beat me fair and ‘onest. Or 4,
do ya think that alf an Umlc needs ta beat me is luck?”

“N.... no. boss,” Uzbex babbled. “D. daf's not wot'I fink; ‘ones

it ain't,”

“Good, cmsc Id have to get 1id of ya if ya thought that, now.

‘once more hurled himself 1o the Iloor and pmsmt:d hlmsclf
before the Ork Warlord.

a’way from fus throne ﬂirmug his back on Uzhcx as he
cowered on the floot.

c[:t a warth}' ioc s bccn blt:sscd by Mork and Gork in ordc:
. hclp makc us Orks da best warriors in da galaxy. IIR

totlgh flght yi hate “em, but ya honour

“idem to. Now. dat Yarrick, I hate 'im more dan any Umie '

~alive., but 1 honour im da most foo. An" wiv 'is help, youze ;1 4 0
.‘1N ?/ . ._'.\'.

boyz will be da toughest Orks in da galaxy. Now git outts.
me mght Uszbex, and don't come back until you know :xactly
where dat Yarrick is at”

And with that he slumpca back into his thronc, and stané
to contemplate how he would try to d:fcat hig grc est
once he had found him.. AR

o /\\-

i
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- aggressive tactics, this is 9
Fa balanc?ng act that calls

: nfantry 10 shoetmg than close combat'} Of coutse theﬂ
that he dn't fail a single.one of his 2+ mega amour saves the
entire game tielped too but if you get the rest right, Gork and Mork

- wilt always bless 'you with a bit of luck; so | can’t really complain
T about h:s well desenred wm, Why not. wsat Wamammer Werid or our

& 'how he dld it

- 80, Silo51 has fallen to the Orks and Ghazghkul's latest Wasagh!
contmues unabated Wnll Yarnck be abhe to: sfuw hlm down of stop- :

‘:g KRGS fznd oui what happens The next'

"""" give your foe something {0 think about It wont -
* ‘always work (it didn't in this game), but often it will turn the tide. ~

One: Imporzant th{ng to note about using: aggrﬂsslve tactics’ is thal"
“ithis dossn't mean you have to chiarge into close.;mmbai ah the hme

- For.some uimils - aggres@ve fa standi i
_away at the enemy, rather than. in to avoid a dangemus-"‘ j
“opponent. For” examme, {ater in_the game, cne of Stuarts Ork -
Dreadnoughts had got close enough to my Exisrm:eator tank to
charge inits next rum leould have

aggresswely ﬁ. ...............

"'b jtile regort and tHen wnte into
“'me and tell me about it. We'll

- Incorporate any really. cool. -
Stuff into  the = ongoing

\storyline, ready for the.
nextime that we use the
Orks . a banle repoﬂ in e

be tLrnes when dmcretmn will be the better part of valour.and'you.
. shoulditun off, After the Exterminator had actually been charged
by the Dreadnought, 1 pulled out of the ﬁgh! as'dostay in would! =
_have just given the Dreadnought three more “free S10 hits; andi_' _'
.- would have stepped e firing'the battle ¢ :
Russ on the hitl at the blighter.to boot! So, you should weighup the
actions, but always ert on the side of acting "« .,
0 mg' or assauﬂs -

But enwgh taoﬂca! fips {espemali_y 1ips fmm a gLJy
with as. poor a win record as h_avel} &+

A L
_ -of desparr and,
Was ready or‘sce agam to throw an the towek: H owaver

: tewdwcarry bearmngtop" =
- is vital The: trick is to knowi the strer

and we of ‘your_ weapans againsl;

dtfferent types af cpbonent, arid to I¢am lobeable




mbar 'ho!d the heavy weapo &
off for_long'enough to get into clos '

womd have n'ieant gwing
- do without!

f‘(h k in ihe end, dEpioymg too ¢

TERROR

In the segmentum Obscurus lies one
of the most horrific places in the

galaxy, glgantfc rift where the warp,
leaks through into the universe,

»  bringing forth daemons and other
untold horrors. Eye of Terror the. ew.
novel bP{ cult Sci-fi author Barringto

~J. Bayley tells the story of a Rogue '
-Trader, down on hi
> gll by p_lylng his

and risking
e in this deadly
,tmperlum

3 ‘"'\‘?41“4\4:'!1 ]
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AIL ORDER T 0115.91-40000 MAIL ORDER T 0115-91-4(

o COVERING FIRE!
New plastic Catachan Imperial Guardsmen

e PAINTING HEAVEN
The return of the Mega Paint Set

o TANK SHOCK!

Imperial Guard heavy armour
rumbles in...

e INTO THE DARK...
Sigmarite Sisters and the Marienburgers
enter the City of the Damned.

2 01 15 91 40000 oy

WHAT MAIL ORDER CAN HOW TO USE MAIL ORDER

Ordering by Mail Order is easy. If you have a credit card or debit card you can order over the phone

DO FOR YOU _ » GIVE US A CALL ON - 0115 91 40000
* COMPONENT PART SERVICE ~ Wail Order * TELL THE TROLLS WHAT YOU WANT - If you are not sure. just ask the Phone Trolls. They will be
has an extensive range of current and back happy to help you out.
catalogue miniatures * SIT BACK & RELAX - After you have placed your order, just sit back, relax and wait for your parcel
* HOME DELIVERY - Set postage rates no lo arrive on your doorstep.
matter how much you order! If you wish to pay by chegue or postal order, it is just as easy, all you need to do is
* RULES SERVICE & ADVICE - If you have a * FILL OUT THE ORDER FORM - with what you would like. Cﬁe" ate only necessary if you are

ordering component patts.
« COMPLETE PERSONAL DETAILS - Fill out your name and address in the space provided at the
bottom of the form.

gaming or hobby question give u
* ADVANCE ORDER - Why J
product, place an order. Special postage rates
and delivery on the day of release! * PLACE ORDER IN THE POST - Send your order to:

* OPEN 7 DAYS A WEEK - 7am to Midnight, Games Wotkshop Mail Order, Willow Road, Lenton, Nottingham, NG7 2WS
hours may vary on Bank Holidays! .AND THAT'S IT!

r

DIESE LEITUNG IST MONTAG BIS FREITAG VON GEOPEND VAN MAANDAG TOT VRIJDAG VAN
12 BIS 20 UHR OFFEN (Mez) 12:00 TOT 20.00 UUR Nederlandse tijd

0044 115 916 8256 0044 115 916 8255

IL ORDER @ 0115-91-40000 MAIL ORDER T 0115-91-400



EIi\rmpthi'm_;: you need fo beg hting yaur bante_s ; :
‘complete warbands and five card ruined Bulldings. The aumpmhemam n.uehuolt desm‘bes

. elght diiferent warbands and & vast array of Wweagons and equipment. There areaiso rules
for running ongoing Mardheim campaigns as well as%mslming ;
Hired swords and speoiai chmcmm your warbmd

Black Skaven Night Runners

Skaven Warpbunters
Designed by Aly Morrison & Colin Dixon.
This h(m{-d set contains 10 plastic muli-part Skaven Warphunters.

S Desl,g‘ﬁ;:d byMy mmmm.n nmn,emx :
Al Ferty & Michiacl Perry




00 MAIL ORDER T * gy, 1-40000 MAIL ORDER T 0115-91-4
e a's

Dea:gm:d by Alan Perry

Veskit, High Executioner
of Clan Eshin

Designed by Colin Dixon

Sigmarite
Augur

Marienburger
Warban

deal
MAMORD
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w£h50 w“‘iﬁf B
a‘droammer | [ :' 1o £25

| starter : : ) s 7
’,boxedset =l LAy o i Wa;g?t?a?er
) R S B e rulebook
RARE et e R T e S
3
£

“an imperial Guard

1 ki o e i et oy army:

! F 4t

il The Warhammer 40,000 starter boxed set contains everything

you need to start playing. The comprehensive rulebook includes game rules,

combat missions and army lists for the forces of the 41st Millennium. You'll also find over

30 Citadei miniatures: 10 Space Marines, a Land Speeder & 20 Dark Eldar to begin fighting your
battles with, plus tabletop terrain including jungle trees, ruined buildings and barricades.

CATACHAN 3% A\ CATACHAN IMPERIAL GUARD
Designed by Michael Perry CATAOHAN plastic gf;;ﬂ;zt:ﬂ:::;l;:f'}’m; lﬁchfeip FI'a:I'TI';? i

LIEUTENANT boxed set

Designed by Michael Perry

- | h 6% CATACHAN
COMMISSARS " AssauLr

Desigried by Alan Perry

Y (2
SPACE MARINE PLASMA GUN
Q10117704 - £1.50

PLASMA GUN MELTAGUN

£41 CATACHAN IMPE RIAL GUARD PLATOON

army The Catachan Imperial Guard
deal platoon is an ideal way 'to start
_ CATAPLAT your army, or to add some

additional reinforcements. The
army deal containg:

e 2 Catachan Imperial Guard
boxed sets (40 plastic
Imperial Guard)

¢ 1 Chimera

All this for £41 and we will give
you a FREE Catachan Captain!

Viith the twa pfastio boxed sets in this
deal you have enough Guardsmen for
two 10-man [mperal Guard sguads
and one 10-man Armoured Fist
squad. This leaves you with enaugh
men ta form 8 Command sgiad and
Command HQ for your FREE
Catachan Captain!




DO MAIL ORDER T 0115-91-40000 MAIL onnst‘ T 0115.91-4

IMPERIAL GUARD ARMOUR W — 7825
Designed by Alan Perry, Michael Perry, Mark Bedford & Norman Swales I‘EM AN Russ . e “_‘ - 4 boxed

DEMOLISHER o o, Set

P

RUSS
EXTERMINATOR

HELLHOUND g

£17

boxed LLOCLEP™ ;

ORDER T 0115-91-40000 MAl s N ++-40000 M



DER @ 0115-91-40000 MAIL ORDER T 0115-91-40000 MAII

CATACHAN IMPERIAL GUARD HEAVY WEAPONS

Designed by Kichael Perry & Norman Swales

CATACHAN
COMM-LINK

. . Designed by Michae! Perry
LASCANNON TEAM

CATACHAN SERGEANTS
) oenr & £20 TALLARN
; ' ROUGH RIDERS
Squad Ger 5 Talm Fough Riders for

d I £20 and we will send you 5
ea FREE dead Tallarn guardsmen,
== TALLROUGH

OGRYNS
Designed by
HMichael Perry & - 4 v, it

PRAETORIAN XXIV IMPERIAL GUARD
ARMOURED FIST SQUAD £ 25

‘Designed by Alan Perry & Michael Perry

One 10-man Prastorian Guard Armoured Fist squad (including Serge‘a.nt & assault weapon) S u ad
with Chimera for £251 saving of £13! or... q

" One 10-man Praetorian Guard squad (including Sergeant & assault weapon) for £10! saving of £11! d e al

PRAEFIST

Citadel miniatures may vary from those ilustrated,

ER @ 0115-91-40000 MAIL ORDER T 0115-91-40000 MAIL



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

: How can you guarantee to get your hands on the newest Games Workshop
boxed sets, models and books as soon as they come out, posted so they
A should arrive at your door for the day they are released?

: 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 & packaging - that’s only £2! Just give us a call to find out the prices
and what other advanced orders and special offers are available!

NIGRoHE I 5

< GMELLY PRIMER ®
+ VARNISH =
Designed by Jes Gootlwin & Normarn Swales

CITADEL COLOUR

WODELLNG SAND ¢
. PATNTING GUIDE *

The Citadel Colour Mega Paint Set contains

everything you need to start painting.

* 51 Acrylic Paints

* 9 Metallic Paints ) i

*13 Inks . o LG T gt

= Smelly Primer e e | L CITADEL o8
. Varnls-yh OUT zocibEL =  deomamalL n
* 7 Brushes . : ; o -
« PVA Glue ,\’(J'I‘, 5 ;
* Modelling Flock

s Modelling Sand

¢ Painting Guide

II.-_ORDER____’B! 0115-91-40000 MAIL ORDER @ 0115-91-400




SUBSCRIPTIONS

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

Subscribe to Warhammer Monthly now and
not only do you get 12 issues for £22 plus
P&P but you also get the three free gifts
listed below. That gets you goodies worth
£30, absolutely FREE!

CITADEL PAINT GRAB BAG

(at least 6 assorted old style pots)

4 PACKS OF OLD-STYLE COMBAT CARDS

4 BACK ISSUES OF WHITE DWARF (oLr choice)

H‘easanore A‘amcks of sty of tha above am oul, wmw#wngﬂ[m
suﬁsrﬁweag!f‘o.f&m.\'a'vsm

12 Issues
UK & EIRE £22
USA $80
EUROPE £33

£33

R.O.W.

SUBSCRIPTIONS
Games Workshop’s
indispensable fanzine,
featuring gaming ideas for
gamers by gamers.

With a one year subscription fo the
Citadel Journal you get a 20% off
Imperial Armour kit voucher and a
FREE back issue of Infernol and

Warhammer Monthly,
{Offer available through UK Mail O"rdsr on{y)

6 Issues
UK & EIRE £24
USA $70
AUS $90
GERMANY DM 90
FRANCE FF 330
SPAIN 8,000pts
EUROPE £36
R.O.W. £36

EXCLUSIVE!

SPECIAL
SUBSCAIPTION

DEAL!

u can subscribe to ali the Black Library magazines for £70, and
choose a brand new £15 boxed set of your choice as your FREE gift!

(This special deal replaces the free gifts advertised in the individual subscriptions ads).

ORDER @ 0115-91-40000 MAIL ORDER @ 0115-91-40000 M

SUBSCRIPTIONS
Subscribe to Inferno!
for just £25
HERE’S THE DEAL:

Sin Issues dellvered
firect to your door

/] Two FREE back issues
v’T FREE UK post & packaging
/T vou'll save more money
'] vou won't miss an issuet

ESUEHNASY & nUENTIAE g

CORRESPOMDENCE We welcome comments about Whits Dwarf,
Games Workshop games and Citadel miniatures. Al letters except
subscriptions and Mail Order should be addressed to: The White Dward,
Games Workshop, Willow Road, Lenton, Mottingham NGT 2WS.

Please mark your envelope clearly with the name of the game you are
wrmng lo us aboul i Yyou warvt a reply you must enclose a self-
readers should include IRCs).
W receive an snarmous amount of mail. We do read every leter, but it
may take a liitle time for us fo reply to you, so please be patient!

You can fid Games Warkshop on the Werld Wide Web-at the following
Internat address:
P

SUBMI

com

All material to us for publication is only
an the that tha copyright in it is, by the very act of
submission, unconditionally assigned b;rihe author a5 bensficial cwner
and with full litis g to Games Workshop Limited. We also

retain the nght to edit andior amend all matenal as wa see fit. So, if you
do not wish fo assign copyright in this way, please do not send us your
submission. We're afraid we cannot work in-any other way!

REGISTERED TRADEMARKS The followng are all registered
trademarks: of Games Workshap Lid, Armageddon, Blood Bowl,
Chivalry, Citadel, the Citadel iogo, Dark Angels, Dark Future,
Deathwing, Dungecnquest, ‘Eavy Metal, Eldar, Eldar Attack, Epic, the:
Games Wo Ioga, Games Work the GW fogo, The GV
Flame IngD. Genes'ealel Sk:llabase Space-FIeel Space Hulk, Space

Marine, Tall Tyrarid, W, wer arn iga
of Marauder Mini Ltd; Used with parmission,
TRADEHIRKS The following are all tra of Games Worksh

Knights of the White \Wolf, Knights Fanther, Legion of the Damned,
Leman Russ, Lichemaster, Lord of Change, Madbay, Mandrake, Ian &'
War, Maraudar, Mekboy, Melkhior, Maordhaim, Mordian,

Necrarch, Necron, Mob, Nurgle, Nurgling, Obliterater, Ogryn, Old World,
Crk, Painboy, Plaguehaater. Plague Fleet, Predator, Psyker, Raider,
Hapmr Ralling, Havager, Havenwing, Rebel Grot Red Gabbo,
Scourge, Scyla, Sea of Blood, Sentinel, Servitor, Skaven, Slaaneash,
Slann, Snot, Snotling, Space Wolves, Spanner, Squat, Squig, -‘:Inklng
Searpion, Suceubus, Swooping Hawk Sybarite, Tallarn, Tears of isha,
, Troll Slayer, Tzeantch, Ultremarines, Valhalla, Valnir the

Ltd. Adepta Sororitas, Adeptus Astares, Adeptus Mech Aekold
Helorass, Amon ‘Chakal, Arbaal, Archaon, Archon, Aspect Warrior,
Avatar, Azazel, Banna Waver, Battlefleet Gothic, Black Library, Biood
Angels, Blood Dragon, Bloodietler, Bioodihirster, Cadian, Catachan,
Celestian, Champions of Chaos, Codex, Count Mordrek, Culexus,
Daemonetia, Dark Eldar, Dark Reapar, Death Zone, Dechala, Digga,
Digganob, Drachon, Bregmek Blitzkart, Egrimm van Horstmapn,
Eversor, Exarch. Eye of Terror, Faloon, Farsser, Fire Dragon, Fire
Prism, Flesh Hound, Gargani, Gobbo, Golden Demon, Gorkamarka,
Gorthor, “Great Unclean One, Grefchin, Grey Knight, Grot,
Haemonculus, Head Honcho, Hellion, Hunter Slayer, mmolator, Incubl,
Inferna, Joumal, Keeper of Secrets, Khazrak the One Eye. Khoms,

Feaper, Wper Walach, Warhammiar Qlest, Weairdbay, White Dwarl, the
White Dwarf figure, World Eaters, Wraithlord, Wych, Yool and
Zoanthrape. The Citadel paint potls UK reglsterad design Ne. 2073130
Scarter dice are UK registerad design No. 2017484,

COPYRIGHTS AND TRADEMARKS

All subject matter in White Dwarl js @ Copyright Games Werkshop Lid
1999, All artwork in all Gamos Workshop products, and all images
contained therain have been produced either in-house or as work far
hire. The exclusive copynght in the arwork and the images it depicts is
the property of Games Warkshop Lid. & Copyright Games Workshop
Lid 1999, All rights reserved.

RDER T 0115-91-40000 MAIL ORDER T 0115-91-400




ORDER T@' 0115-91-40000 MAIL ORDER T 0115-91-40000

BATTLEFLEET GOTHIC NEW! MORDHEIM NEW!
BATTLEFLEET GOTHIC BOXED GAME £40.00 MORDHEIM BOXED GAME £40.00
IMPERIAL CRUISERS PLASTIC BOXED SET | inc. 2 Imperial cruiser mul!|~part kis  £8.00  MERCENARIES BOXED SET inc. 8 multi- -part Human Mercenaries £10.00
RUISERS PLASTIC BOXED SETinc, 2 Chaos cruiser mult-part kits £8.00 SKAVEN WARPHUNTERS BOXED SET inc. 10 multi-part Warphunters £10.00
EF’ULSIVE CLASS GRAND CRUISER £8.00 NEW! SIGMARITE SISTERS BOXED SET

o o inc. 1 Matriarch, 1 Sister Superiar, 3 Sigmarite Sisters & 2 Sigmarite Novices £15.00 each

CHAOS PLANET KILLER £12.00 e i -
e I SIGMARITE MATRIA A0 Ban
WARHAMMER 40,000 NEWISIGMARTE AUGUR £4.00 each
WARHANMMER 40,000 BOXED GAME B50.00  REWISISTER SUPERGRS = £3.00 sach
WARHAMMER 40,000 RULEBOOK . £2500  NEWiSIGMARITE SISTERS T £5.00 each
NEW! CODEX IMPERIAL GUARD  £8.0D NEW! SIGMARITE NOVIGES - £2.00 each
gggg; S;iﬂsﬂ .22 gg NEW! MARIENBURGER CAPTAINS £4.00 each
NEW! MARIENBURGER CHAMPIONS £3.00 each
CODEX CHAOS SPACE MARINES £800 Ewi MARIENBURGER YOUNGBLOGDS £2.00 each
CODEX SPAGE MARINES £8.00 REIKLAND GABTAING Ttk
CODEX BLOOD ANGELS £400  RERLAND CHAMPIONS ~ £3.00 saen
D A AR - gg‘gg REIKLAND YOUNGBLOODS £2.00 oach
- SKAVEN ASSASSIN ADEPTS £4.00 sach
CATACHAN IMPERIAL GUARD CAPTAIN - 2400 SKAVEN CLAN ESHIN SORCERER £4.00
CATACHAN IMPERIAL GUARD LIEUTENANT £3.50 SKAVEN NIGHT RUNNERS. £5.00 sach
CATACHAN IMPERIAL GUARD SERGEANTS £2.00 sach SKAVEN BLACK SKAVEN - £3.00 each
IMPERIAL GUARD COMMISSARS ~ £4.00 each NEW! SKAVEN RAT OGRE = £6.00 each
GATACHAN IMPERIAL GUARD ASSAULT WEAPONS £2.00 each WEWT Jor i e IONFE £5.00
CATACHAN IMPERIAL GUARD HEAVY WEAPGNS £6.008ach N Ee e Py e e 5.00
?ﬁ?:ﬁi ROUGHRIDERS N g:‘gg z:z: ~  FIRECENORO0 OORE o
eemid s S - HIRED SWORD FREELANGE KNIGHT ON FOOT & HORSE £6.00
LEMAN RUSS DEMOLISHER —— T 3500 WARHAMMER
NEW! LEMAN RUSS EXTERMINATOR - WARHAMMER BOXED GAME £50:00
CHIMERA — WARHAMMER MAGIC £25.00
HELLHOUND WARHAMMER ARMIES BOOKS £15.00
BASILISK i WARHAMMER ROSTER PADS £2.50
GRIFFON WARHAMMER REGIMENT BOXED SETS
ORK WARLORD ORC WARRIORS includes 16 Orcs £12.00
ORK HEAVY WEAPONS SKAVEN CLANRATS includes 20 Clanrats ) £1200
ORK ARD BOYZ BOXE{_J SET inc. 8 Ork Boyz & loadsa armour NIGHT GOBLINS includes 20 Night Gobling o - £12.00
ORK DREADNOUGHT EMPIRE CROSSBOWMEN includes 16 Crossbowmen  E12.00
ORKKILLER KANS EMPIRE HANDGUNNERS includes 16 Handgunners £12.00
ORK NOBZ BOXED SET inc. 4 Nobz & Standard Baarer SOLDFERS-EIE:I'_FEEW@EEIUCIGS 16 Emprre soldiers £12.00
SPACE MARINE COMMAND SQUAD BOXED SET inc, & HQ Marings & Corr | SKELETON WARRIORS includes 20 Skeleton warniors £12.00
SPACE MARINE TACTICAL SQUAD BOXED SET inc. 10 Mannes X ZOMBIES includes 20 Zombies - £12.00
SPACE MARINE ASSAULT SQUAD BOXED SET inc. 5 Assaull Marines.  £10.00  GHAOS WARRIORS includes 12 Ghaos Warriors £12.00
SPACE MARINE DEVASTATOR SQUAD BOXED SET inc. & Devastator Marines £15.00  CHAOS HALBERDIERS includes 12 Chaos Halberdiers £12.00
SPACE MARINE TERMINATOR SQUAD BOXED SET inc. 5 Terminators £1500  CHAOS KNIGHTS includes 5 Chaos Knights- £12.00
WARHAMMER 40,000 BATTLE SQUADS CITADEL COLOUR
NEW! CATACHAN IMPERIAL GUARDSMEN BOXED SET inc. 20 Guardsmen- £12.00 CITADEL COLOUR MEGA PAINT SET £100.00
ELDAR GUARDIAN BOXED SET Inc. 16 Eldar Guardians £1200  CITADEL COLOUR BATTERIES NOT INCLUDED STARTER SET  E25.00 :
ORK STIKK BOMMAS BOXED SET inc. 12 Ork Boyz & loadsa stikkbombs! £12.00 o —
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