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CHRISTMAS DWARF COVER

By Wayne England.

GAMES WORKSHOP NEWS 2

What's going on at Games Woarkshop.

TROOP TRANSPORT 17

Paul Sawyer (aka Fat bloke) gets his hands on the new figure case.

COLONELSCHAEFFER'S LAST CHANCERS
Imperial Guard Penal Troopers.

CHAPTER APPROVED

Last Chancers - the Director’s Cut.

BATTLE TANKS

Mick Davis takes a look at all things armored.

CATACHAN DEVILS

Gordon Davidson and Lonnie Mullins show us how to guick
musier an Imperial Guard army.

CONQUEROR OF DARKNESS

Lord Solar Macharius — the Imperium's greates! ever Geners

LAST CHANCERS - THE DEADLY MISSION

The Last Chancers on their most sulcidal mission yet.

FURIOSO -

The unique Blood Angels Dreadnought breaks through.

GLORIOUS BATTLES OF THE
IMPERIAL GUARD - PART TWO

Gavin Thorpe reopens the Historical Liber and takes a look

FANATIC PRESS SPECIAL

The Citadel Journal, Firepower, and Gang War.

US. GRAND TOURNAMENTS 2000 34

The when, where, and how of the U.S. Grand Tournaments for 2000,

GAMES WORKSHOP STORES 34

Find out what's happening at your local Games Workshop store.

GCW WORLD STAFF TOURNAMENT

Take a look at the North American finalists.

MORDHEIM STAFF LEAGUE MADNESS!

Heed some ideas for fun Mordheim scenarios? Check this out.

MAIL ORDER 103

All the new releases and some fantastic deals. Check out what the

'e got in st ¥ is month. & :
Trolis have o Ve T you this month the Cadian and Tallarn Imperial Guard regiments.

30

60
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o The

~ Mongoose
IS on the Loose!

Thc: roll call keeps on growing as this month anoth-
et member of the North American White Dwart
leam enters the fray. Rick “Mongoose™ Smith has
decided to throw caution to the wind and enter the
realm of the US Studio where he will be subjected to
a vast array of horrible tasks and odd jobs sure to send
shivers down the spine of any normal man. But as we
have guickly discovered, this “Mongoose” is not a
normal man

You may remember Rick from such articles as the “In
the Beginning™ Battleflect Gothic planat how-to, and
the Warhammer 40,000 battle report in the 1999
Citadel Miniatures Complete Catalog. Now he's a
permanent member of our staft and we're expecting
big things from him, or else!

n: much us 1 usually hate 1o get caught up in
ype ma g% that engulf the general pub-
fic (Cwith a conple of Tirge sxceptions), 1 would
feel bad if 1 didn’t mention that you now hold
in your hands the last White Dwarf of the
millennium! (Mot 0 mention century, or
decade for that matter.} So 1et’s get to it!

Here at Games Workshop HQ we're just finishing up our
Mordheim Stafl League, A whole mess of information on the
procecdings 15 elsewhere in this issue with all of the death,
glory, aml variows other sfories from our 3 ney into
thie City of the Damned. We had a strange aray of evenis thai
should eventually make their way to your local Rogue Trader
store watich out,

Also of note is the recent Games Workshop World Staff
Tournament. Dedicated fanatics from GW offices around the
globe converged in the UK for o wild weekend of competition.
This 155ue can see a little slice of the journey our very own
Glenn Harris and Ed Spettigue undertook o get 1o the home
alfice in merry old England. Somebody you won't sec in Dwarf
this month, but shouldn’t be surprised to hear about in the VETY
near future, is Canadian super-painter, and all-around good Euy
Miles Holmes. Miles managed to beat back the fiercest of com-
petition o lake wp honors in the Warhammer 40,000 side of the
tourney. We shoukd be ahle to fill yon in an all the pory details
of our North American comrades accomplishments next month,

And while I'm on the subject of tourmaments, the Games
Wark Year 2000 Grand Tournaments are zooming in
and before you know i, it'll be registration time. To make sune
you've got it all together and won't be left out in the cold when
GT time arrives. read all we've got 1o tell vou in this very issue.
The specifics of registration and a few basics on the eeneral
armosphere of these marquee events are all loid out for your
perusal 50 you can be sure 1o be ready,

Well, that about does it for my little corner this month, excep
for this. Many of the mone cagle- caders ool there who
ften peruse the copyright information box (and you know whio
you are ) may have noticed the wem Warmaster popping up. All
I can say about that is that you should check b
couple months 1o find out what it means. (17 you were ol Games
Pay vou shoubd Iy have an idea. ) See you next month!

William “Goat-Boy™ Stilwell

with us o a

HO, HO, HO! Here are your
Games Workshop goodies!

This cemainly is NOT the best way 1o find the constantly expan

ine af new Games Workshop mimmatures, games, and supplemenits, The
hands-down best wiay I8 just as casy as finding your nearest Games
Workshop Hoebby Center or Rogue Trader <tore. To make it tha
much easier, there™s a full list of Rogue Trader stores (in North and
South America no less) packed with thes issue. and o H-_ul'-h:. Center
locations can be found on pages 84 and 85

If there are no stores stocking Ciames 1|.'L._||l_a.§'|-_||l prodducts near you,
then our speedy and efficient Mail Order Service will be more than
happy to help vou get what you need, Just call 1-800-304-GAME in
the United States or 1-888-GW-TROLL in Canada G up we the

minute product infomation and current release dates

s, don'i |l'-!:_'l.'l 1o check ot the Coames ".".ulrL-.I'.ul;:'u wehsite, Along

with all the latest releases, news updates. and apeoming crawentsnms

| vou' Il find our Mail Order Online Store where yiu can hrowse, pur

Chase games and minkatures, individual bite, and & whole o1 more!

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

CUSTOMER SERVICE

D wou huve any questions about Games Workshop? The gang in

Customnes Service can luaadle ihem all - whether they're ahour our

products, independent retailers, or odd rules, IF you're missing

fronm @ medel, looking For a store, or have a rule that's Biving

gamang sroup headaches, don’t heaitare o call at:

1-800-492-8820

The Customer Service [J-.'i1:|:l'||-.":: 15 cypen frodm Y am to 8 pm | Easter
Standord Tymey Monday ihr wigh Friduy
If ¥ have more than three rules questions, please mail them o
Games Workshop/Customer Service
6721 Baymeadow Drive
Glen Burnie, MD 21040-46401

By e-miaml vou can reach us for riles guestions, at:

roolzboyz @ gomes-workshop.com

or anything else at:

custserv@ games-workshop.com

|




KEEP TRACK OF THE YEAR 2000 IN STYLE

s another vear draws to a close, we're &ll faced with many challenging questions.
Whit developments will the next 363 davs bring? Will | change jobs, or do well
in school? And most importanily, what calendar am | going to hang on my wall?
Well. we're here to answer that last question (we can’t help yvou with the first two) as
we present the Year 2000 Games Workshop Wall Calendar. Your wall will be
eraced for 12 straight months with some of the finest artwork from all over the Games
".‘.||1L=.'1|||1 Wiarld of ”nhh} Ceimang el p i Few il np frovm the airchives
The calendar also has dates of note in the Games Workshop year hsted so you can cel-
ebrate along with all the denizens of the Old World and the 415t millennium
The new veasr 15 almast upon us, soodon’t delay. Pick ap your copy of the Games
CALENDAR : Workshop Year 2000 Wall Calendar woday!

i

e L L e s BT LT A
Bu_‘ news for all of vou Games Workshop hobbyists in the  Apart from open gaming, there will be all sorts of special
vicinity of GW Headguarters (and those of vou willing o events. Regular weekly paming events with spectal scenarios
travel to get here). Starting sometime in January of the vear and rules will be a staple at the Bunker. Tournaments and
AKKY. the Games “:li‘h\ih.{lp Battle Bunker will be open for  Lengues will almost always be in gear. with some special one
weekend events thrown in, You' Il have the opportumty [ play |8
on the newest Games Day tables before they make it to the [
Mo 1o Baltinmore, Wou can beat up on ose stall champions i
they happen o stick their heads in. And, as an added bonus,
there will be "Preview Days™ for new games, sometmes
maonths before they 're released. where you’ll get the chance 1o §
west drive the games before anvone clse, All this and morne is

all manner of gaming needs. As a room designed sirictly for
gaming, the Bunker will serve as our company game roam.
where stafl members can meet for & friendly game n the mid
dle of the day, or a league event could take place. The best
part, however, is that it will be open to the public o join and
hecome members OF the Hattle Bunker Gaming Club, "W hat

1loes that do for me.” vou ask?
does that ¢ me.” you ask part of your membership privileges.

Well, let's start with the h"""'"-"'."""“ £Ct picnty "'I.":P"r' :.-r‘”'-'i”'.—' While the exnet Opening dates, member -.|'|-|~||||-.'k aindl more are

whenever the doors are open. Come in and play with Your gl beine ironed oul We can assure you there’s going to be §

friends on our tables, with our terrain. Or you can drop by and plenty of gaming bang for your buck at the Bunker, Keep vour |

zet o pick-up game in with somebody you may never have met  gves on Games Workshop website (www games-work-

betore. All you need (o bring 15 your anmy and your compel- \I'-..m com} or give Customer Service a call to find out when the
M tive spirit. Bunker will be open for business. Hope o see you there!

FH: all vou early planners out there, we
want to pass on the word that the dates
for Gzames Day 2IMM have been set.

It you've plans tor dth of July weekend
in the waorks, be sure to leave the first
Saturday of July open Because the first
Ciames Day of the new millennium is set
io tear up the Balitmore Convention
Center on

Friday and Saturday,
June 30th and July 1st, 2000

The hall will be twice as big as last vear’s
and jammed Tull of enormous ¢ ung o
excitement, with special toumaments and
more! Look for tokets and regcistration

info in fuwre issues of White Dhwgrd

This vear. you've ol (0 be there!




Fanatic Press
Be sure you don’t miss this [0 o The Fanatic Press

month’s  fast-paced,  all - maonth with the in
action kssue o7 Warhamimer / AN E releases of 155
Monthly. This edition sees Fod == Citadel I
the last epi & i) I 1A\ #4 for
Jerico Tl “The = e the third instaliment of
Muotherlode.” Arg ang " Firepower oo Epic
Scabbs g toopget their i 4 Warhamn (00, Later
o in this of W hile
Prwart you'll find a display,
ds 11 Cry round them? g of all the great sttt on
Findl out only in this issue. i way from Fanatic Press
5 amd the omnipresemt Black
Space Wolf e, Libriry,
For all of you William King : ' .
i And you can find an
incredible wealth of 7
forbidden information |
Woll ™ i dustie be releasse this on our webhsita!

ity action and some batiles. It iy
Check out all the latest info on the Black Library at our websile:

www.blacklibrary.co.uk

i what its like to be a member of one
Marine Chapters in the gulaxy

Tl'-.‘ ext edition of the perennial modelers favorite, The Citadel
Miniatures 2000 Annual. is lurking just around the comer. I
vou've ever flipped through one of these puppies before, then you

il know what to expect within its well over 300 pages of referential olory

But for the vnimtiated among vou out there, the Citadel Miniatures
Aamual is an absolwely spectacular iome of knowledge. 11 features pho
tographs of all of the bits that make up every currently available Citadel
Miniatures model kit, along with their comresponding part numbers and
-|w."--.-:|"|'-.'ll-. That's a world of help for all of you comversion and
seratch building maniacs out there when you're puiting your next mad

j Crealion |il£'x‘|l1x':'

S0 be certain 1o look for the Citadel Miniatures Annual 2000 in the very
mear future. No self-respecting modeler can possibly live without it

pDARK ELDAR sPACE MARINES

g ¥ ¢ SR

oA

SPACE ORKS

IT'S AN ANNUAL THING
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:J : 2 | rn-lln'-u:'q_' last month's Sigmarite  Sisters Warband is the | A e
ET\ 3 | Witch Hunter Warband boxed set 1o track down all things | b
| ¥ 2 evil in Maordheim. Also available are the Middenheim heroes [ (5
ot / which, along with the plastic Human Henchmen make ap an e
el entire Middenheim Warband. Happy hunting! %
i~ . — "
Ay BEOSE  Sigmarite Sister Superior $7.00 8549 ra
oy AR {1 Sigimarite Sister Hero per Blister) il
| 2y ’I {I:I'GBER#'NOVEMEER RELEASES SROSC  Sigmarite Noviees R0 S649 it
r e Cunidi 1.5. (2 Sipmarite Sisrers Heroes per Blister) ¥
;".---’-' 1802 Mordheim Witch Hunter Warband $45.00 30,49 BR07TA  Middenheimer Caplain S1L.0 5749 s
"3"-}‘ {Boxed Set of 8 Wich Hunterst i1 Middenheim Hero per Blister) (.J
3 SROIC  Bertha Bestrawfung . $l400 8040 BROTR  Middenheimer Champion .00 5549 Y
e {1 Mordhein Special Chixectes per Blister) {1 Bkidenkicim Hers ies Bhisker) A
BEIZH  Mordheim Warlock f #8500 5549 BROTC  Middenheimer Younghloods $5.00  $add !
0 {1 Mordheim Special Chisracter per Blister) (2 Middenheim Heroes per Blister)
et 8H05A  Sigmarite Matriarch $1L.00 749 SROEB  Witch Honter £ %540
{1 Sigmarite Sister Hero per Blister) {1 Witch Hunter H:riiur Blister)

T

Col. Scheeffer's group is ready to
take on the universe to keep their
skins inmtact!

n*lﬂﬂﬂ Schaeffer's Last Chancers are on the scene this
1

nomth. They are all convicted war criminals, guilty of com

mitfing some of the most heinous offenses agamst the Imperium ‘I" \“q \}q‘qg?
and, under normal circumstances, would have been dispatehed o ULV | - | ] l
without 2 moment’s notice. However, these miscreants have lﬂ‘ﬂﬂﬁ

been given one “last chance” to die in the name of the Emperor

OCTOBER/NOVEMBER RELEASES
Canada LLS.

B022G Imperial Guard Tank Crews  $14.000 5949

| Also making his way to the Imperial Guard Froat lines is Lord
Solar Macharius, He's widely recognized as one of the great
est Cuard Commanders ever, and this model 15 certainly indica- .

| tive of his stature. And topping off the Guard releases are the R0 ; Sals rius $15.00 %1249
new Imperial Guard Tank Crews, Three different figures thai Churacter per Blister)

| are ready o man your rolling thender and crush your enemy,




“ROM THE ‘ BLACK LIBRARY

1

IRFHATHIER TONTHIY 2220 Only $4.25 GON, $2.95 US, out December
The action comes thick and fast this menth with four absolutely great stories from Warhammer
Monthly. In Bioodguest, Captain Leonatos faces his toughest challenge et as he comes fage-to-face
with a foul abomination, renegade Space Marne and devout worshipper of Khorne, There’s the
fourth and final episode of Kal Jerico — The Motherlode. As hive quakes begin o tear the underhive
apart, Kal Jerico and Scabbs are forced to run for it, but evil gang leader and crime lord Ludd has
ong last dirty trick lo play. Lost for days in the Gursed Marshes, Malus Darkblade finally comes
tace-to-face with Balneth Bale. A bloody battle ensues in which neither side can win, because no
one has ever escaped from the Marshes ot Dedreka. Finally in Titan, Hekate leads Imperius
Dictatio against the might of the Tyranid horde, in the ensuing battle he comes up against a

Hierodule — as big as a Titan, twice as fast and carrying almost as much firepower as Dictatio
itself, Hakate and the crew are tested to the full against this mighty beast.

CLOOUCUEST « DARKBLADE = KAL JERICO = TITAN

Only $10.00 CDM, $6.95 US, out December
Ihe planet of Fennis is a death world, 3 world of fire and ice where only the sirongest, bravest, and

fiercast survive. It is home to barbarous warrior tribes who eke out an existence, battling vicious
sed monsters and surviving the apocalyptic climate changes. It is also the home world of the
Space Wolves, the most savage of the Emperor's Space Marines. Each and every Space Wolves
Space Maring is born of this hostile world; for them, there are few places in the universe that

haold any terror. Space Wolf begins the saga of Ragnar of Fenris, a young warrior whose destiny
lies amangst the far-distant, war-ravaged stars of the galaxy.

ALSO AVAILABLE: First & Only, Trolislayer, Skavenslayer,
Daemonsiayer, Into the Maelstrom, and Eye of Terror

CALENDAR 2000 Only $16.00 CDN, $12.95 US
Seg in the new millennium with this fabulous Games Workshop caleadar,
Printed to the highest standards, the calendar contains some of our finest
pieces of artwork from the last year, plus a few classics dig up from the

Games Workshap art archives. The artists include David Gallagher, Geoff
Taylor, Kev Walker, Richard Wright, and many mare.

P
The Games Workshop calendar doesn't just look good sither, its = 0
packad full of usetul dates and holidays from around the world, not
to mention special daye from the worlds of Warhammer and

Warhammer 40,000. Make sure you don't miss out on this fantastic
celebration of Games Workshop artwork.

MWESDIME

OF ARTWONN = AWESOME ARTWORK




Only $15.00 DN, $7.95 US, Out now

This fantastic graphic novel contains the entire first series of Titan, Written by Dan
Abnatt and superbly illustrated by Anthony Williams and Andy Lanning, Titan tells
g tale of the mighty Warlord Titan, Imperius Diclavo and its crew. When

Dictatio's ageing Princeps dies in the heat of battle, it falls to Cadat Princeps
Erwin Hekate to take controd of the towering machinery of destruction to save it
and its crew from certain death. Unfortunately, commanding more tham 100
foot of kiling machine invelves mare than sitting in the command chair, and
once Hekale takes over, he and the Titan's mind are fused forever. Hekate
must kearn to command a maching with enough power to level a city with his

mind alone
4 * GRAPHIG MOVELS « GRAPHIC MOVELS
Only $15.00 CDM, $9.95 US, Out now
17 If you've been reading all about Captain Leonatos’s adventures in Warhammer Manthly

= then the great news for all Bloodguest fans is you can now gat the entire first seres of
Dloodquest collected together in this superb graphic novel. Written by Gordon Rennie
and illustrated by Colin MacHeil, Bloodguest is the epic saga of Captain Leonatos,
Exiled from the Blood Angels, he and his loyal battle brothers guest for the lost
Blade Encarmine so they can redeem themselves and return to their Chapter, In
addition, the Bloodguest graghic noval includes some extras that even the most
vigilant Blood Angels Space Marings may have missad, there's the prelude
episode from Inferno! and Red Secret, the biood-soaked story of Brother

Sergeant Cloten,

.
.j-r:&.-
ﬂ;§?

w

Daemonifuge graphic novel

ol
.,!"*h.ﬁ :; -
. Many comic fans will be pleased to learn that a Daemonifuge graphic novel

- n f = -
= - i is currently in production at the Biack Library. This incredibie epic tale of
2 lnne Sister nf Rattie's fight against the fnrres of Chans tonk the Games

L Workshop world try storm last year. Kev Walker's arfwork was simply
sensational and the graphic novel will be a great opportunily o get [t all

r | ™ collected topether in one volume

- 3 -
; " : LOOK OUT FOR THE FEATURE [N THE MENT WHITE DWARF
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This month ees the release of Whakean only be called the most characterful Ul
Imperial Gu Codex. Colonel Schi@éffer's Last Chancers are a special unit made |
eleven Penal Legion convigts and Colenel Schaeffer himself. Each convict is enliste

the Last Chancers on the basis of the individual talents.

The Last Chancers can be used as an Elites choicaliregular imperial Guard army of, 88 Jervis Johnson explains in
- this month's Chapter Approved, you canfield theg an army on their own! This Way e character has their own
special rules and weapons and can all¥ d dent characiers BUT you can '@nly use the Last Chancers while
your opponent gets to use his full a e these are obviously a tense strugglébut then that's why they're
called the Last Chancers! Check out this'm “f‘ e report which pits Colonel Schaeff@eand his men against a 1,000
point force of Chaos Space Marines. Su ‘ men and women cannot win agaln h impossible odds. Check
out the battle report to find out! 1 | 3

CRIME: Refused a direct order BB
to lead his men on a

pointless and suicidal

attack.

. - . ; - — #

DRESCd o a N~ - CRIME: Killing three off-
Colonel Schaesffer leads the - —— duty officers with his bare
Last Chancers into battle, 1 hands in a drunken brawl.
perscnally ensuring that each
mission is successful.

: Caught while breaking
into a Colonel's personal
drinks

e &Lz r T : : Y o 2 CRIME: Serial murder of over
CRIME: Hacking inte the e : - twenty civilians on Lector
Regimental accounts system and ‘ 5 = = 3 I Prime over a five year
changing his pay-coda. Y| B et g 5 peried.

-

Tl




CRIME: Went AWOL. reason

Y unconfirmed, but suspected to
be related to the
agsasgination of Chief
Arbitrator Abraxtes.

Marketeering.

¥
v

CRIME: Stealing the Bldar
grav-vahicle belonging to the
Ambagsador of Iyanden
Craftworld.

CRIME: See sub-file 84 beta,

eactiocne 103-196.

b NG

CRIME: Murdering a fellow
master-gergeant for
unknown reascns.

CRIME: Membership of a
bammed organization (ref;
Artemis sub-cult).




/ = The multi-part plastic minfatures in
WARH AMM‘ER Battle Squad boxed scts arc an
WSS {E - L% excellent way to collect the core

q.ﬂ!ﬁ ﬁﬁ troops of your army at a great prit:.

ELDAR GUARDIANS

DARK ELDAR WARRIORS
16 Plastic Models 16 Plastic Models
Designed by Jes Goodwin and Mike McVey Designed by Gary Morley

) &
.___';‘ "_ o
M s

SPACE MARINE TACTICAL SQUAD _ CATACHAN JUNGLE FIGHTERS
10 Plastic Models o 20 Plastic Models
Designed by Jes Goodwin L Designed by Michael Perry and Alan Perry
A Rl = Ao

KHORNE BERZERKERS ORK BOYZ
12 Plastic Models 16 Plastic Models

Designed by Dave Andrews Designed by Brian Nelson

) ARAAINER G000 BATTLE SQUADS
33 $30.00 CDN $22.99 US




By Jervis Johnson

Greetings luyal cilizens and welcome to this month's Chapier Approved. Venerable scrivener Johnson has been hard
at work archiving the records of the Imperium’s penal colonies. From these he has uncovered documents concerning
Colonel Schaeffer, a resplendent example to us all, who has led hundreds of undeserving criminals and convicts into
the Emperor’s light. By putting these miscreants’ talents to good use he has overcome impossible odds time and again
while simultaneously giving each of these lost souls the opportunity to attain forgiveness in the Emperor's eyes.

UNLUCKY FOR SOME WHAT’'S CHAPTER

The Last Chancers are the Warhammer
40,000 equivalent of the Dirty Dozen
from the famous Warld War |l book and
film of the same name. They first
appreared in the second edition Imperdal
Guard Codex as a special type of
Imperial Guard unit, and | was keen to
keep them in the Codex for the current
edition of the game. The main problem
that | had with the second edition
varsion of the Last Chancers was that
thiy were basically all the same. Mow, if
you've sean the Dirty Dozen movie (or
any of its numerous seguels and
imitations), you'll know thal every
member of the unit was different, and
each had their own special skills and
abilities. Indeed it was these special
skillz that got them into the unit in the
first place!l Amn . 1 wanted to reflect
this in my version of the Last Chancers
rules, and so what | did was to come up
with & different name, spedial rule, and
set of wargear for aach mamber of the
unit. | kept the names fairly generic,
more ke mick-names han anything
elze, -on the basi§ ‘that although
according to the background it was rare
for a Last Chancer 18 survive even ona
mission, | was pretty sure they'd be
raplaced by someone with more or less
the same skills

Well that was the idea. Unfortunataly
the rules | came up with, while baihg
characterful and interesting, were &

nightmare to actually use in & game as
they forced you to keep track of a
dofen special characters sach with
their own special rules, while using a
full Imparial Guard army at the same
time. This was just too much
information to keep track of (well, for
me &t leastl), so | decided with some
regret o cut the rules back. My solulion
was 1o keap the names and equipment
but take out the vast bulk of the special
rules I'd come up With, The result can
be found in Codox Imperial Guard, and
allows you 10 incorporate the Last
Chancers very easily into your Imperial
Guard army.

However, | felt it was a shame that the
more detailed version of the Last
Chancers would naver sea the light of
day.. or at least | did until Andy
Chambers suggested that perhaps the
Last Chancers could 'be an army on
thair own, Andy's idea was simple; et
players use all of the special rules I'd
come up with, but only if they agreed (o
use an army that consisted of only the
Last Chancers apd nothing else.
Under such circumstances it would be
easy to deal with all of the Last
Chancers special rules, and what's
more it was vary true to the original
inspiraticn for the wunit, as the whaole
point of tha Dirty Dozen movie was that
the unil had to carry out its mission on
its own.

APPROVED ALL
ABOUT?

Each month Chapter Approved
takes a look at the Warhammer
annonn  game  and it rules,
introducing different scenarios,
weapons, rules, and army list
entries of all types, frequently
stolen from Codexes in progress
nere at the Studio. i1 also acts as a
forum for dedicated  players ol
Warhammer 40,000 who have
produced inspired, well thought out
and just plain brilliant additiens to
the game (as arbitrated by that well-
known - model of fairness and
balance - me). I you've got
something good for Chapler
Approved then write to me at the
address given here.

Andy. Chambers
(Chapter Approved),

Games Workshop,
Willow Lane, Lenton,
Mottingham,
NGT 2WS, UK

Mote: Please don't include rules

“~gueries ete, with your letters, as the

volume of mail (and the fact that I'm
lazy) meoans in most coses | won't
be able to send individual replies.




1'.1 ADTED ADDD MIED

he mterior of the prison shuttle was

Hll.llill'l'_\'. the only hp_hl Loming rh1<:|.I1{1|
a weake shaft [rom a2 wmdow-shi sbowe the
pressire door. The hesvy Breathing of men
i deep sleep was the oaly sosnd 10 be
heard, with the odd shulfle o murered
cupse as one ot other of the somnolent
prisoners re-lived scmc famaliar nighimare

A ranle of chains and the clump of beavy
hoots oa the mchal hnxrding ramp soumided
fram ouiside, bat ao therr exhaustion n
one of the men inside stirfed The | pressure
door lussed open. artilical hght blaneg m
to chasc the shadows into the comers ol
the shuttle’s hogh celing. Blinkmg,
nrrrl:'hing and groaning, ihe PrisnRers
resposded 1o this unweltome wakening A
large silhouctte shulfied Jopsidedly up the
ramp o stnd i the entrance, s sizcable
frams blocking ovt most af the light
Hervy chaies hung from the man's wrists
and ankles, connected 1o a speked metal
collar around hisoneck His mad Tyes
glared into the cell. not really sceing
ln.vlh.i:n“ at |.|.|

Two of the prison guards ;Pptar:d hehapd
the prisogier. and shoved him [orward. The
man stumbled & fow steps’ and then trippéd
on the dooreay aim, Lalling head first down
onte the mesh decking. He ‘was immedinely
I'll’i.h on iﬂ“ Il:fl. grl‘lwimg iﬂ& 111lr|1n!.
sround the leather R bhetween his 1eeth
He 100k a step forward “and the guards
reacted mincdistely, théir suppresastn -mauks
IHI'I.IDH nat, srnrhnﬂ shiockwaves nf power
acrias the bewte's body, Afier scveral
scconds the manslumped o his knces apd
the storm ol blows stopped

"Emperors eeth, thie Fuy's an aaimal®
someone hssed,

Nﬂ I‘.I.”Li.l:l“.l hifkﬂd Eﬁ]ﬂﬂ:l Slhﬂi{:r as hl’.
strode wp the mp and “stood ag the edge
ol the doorway, hands behind his back
clagping a swagger stickl He turned for 2
moment and sard something 1o 1 man beside
him with 3 heavily scareed laee and meck
The man’ nodded and then :ﬁ-uppl:l.rrH dowp
the tamip. Schicfier tericd his stication [
back to the prisoacrs.

Take off the shackles, he ordered the
ﬂ.lll!d:"i, hus gare [:Imu on' the man on

the growsd

T<take them pll” ong of the guafis
J'I:Fll.u::l. Fn‘inﬂ_ 3 hormified glance Sowards
the Coloncl -

The Colonel didn'y move, although there

was a2 xhu'hl twitch in_his . clenched pw

‘| do-not- repeat arders: the. Colosel ' rephed
terscly. his stare still bevelled ar the hilf
comscigus, Digure ‘on’ the deck~The guard
wha had spoken “hurried: forward whilst the
other stoed ready with his. power manl
Pulling a tas—chisel from his belr. the guaed
bitrmt owi the rvets om the shuckles and
they dropped to the lloor with 2 hl:u':,.'

You can find more of G

clang He stepped back hasaly as the' Ligure 7

pushed Fomscli to his feet. His hair s
matted 'ki!ll,l. SWCil, cVcly muscle im his
body twitchmg with wanatural tepsios, wnd
is he turned arospd his eyes fell upon the
Calosel With 4 sour) he lsunched himself
at’ Schacller, his huge hands: outstreiched 1o
grab the Cobonel's throat'-The gusrds froze
i horrar, bt as the prisopct ’u-y,ni_
towifds Schaclier the Colonel stepped back
and brought hok hand up sharply, The heel
of hid hand smashed mio the bridge of b
ittacker's most splashing bloodyacross the
Colanel's heavy diess coat The man crashed
to the deck. his forchesd bosmcing off the
tip of Schacller's highly polished It

bont. Rollmg over and sitting up. ‘the
prisoncr shook hiz head, and then ?lusl'.u:d
himigell sway from Schaeller with dazed,
worried glances

Weleame to the fest of your short lifel
called owt Mikhacls, ‘the woman the others
called” Rocket-Girl. Grm laughter followed
her comment, which .‘\.[l:IPFlI:d abruptly a= the
Coloae -mpp:!‘ the SWaguct stick in half

with' a Joud crack

You are all on half water rations I::rh.:,_ for
that,” be told them. stepping forward nto
the eell vaell and (lnging the splintered
pizces of the swugger stick owtssde. The
‘ﬂhﬂll‘uﬂ 1:‘{ YOur \‘I'I.IJ.‘\ s no ]II.I.HIHI'I:‘
matter.

The newcomer was coming to his scoses
ome more Wiping blood {rom his nose
with the back of his hand, he loaked
aropnd the shottle cell., a= if HJ]LHIIF where

be was for the fisi fime Has eyes had basi

some of ther glazed look

"Where the Irag am I he asked sl.:w]'!..

tuming 1o the man in 4 scuffed officer’'s
grl::.ll.ml Lmu{hmg ncxl lo him }.vcrm'un.n:

fnoked at Schacller. trvisg to gauge his

.Iu'IIL'!L'Pd. sofschumes IIE was I|'II:=C]'I|' ‘-LI-I']'F. ID‘:{

samctimes e wis downnight mean

Go l.||.fad.. Urr:n. tcll |1:II:ILI the Coalonel
replicd 1o their qoestioning looks. his face
todally unreadable

Nou've just been volusteered for the Last
Chancers” the man the others had
snmcdiatcly dubbed Hero' cxplamed dryly.
‘For-your crimes aganst the Emperor and
Bumanity, you will spend your life n this,
the X1 Penal Legion, until such time ds
you teceive the Emperors Absolufion frem
the Colowel or from the Emperar himscli
And of cowurse, the '|_1|111_|- way you Can
receive the }.mp:r::rr'x p::nnn:] absolution s
when you're dead.,

That's what you._are tald when yom
valunteer, grewled Schaeffer He stalked
over and bent down towards the newest
V\.lluu'lLLr.. who ll!ibl:r H:I.IC.[‘u.d 1 l!lL
Colonel's sy stare, “You'ee all here because
voo are trofors to Mankind apd the
Immortal Emperor. - You are here beeause
you have failed i your swdm durty 10
protecy his domuins and subpecisand yow
have perverted his trust in you for your

own ||||51Hﬂ:d:d Cl'ld.'l "r“"u I!I\"t ML!’IltL:d
FOBT part in scCuring the [ofure of the
whole af humanity for vour own selfisk
gain, To kill you would be to stecpr that
you can longer save your immartal souls, If
yens wete to be ushered imta-the Emperar’s
prescoce wiw, the stales would up-badly
against you when the detds of your life are
v.'l:l.u]l.cd up by lus "."nhtllghh‘ Presence. This
is why | give you a"last chanee to prove
yoursclves worthy of the Emperors
forgiveness. This is why you are here - io
save yoursclves from cternal damnation

He turned sway for 2 momest, taking two
steps towards the door belore whirling on
I'IH 1LIFI i‘h:! I:':fl:." t]I"\}I.Ed d‘ﬂﬁiruﬁhr?. hl.‘-
mouth st m g gomace of disgest

You will atone [or your sins, and when
you dic you will thank me for allowing
Yo ‘I'.\! I'll: '\Mrlrd. ['ul :':|'E5 I‘WEEPLH.H aFLross
all of the gathered prisoners

Youl the Colosel hissed. poisting. towards
the H{PII"FII.‘mlJ-. 'E'ln#:r'i' ‘lr'lgl.rl. ‘Why are

Yo 'IEF-C ¥

“auze 1 canna hrlp steslin’ =toll™ FlnHrr:
r:plicd I:nla'luf.h-

Mo, whispered Schactier, shaking his head
slowly, his hands tightenisg into {mas
behind his back “You are all here because
Vol are scum Hut You arc lhl: ]'."!P:l'ﬂr!
scum. Tou have skills that are uselul to our
Imeorial Lord and whether you wish i or
not, they will be made wse ol

With a last comtempluaus loak. the Calonel
turmed and marched down the ramp.
[allowed by the twa prisen }g'urrh The
mas with the scarred face reappeared at the
danrway. Fi”"H them a once over with his
Iclnp.‘lr ryr thr ||rI|r1' wag fovrred II'|'|1| i
metal eyepatch siveted into hes face
Licutemant chevions were stnched osto the
front of his flak qacker, and bis aged Lace
looked a5 if i had bore all the cares of
the galaxy for & hundred years

"What ‘appens o us mow? Yagin ssked the

siranger.

'Nu-ﬁ-"' the man :.—P‘I;':d with & Erim smale
on_his-face. ‘Now you're shipped out 1o
some_hellbobe youve mever heard of There
youll fight for the Colosel Most likely
youll die. But of youre lucky, or 23 good
as some of you thisk vow ire, then Yo
r|'u5|'|'l past crowl owt of there alive. And
thes you'll go to apother warzone and
another hattle, and ,'tﬂ.l-“ stare death in the
face agam. Apd again and agaim until one
div vou'ee just & [ivtle bit too slow. or qust
plain wslucky, and you catch o bullet or a
kagfe. or & plasma grenade blows you to
bits”

In the syunmcd silence thar [ollowed, the
Licomcstant started loughing, the harsh.
incarmg sound becoming muffled as he ot
the contrals and the door slaimmed dows,
plunging them mio dirkwess once mofe,

EY GAY THORFE




Fat Bloke to let him fight
a battle report using the
new rulas, which you'll find
elsawhere In this very issue of White Dwart

So, witheut any more watfle from me, here are the expanded

All that was required was a little bit of tinkering with my criginal
rules, and | had the new, extra special version of Coloneal
Schaafler and the Last Chancers for my playtesters to try out.
Their upinions weresuniversally positive, one veleran player
r!utlnguﬁat his gaming group wouldn't normally dream of using
special charactars in their games, but were all very ksen to

have a go with the'Last Chancers. This being the case it didn't  UleS. A8 always, maka sure to write in fo me if you have any
take much begging and pleading to convince the editor of this  SOMMERts or suggestions about theim. MOSSSEERRESESY SN
esteemed zine to print an expanded version of the = funm with them! "
Colonel gffer and the Last Chancers rules which will ¢ .
allow you'to figld them either as a unit as presented in Codex nd v

Imperial Guard, or as an army in their own right. What's mora, 2 Lo

Gardon Davidson liked the rules so much that he's convinced —

The Last Chancers are a special
unit made up of Penal Legion
convicts. They are hand-picked by

COLONEL SCHA

Colonel Schaeffer, and are used 1o Points WeE BE & T W | A Ld Sv
carry out especially dangerous Colonel Schaeffer 291 4 4 3 4 3 4 3 9 44+
(some would say _sulcidally S | aet Chancer ) 3 4 3 3 1 3 1 8 5+

dangerous!) missions. They must
be used exacily as describad
below and may not be given exira
aquipment or wargear, In addition
they may only be used in a battle
where both players have agreed
beforehand to allow the use of
special characters,

Squad: The squad consists of C-:J-I::l-r'-m Schaeffer and eleven Last Chancers. Their

aquipmant is described over the page.

Weapons: All models are assumed 10
the equipment listed over the page.

Options: The squad may be mounted

have a iaspistol, !rag:an-d krak grenades as well as

in a Chimera. See ﬂ'l'i'Chimera army list entry In the

Impernal Guard Codex for points cost and details, !

alue _- iginally set for
and h;ut reduced 0

ot - agampe, wf
playa‘lﬂﬂﬁpnmtg!-naand lnuﬁethel:ﬁ'a

g Last
the Infittration |

ot would. still ficld a 1,000
Last CWE for nathing
ar:mnr.ﬂiha unit s treated

il auwny pass Morale

'WHOO00000PS!

Ox's special rule should have been included
in Codex Imperial Guard, just under Colonel
Schaeffers special rule. Unfortunately it's not in
the first print run of the book.

13



‘HERO’

PENAL COLONV-BASSUS PRINE=2 1950 TFREAKI-27 1 =LA

COLONEL SCHAEFFER

FROFILE: Tough,
Bard-bitten, and
strict. Will get the
4ob done no mactar
wWhat The oO08T.

WARGEAR: Plasma
pistol. master
craftesd power
wewapon, and carspace
armor (stat line
already modified) .

] PROFILE: DOut-

H X standing officer; top
of ‘hia clags and with
a first-class record.

CRIME: Refused a
dirast order to lead
hia mep on a
peintless and
stuicidal attack.

WAROEART Lasgun,
Taspistol, and close
combak -wespon.

SPECIAL RULES:
Schaelffer lu a
mastar of Cclose
combat . Opponentcs
must subtrack -1
Erom their dice
zalla to

SPFECIAL RULES: Hero
just dowsn’t Enow
when to give up. If
he is killed ha doas
moT die immsdiataly.
By an . effort of shesr will BHe stays alive, and
then expires at the end of the next Last Chancars
player turn. He may not be harmed during this

tima, and will ignore any Morale or Ploning
Leala,;
hig own ammunition

wvair 1L Colonel Schasffer is dead.
and doeen't have a I

‘DEMOLITION MAN’ | :

PENAL CHLONY-HAELS WIMLE=J5 868200058810 1 BE32=(

It him.

‘OX°

FENAL COLONY-6AREYD VI-THGE0 ARG T =315 0=5

FRAOFILE: A huge ox
of a man, and abour
as kright.

‘BRAINS’

PENAL COLDNT=txisews puns conay ey, = | JASCEREISRG=2 7507 4-T
CRIME: Eilling thras
off-duty officera
withi his bare hands
in a drunken brawl.

F PROFILE: An expert oo
many [orms of
technology and all
round braln-box. Ox and
he are good buddies.

WARGEAR: Heavy
baltar.

CRIME: MHacking into
tha Reglimental accounts
ayatem and changing hia
pay-code

SPECIAL RULES: oOx
can move and fire
with tha heawvy
bolter. He carries

WARGEAR: Lasgun,

conm-1ink.

SPECIAL RULES: If
Braine is killed then
0w will go barserk,
doubling his Strangth
and ‘Toughness: for "the
raft of the gama, ‘and
will alwaye charge Lf
in . charge range of tha
SOLEMY -

|
‘SHIV’

FENAL COLDNV-TEMPMLARY CUSTORY ONLY-HEGIZHET 007 1 9607601

-~ PROFILE: An expert
" wich explodives, and
Wi Ccapabla of picking

: any. lock, and
dipabling any
sbourity svetem.

CRIME : Caught whilas
brasking intoc =
Colonel's parsonsl
drinks cabinet.

= PROFILE: K atealthy
L. g 1 asEaRsln whao Ccan

=3 -y eneak up and dispacch
a swubcy wlthowt
being spotbmd.

WARGEAHR: Laagin,
melth bombs, & one
demolition charge.

CRIME: Serial murder
of over twamtby
civillans on Lector
Frime over a five
year pariod.

SPECIAL RULES: A
mdel armed with a
Bapalicion charge
may dge it in the
shbtoring phase
inftead of making a normmal shooting attarck
Demoliticn charges are ona-shot weapons with a
range of &". The attack is treated in all wayse
ad ap ordnancs attack, axcept that the modeol
throwing the demclition charge is allewad to move
in the pase torn. Pladce the large Ordnance
template asm you would normally, and then roll to
aaes 1lE It soacbers.

WARGEAR: Plaama
pistal, mono-filamenc
knif= [(counts as a
Power weapon) .

EPECIAL RULES: Shiw

will snly be spottad

by a santry or allow

an apponent he

atbtacks in closs

combat to ralees the
alarm LT they first roll a 6 on a4 D6. OAa a roll
af 1<5 the alarm is not raised. #Shiv doubles hia
Initiative against pentries.

Waapan Range

Damolicion Charge B ] 2

Ordnance, may move and fire, one shot,




‘SCOPE’

PENAL l'lll_.‘ INY=TARSON X-ISERNIPIIERN-GT 1 D460

FROFILE: A trained
Eniper and expert
marksman .

CRIME: Went H'ﬁ“:‘l'..__.
reason nconf i rmed,
but guspected to be
related to che
assassination of
Chief Arbitracor
Abraxtes.

WARGEAR: Neadls
aniper rifla.

SPECIAL RULES:

Scape may chooge

which enemy model he

shoots at, the normal

targeting rules don't

apply and you may
choose Lo pick out any model including a
character in A wnit or a heavy weapon troopar
that ia in his lime of asight)

‘ROCKET GIRL’

FENAL CRLONY-BARBARELLUS d=R5DARISESOIL=-2T0804=

PROFILE: Mastar-Akt-
Arms who im
proficieant with any
and all of the heawy
waapons anployad by
the Imperial Guarcd.

CRIME: Murdering a
fellow mapter-
sergeant for unkogem
oA BARR,

WARGEAR: Missile
Launcher.

BRECTAL RULES:
Years of axperisnce
means that Eockec
GFirl Just about
always places the
migailes ahe fires
in sxactly tha ‘right

Spot. To tepiedeul Lhid Ble ey re-rollaoay Kisdon

Fanetration rolls she makes. ’

‘ANIMAL’

"RECHRDS RESTHICTEDR T LEVEL 14 ACUESS 5L

PROFILE: A
schizophrenic
paychopath, but
raputed to be one
of tha best all
round warricrs lo
the Imparial Guard.

CRIME: Ses sub-file
B4 heta, sections
103 ea 186,

WARGEAR : Meltaguan,
scanner, oloss
combat weapon,

SPECIAL RULEE:
Animal has lightning
faar reactions ‘which
provide Lim with a
d+ iavulnarahle
save,. and which
doubles his

‘GREASE MONKEY’

FENAL NY-BEVLAN 5 FORHITH VIETHAER LGAIME4I- 20660 E-N

PROFILE: Expert
mechanic reputed to
b able to maincain,
drive and repair any
Imperial wehicle in
cthae galaxy.

CRTHE: sStaealing the
Eldar grav-vehicle
belonging to the
Ambasgador of
Iyvanden Craftworld.

WARGEAR: Bolt
pistok.

SPECIAL RULES: If
the - Last Chancars
have & Chimsrs themn
Greasg Monkey will
drive lt, He may re-
roll any failed Dangergus Tercain tests. I the

avehicle 18’ destroyed roll to see if he spurvives

Bs if he ware a paasanger. In special acenarioa
cf your own devisifng he gan repalr or hot-wire
and drive any wvehicle oo a aoll of 2+.

‘FINGERS’

PENAL COLONY=CGATAW PENITENTIARY=ISCRDUANGETR=971417 5-E

PROFTLE: An awpart
forager and patcy
thief who can get
hold of Jjust about
anything for a
price.

CRIME: Black
Marketeering.

WARQEAR: Lasgun,
migsilas.

SFECIAL RULES:
Fingers is the
loader for Rockskt
Girl's missile
ilaupchar, and muat
attempt Lo stay
within 2* of her at
all times,. Ha's
usually able to Lay
hig hands on one oOr .two spacial or expearimental
missiles, and ko represent Ehis, as long a8
Fingars is alive., once per battla Rocket Qirl mmy
make & Epecial misslle atkack at +D3 Strangth [(Up
to ‘armaximem of Btrength 10).

PENAL COLONY-TOPHAWR IE-ss8 arvwes Sl LU XENTSA L 5~ 18502 7-8

PROFILE: One of Ehas
renowned warrior-
womaen of Xenan- 7, an
axpert tracker amd
B Swmisn .

CRIME: HMembarship oF
a banned organizstion
iref; Artemis sub-
gult .

WARGEAR: Lasgun,
sword; and knife
Jooak [counts as two-close
s .H'.-f'.-."" 1| conbat Weapons) .

(B 27 ' SPECTAL: RULES
L ' -1 C H
) “ﬂ”‘ Warrior Woman adds -1

3 any COVET EaVes.
In addition when #he

Initiacive and gives
him *1 attack io
close combat.

charges she may lsap ints combat. This adds DI to
ber charfge move and doubles her charfing akttadk
bomus' frem +1 B0 +3.




Fat Bloke
presents...

nyone who has
ever collected an
army of Citadel

Miniatures will be
familiar with the
inevitable paint chips or
breakages that result
from ferrying their
precious models around
in Mail Order boxes,
toolboxes, etc. Well,
salvation is now at hand
in the form of the stylish
new Games Workshop
carrying case!

Not only do the new
cases look great but
they have an enormous
capacity — the three
layers of red foam can
hold up to 108 single
miniatures safe

from harm.

As you’ll see on the
right I've also explained
how you can customize
the new cases to hold
much larger models like
tanks, monsters, etc.

So if your army is your
pride and joy, this is
exactly what you need

to protect your hard
work from damage!

Zar Bloke

——'"-—-_—_—

TROOP

TRANSPORT




The spanking new Games
Workshop Miniatures Case
makes carrying your armies
around safer than ever!




By Nick Davis

won knowledge on tank tactics.

The tank has always held a kind of mystical aura for me, from the
accounts of the dramatic Battle of Kursk with the mighty Tiger vs the
Russian T-34, to the Battla of the Bulge with the sinister profile of the
Panther. Who can forget the scene in Kelly's Heroes when the
Shermans exit the train tunnal right on top of a German staging area
or the one whan the Tiger 1ank breaks through the wall, chasing
Cddball's Sherman. As you can see I've grown up on a diet of war
movias and Warlord comics

It's easy o see how you can be entranced by tanks. These armored
monsters, bristing with devastating weaponry can blast the enemy
fo pieces as they crush all before them under their tracks. The
destructive power that a tank can bring to a game of Warhammer
40,00 is awesome, If you love tanks then you need look no furthar
than the Imperial Guard army. The Imperial Guard really sxcels with
the exira firepower that the Leman Russ can deliver and for shear
vanety of tanks, Codex Imperial Guard beats afl the other Codexes
With tha Leman Buss, Demalisher. Vanguishar, Exterminatar,
Chimera, Hellhound, Basilisk, and Griffon you have the choice fo
blast, bombard, or bum your enamy into submission,

Uniorunately, using any vehicke in Warhammer 40,000 is not without
it problems. Armorad vehicles have their strangths, good
survivability and, of course, big guns — but they have their
weaknasses as well. A tank represents a large target and a well
placed heavy weapon shol can spell its doom. On this page I've
aone my Desl o expiain how [0 get the most from these amored
lewviathans,

The tactics | have discussed revolve around the Impernal Guard main
hattle tank, tha | aman Rumas, althoogh thay apply tooa largas astant o
all the Impearial Guard tanks,

HAMMER

You've gol some tanks so naturally you want o advancs using tham
to eliminate any threats to your army and sweeping the enemy
before you. This is a hard tactic o pull off as the rules mean that
tanks work better in a defensive formation. You can anly fire your
main gun if vou stay still and if yeu move you ean only fire one of vour
secondary weapons. However, it can be done. Use two Leman Russ
tanks fitted with a heavy bolter and no side sponsons. Usa tham to
support each other as you advance up one flank of the battlefield
One moves, finng its heavy bobter, whilst the other stays shill and
targets the nearest threat with its battle cannon. Good “hammer’
tanks ara the Laman Russ, Vanquisher, and Heallhound.

You've got to be careful when using this tactic as it can leave your

BATTLE TANKS!

As usual with the release of a new CodeX, there has been a frenzy of new miniatures and
plastic kits. Codex Imperial Guard is no exception and the obvious thing that
distinguishes the Imperial Guard from other armies is the amount of tanks! Our resident
Imperial Guard Commander Nick Davis takes a look at tanks and shares some of his hard

tanks unsupporied. Keep them close to any Ammored Fist squads
you may have or advance your infantry platoons {o keep pace with
the tanks

ANVIL

One of my other tactics with a Leman Russ is the anvil tactic. You
need to take two Leman Russ tanks with sponsons for this, set them
up at either end of the Imperial Guard battlaline and array your
Infantry between them. Each tank stay in place during the battie,
acting like a pil bax, allernating between the ballle cannon and its
other weapons depending on the targets thay face. This is primarily
a defensive formation and works well in most standard missions
which don't invalve moving towands the anemy, Good "anvil’ tanks
ara the Leman Russ, Demaolisher, Extarminator, (this tank excels at
it} and the Basilisk.

Thie tactic doss have its drawbacks. The tanks will attract more than
their fair shara of firepower and if any of these shols penetrate and
the tank explodes il can take out hall your battieline with it (for an
example of this, check out the battfle report in WD227). The only
thing you can do fo counteract this is to set up the tank hull down
behind cover or keep tuming your strong frontal amor towards the
biggest threal. Then, eliminate any threat to your tank before it

gets you
ARMORED FIST

I've not falked about the Chimera armored personnel carrier which is
used by the Armored Fist squads yet. If you're using the anvil tactic,
these squads should be kept back ready for a counter attack. If you
are using the hammer tactic — push them forward down a flank with
yvour tanks. When you release the Armored Fist sguad, keep them
close to their Chimera as they can use it for cover and take
advaniage of its heavy weaponry.

Of course, these are just two tactics and they don't cover all the ways
you can use your tanks; for example, the Vanquisher is an excellent
tank huntar with its anti-tank shells (S8 + 206 penetration). It can
even crack a Land Naider. I've put { down as a hammer tank but it
works equally well as an anvil tank, The Exterminator excels at the
amvil tactic — with over eleven dice from its anti-personnel weapons
it can put an enomous hola in the enemy’s battieline (Tyranid and
Ork playera will lsam to fear this tank).

Once you get used to using your tanks and keeping them protected
from enemy fire, you should be able o do whatever you want
with them.
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TANK CREW

The new tank crew models are here. Now when your 1ank blows up
the crew can bale cut and exact retribution! But what use are they
withoaut theair tank?

A tank equipped with the ‘crew escape mechanism’ delailed below
allows you to use these tank crew models on the battlefield, Although
their effect on the batile is significantly reduced, get them into cover
and deny valuable victory points o your opponent. After all, your
I desinoyed Laman Russ is worth only half the amount of victory points

fo your opponent until they are all dead! A poor reward considaring
ihe effor he would have had to put in to destroying the tank in tha first
place. Also there is a good chance he won't have the resources or
time in the battle to hunt down the surviving tank craw

5
: IMPERIAL VEHICLE UPGRADE _
Crew Escape Mechanism ..... +10pts

The vehicle is fitted with protective devices, such as additional
" escape halches, which increase the crew's chance of escaping ifi
{he vehicle Is destroyved. If the vehicle is destroyed, D3 crew;
. members survive. They form a small unit placed within 2" of their -
« wehicle. Each one is armed with a iasgun or laspisiol and has ThEI
game stats a5 a basic Guardsman. They are considerad to ba™
balow half strength for purposes of morale checks, claiming table ¢
quarters, etc. They are worth O viclory points on their own but
their vehicle counts only as being damaged for victofy point
purposes while the crew lives. 2
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Right: Gav Thorpe's
Leman Auss was
fnspirad by Aussian
WWII phatos. He's
cuvered thee ik willr
Vaihaian riders, hed
rolls, ard backpacks.

An Armaored Fist ]"-|..11||-:|n receives the order to sdvince

Above, lefl, &
below:

Mark Badford's
exfensively
converfed Basiisk
and Chimera, He used
& mix of Brown and
Crange Ink for the nusty
streaks on tha il

Above: A Leman Auss Demclisher built by Ciadel Miniature
Designer Mark Bedford. Check owt Codex Impenal Guard and
WD214 far soma mone of Mark's siunning tank conversions

GORDON'S STAGE-BY-STAGE GUIDE TO PAINTING TANKS
Check out Gordon's Catachan Devils article elsewhere in this issue where he
talks about how to quickly muster an Imperial Guard army for battle...

Assemble the lank minus the tracks. Then spray the main body and the turral wilh
black undercoat,

2 Using a can of Came Green spray, holding it close 1o your tank, hobd the nozzie down for

just a second and swiftly draw your arm across the model at the angle you wigh to leave
the paint on. This should leave distinct green areas in contrast to the black undercoat. Draw
the can at difierent angles across any sections of your tank you wish to color, Take your time
and co nat apply too much paint, you can always go back and add more, but it is very difficult
1o take off once i is thara. The idea ig 1o gve a quick but effective biand of camaoufiags

Mow for the tracks. | sprayed them Boltgun Metal while they were stll on the sprue.
Remember when you cut them off o tidy up the chipped areas of paint,

4 Pick out any guns like the lascannon on the Leman Russ or the lsguns on the Chimera

usirg Chaos Black. Drybrush Boltgun Metal over any areas of the 5 Black you wigh
to. The wision ports of my Chimera are painted Skull White followed by Sunburst Yellow,
which nicaly breaks up the drabs Camo Green bul isn'l so loud that it takes away from the
| military feal of the model.

5 Glue on the tracks using polysiyrens

cament, being caralul not to spill any on
the model itsell as this will strip the paint,
When the tracks are dry, i you wish you
gan run walered down Ghestnut ink
over them to give a rusted look.
Transfers can now be applied and voila!
You should have a great
lnoking tank
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What is an Qutrider?

Outriders are outgoing, enthusiastic gamers who love the Games Workshop Hobby.
They represent Games Workshop at local stores, all across North America by
introducing new players to the hobby.

Wbat benefits do they get?

Outriders get free GW product in return for their time. They receive a free

subscription to White Dwarf Magazine, as well as being kept up to date on the future
%ieasea planned by Games Workshop. Open Invitations for Games Day, the Grand

Tournaments, and the Staff Tournaments are extended to each Outrider.

Wbat do they do?

Outriders run fast-paced and fun demonstration games of Games Workshop's ldIB&t’“-”-
releases at their local hobby stores. There is a minimum number of stores they visit
each year to remain active. However, this minimum is always left behind in a cloud
of dust as the Outriders visit more and more stores each year.

A foot in the door?

Being an Outrider is a great way to start a career with Games Workshop. There are
many employees that started out as Outriders. This does not stop Outriders with
established careers (students, lawyers, nurses, computer technicians, members of the
military, and law enforcement).

Where are the Qutriders needed?

\Q% a{;twe]\r recruiting Outriders all across North America. People from CA, TX,
A, and all across Canada.

@ould you like to know more...
If this sounds interesting to you and you would like more information, contact the
Outrider Administrator at:

410-590-1400

or email HobbyPromo @ games-workshop.com or
drop us a line at:

Games Workshop

Attn. Outrider Program
6721 Baymeadow Drive
Glen Burnie, MD 21060-6401




Some of the Outriders w 2
participated in building their, g8 ;
own special event gaming table g2
for Games Day £
Left: e
The Hunt for the Fallen &
Roadshow saw many an
| Qutrider ready to help spread
the Games Workshop Hobby.
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Ghostly Hpparitions

By Dave Cain

Dave is a very experienced Vampire Counts General who you will remember from ‘The
Last Stand’ battle report back in WD237. Amongst bis favorite troops in the army are
those which be collectively calls ‘Spooks’ — Wraiths, Banshees, and Spirit Hosts. Here
Dave explains the tactics be uses for these terrifying creatures.

A sudden chill in the air, a lonesome shriek, and the
appearance of a semi-ransparent apparition instills a familiae
sense of dread, s a classic ghostly encounter! Whether
prescnt as an insubstantial shadow cowled in et T wl cloaks o
as a barely wisible outline shimmering with pale magical
energy, ghostly entities are unigque to a single Warhammer
army — Vampire Counts. Ghostly beings are mere shadows
of their former selves, caught somewhere between life and
death and bound o the service of a powerful Vampire or
Necromancer. Their ethereal namre confers a grear
aclvantage in harle and their service is greary prized by an
Undead General

The ethereal troops a Vampire general has ar his disposal
are Wraiths, Banshees, and a single Spirit Host. To many
Warhammer players, these creatures are collectively
known as “Spooks’

mulrtiple Wounds, Wraiths will often survive the initial

onslaught caused by a Eh:tr}.!ll‘lﬂ cnemy angd be noa
position (o retaliate. So what better weapon to have a
vour disposal than your trusty :«-:'}':Iu- {(which counts as a
douhle-handed weapon) amd giin the + 2 Srength bonus
this entails. Double-handed weapons are in fact a great
choice for any Undead troops if they have such weapons
as an option, since Undead are typically slow moving (so
are usually charged anvaway) and have a low Indtianyve (50
will generally hit second), Added o these advantages is
the fact that models wounded by a Wraith lose the benefit
of armor saves because of the spedal chill attack rule
applicable 1o these creatures

On top of all this, Wraiths cause ferror. Remember that
umnits which fail their Terror test will flee, and the less unis
vour Undead troops need to fight the beter
presence of a Wraith can put off your opponent from
charging in with his troops, particulardy if they have a low

The mere

£ Wraiths Leadership value
¥ Al
| Wraiths make excellent champions for Wight, Skeleton, or All things considered, Wraiths are superb value at
y Zombie units. They have a Toughness of 4 and possess 3 75 points each,
315 Wounds each, which makes them far more resilient than a
1 normal champion. This can be important in deciding
i . ekt T Bansbhees
' whether to accept challenges since Wraiths may well
. sucteed in keeping down your opponent’s overkill ally Banshees are the wailing spirits of the most evil women
i They will certainly prove more difficult to damage than who ever lived, Their unigue ghostly howl makes them a
% your basic Skeleton warrior or Zombie. With their prized asset o Undead players and a feared enemy to their

opponents. Their numbers are, however, limited to one

Stepipivrted | RIS Spirid TR
Leabriicn 1

U eedocid




for every 1,000 points in your army, For Undead, they
bPoast 3 remarkably high movement allowance of 87 and
they need 10 make the most of this o maximize their
effectiveness,

Banshees can be mancuvered around the sides of vour
nuun infantry regiments o prevent them from being
charged in the flanks or rear (an occupational hazard for
the slow moving Undead). Alternatively, you can use the 8"
mewe Lo position the Banshees in the best spot to unleash
their howls against your chosen targer. Remember that an
average roll for a Banshees howl will be 9 50 YOu are
unlikely to cause many casualties o a repiment which is
well led. Combining ghostly howls from two or even three
Banshees against a single unit, however, can seriously

manl troops with a low Leadership value.

War machine crews and charios that are often found
outside their General’s 12" sphere of influence and are
rarely hoosted by a character’s Leadesship are another
gooed target,

Spirit Posts

Spirit Hosts are a motley collection of spectres, shades,
and spirits gathered together under the command of a
twisted Vampire or Necromancer, Only one such Host is
permitted in a Vampire Counts anmy and it is comparable
in form to Swarms wsed by other armies. However, when
companed o the more common Swarms, the Spirit Host
henefits from an immunity o ordinary weapons and
missile fire, and coupled with their 4 Wounds per base this
makes them superb at tving up things like Dragon Ogres,
Pump Wagone, and Treemen, et

Because of their unigue nature, ethereal troops can count
on several significant advantages over more conventional
froop types

Movement

Ethercal troaps lack a coherent physical form and can pass
straight through solid objects, such as buildings and other
terriin features, as if they were not there, This gives the
spooks an edge in the often crocial car and mouse
maneuvering that is the movement phase.

Fhey can cross any type of terrain, whether it be difficult,
viery difficult or even impassable, withour any reduction in
their movement allowance. This opens up a vista of
opportunities unavailable o more mundane warriors,
such as moving across an impenetrable swamp to attack
war machine batteries carefully positioned at the
ither sicle

Other possibilities  include moving straight throogh a
cluster of buildings 1o threaten the lanks of an opposing
army or charging a Lizardmen army seemingly safe inside
the confines of a bog or marsh.

Unfortunately, both Banshees and Spirit Hosts cannot
benefit from the wvital movement enhancement of the
Vanbel's Danse Macabre spell. Wraiths are viable
recipricnts of this spell Dot since they are only availablc as
champion type characters this is hardly worthwhile, Since
thieir ACCOMPanying regument is not ethereal and cannot
move through solid objects or over difficult errain, the
Wraith champion is effectively restrained from  doing

S0 Do,

It is worth noting thar other etfects which limit movement
such as the possible after-effects of the Chaos Dwarf
Earthshaker cannon also have no effect on ethereal

troaps. The only exception to this is if the restriction is
caused by a spell. Since spooks are very susceptible to
magical energy, spells such as Net or Hold Fase work as
described,

A common cause of debare arises when deciding on
charges. The same rules apply to ethereal troops as they
do o any other warrior type. You must be able to see your
prospective target (or in this case 1 more appropriate erm
may b able to sensc them) before you can declare a
:'h.erL- S0 vou cannot simply charge -.rr;ngl'n thire wagh
building to engage an enemy vnit. The building blocks
vourr line of sight (sense) and vou cannot charge what vou
do not know is there,

You must first move through the intervening terrain and
only in the subsequent turn, providing your target
remiins within your 907 charge arc, can you declare
a charge.

Combat

Onee in combat, our ghostly beings have another
cdge over conventional troops. Firsdy, if engaging
an enemy which is defending an obstacle such as a wall
or hedge. the spooks can roll to hit as normal
The standard requirement of needing o roll a 6 is ignored
since theoir cthorcal nature allows the spooks o0 move
straight through the solid obstruction




If wou can get them across the table fast enough, ethereal
roops are obviously excellent at assaulting  defended
Posilions.

Secondly, and more importantly, ethereal creatures
cannot be harmed by ordinary weapons, so frenzied
Chaos Knights, 2 charging Stegadon and other ferocious
combat specialists, all so lethal to ordinary troops, are
rendered worthless, Only magical weapons or spells can
actually damage spooks, so be wary of characters who are
likely o carry such items,

something that should set off alarm Bells for any Undead
player is the deplovment of a single mounted character
This usually means a ‘ghostbuster” is about to be
unleashed. Mo doubt armed with something like the
Banisher Sword (against Undead cach wound eguals D3
wounds with no armor save), this highly mobile character
can quickly hunt down your slow moving spooks and scal
their doom.

Remember, in common with the other restdess dead,
spooks are not affected by poisons or toxins, 5o the
Skinks" poisoned javeling or the Witch Elves’ poisoned
blades lose their normal +1 Sirength bonus when
fighting Undead.

The major exception here is the warpstone based
weapons of the evil Skaven. So Jezzails, Warpfire
Throwers, Poisaned Wind Globes, Plague Censers, the
Skivven Assassing’ weeping blades, and the Yermin Lords
Dovom Glaive all cownt as osagical and will itherefore affect
Undead, including the ethereal creatanes.

The worst army o face when ficlding ethereal troops is
Chaos Dacmons. Becausce of thein prariicu l:ar maeane, all
Dacmon attacks are classed as magical and can therefore
damage spooks as normal. Ouch!

Of course, even in the simuation where it is impossible for
the enemy to actually inflict any wounds on the spooks, it
is still possible for them to win the combar since the
overall combar result is not wholly dependent on wounds
inflicted. Therefore a lirge unit boasting the full +4
combat bonus (3 ranks and a banner) is more resilient o
ethereal troops, and from the Undead players
porspective, makes a much poorer choice of targer,

=, .
Shooting

Just as they are immune o ordinary combat weapons
cthereal troops are immune to the effecrs of ordinary
missile and war machine fire (excluding the Skaven
weapons mentoned earlier). Massed bow fire, crosshow,
or handgun fire or indeed Organ Guns, Volley Guns, and
Doomdivers are useless against them. This should make
spooks an ideal choice for artacking the enemy’s fire base
but, of course, missile troops or war machines will
commonly be deployed right at the back of the enemy
lines and therefore generally out of reach of vour slow
moving (drifting?) troops.

Because of this immunity to missile fire an interesting
point arises if ethereal teoops are deploved in front of an
Undead force. Do the spooks protect their brethren
behind, from the effects of the bowfire?

What actually happens is that the enemy missile regiments
can still make out the Skeletons, etc., behind the
shimmering outline of the insubstantial ethereal troops
and targer these troops instead. Given thar they are still in
range, the missile fire goes strajght through the spooks o
hit the desired target behind.

This stops unscrupulous players using ethereal troops as a
foolproof shield for other troops behind them.
One further point. The arrows generated from the Hail of

Drvate Arvone or fired from the Bowe of Loren are classed as
magical and so damage ethereal troops as normal.

Cactics

I have included some of my ideas concerning the use of
ethereal troops which | managed to put into pracrice in
WD25T when my Vampire Counts army was locked in a



bitter battle with Chris Harbor's High Elves.

Wraiths can only be chosen as champions for certain
Undead regiments and are therefore selected for their
ability to carry 2 magic item, accept challenges and
penerally wrrorize low Leadership roops. In the battle
with Chris, my Wraith champion survived a challenge with
the High Ell General who was equipped with the dreaded
Banisher Sword and even managed o redoce  his
opponent o4 single wound, This made killing the Elven
Lord with my Vampire Count in the subsequent turn a
relatively easy task Mo many other repimental championns

woukd fare so well.

An excellent role for a Banshee or Spirit Host is w provide
a supporting force for 1 main block of Skeleton or Zombie
wirrlors. Since Ghouls can march move, they are really
oo fast for the Spirit Host to keep up with, although
Banshees will match them pace for pace. If this main
regiment 15 threatened by charions, for example, the Spirit
Host or Banshee can step forward 1o absorh the charge,
negating the powerful impact hits. Although  ethereal
troops can move through solid objects they cannot move
through other roops and the same applies in reverse. 50
the chariots cannot move through the spooks (o impact
against the Skeletons or Zombies.

Once the main Skeleton or Zombie regiments engage the
encmy, the Spirit Host can engage the flank of the
opposing unit safely out of the way of the enemn
characters and more pointedly, their magic weapons, Of
course, in subsequent turns the enemy characters can
move around to engage the spooks but this leaves the
Undead charerers leading the Skeletons to have a field
day against rank and file troops. Returning to the batcle in
WD 237, my Banshee did just this in the conflict between
my Skeletons and the High EIf White Lions of Chrace. My
Skeletons were equipped with the Banner Of Defiance

Ot this month are four new lords of the night. Clad in
armor are the deadly Blood Dragon Vampires. These
tearriors are on an anclent guest to prove their martial
skeills, mstead of brute force, the Labmian Vamfrires use
their seductive beauty to trap their foes,

and this meant | could not pursue the Elves once 1 had
broken them. Crucially, however, involving the Banshee in
the combat meant that 1 could utilize her 3D6" pursuit
miowe (since her basic move is greater than 6") 1o easily run
down the flecing enemy,

Pinning down lone monsters, Swarms, Kroxigors, or
chariots, erc., is another worthwhile goal to accomplish
with spooks if vou can manage it. Since such lone targets
boast no rank or banner bonus you can tie them up
indefinitely. Apainst good plavers, however, this can be
VY Iriq'k\_.-' sinee the e ATeE avi ||‘|i||l_1.' of their TP showild
allow them w ouwtmaneuver the slower Undead, You
won't see this tctic showased in the batle report with
Chitis since there was no suitable targer in the High EIf
force. However, we actually fought this battle twice (the
first was brought 1o a premarure end when 1 killed both
the High Elf General and his mage with the Curse of Years
spell powered np with Toral Power). In the fiest game
Chris had chosen rwo chariors as part of his relict force, In
this battle | managed to block the charios, charge with my
Banshee and, after they veered away 1o take up a better
position, 1 was able to charge them with my Sparit Hosc 1o
the ensuing combat phase the spirits killed a single chariot
horse and, being ethereal, could not be harmed in return
In an appalling mm af had lock, Cheis’ charines broke and
were cut down by the pursuing ghosts. Okay, | admit | got
all the breaks but it goes to show what ethereal troops are
capable of if vou use them correctly.

Try comming up with your own ideas for geming the best

out of spooks — they really are a lot of fun © wusc
Incidentally, Spirit Hosts and the like make good
conversion  projects —  headless corpses.  cowled

apparitions, etc. Let your imagination run wild. 1've made
an overweight Wreaith, garbed in tamered rags. who I'm
corvinced would gibber incessantly and terrorize all whao
approached. 1 call him Gor-Don.

e =

e —  VampireCovuts.

HWertinnted Hiood iy




~ Wh
8 (

Gordon
Davidson

Catachans! This is their

Gardon: |t all started around July 1st, 15
days before Star Wars: The Phantom
Manace was going 1o hil aur shores, and my
mate Lonnie had just arrived from the States.
(Lonnie’s one of our trade sales managers
from GW US who was ower visiting). We
were sitting around at home, Lonnie was
browsing through my copy of Codex Imperial
Guard and | was fiddiing with the new
Catachan plastics sprue (it's a hard life!). We
were both talking about all the new troops
and changes in the Codex.

Lonnie Mullins

After a lengthy conversation on all the new additions, one of us
commented how he'd always fancied collecting a Catachan army,
The other replied, “That's funny, ma too.” The next thing we knew we
were sagerly culting up the tew sprues of Catachans on hand and
assembling them. Before we knew it we had decided 1o paint a
massive |mperial army in the short time Lonnie was visiting our green
and plaacard land

That first might we planned out our whole force, how much we
reckonead we could paint in the time allowed and a punishing painting
schedule, Al the time of writing this we have complated a Commarnd
HQ., a platoon of thirty men, a platoon of twenty men, and five tanks.
This has taken around four weeks so far and gives us a solid core an
which to expand to what will ulimately be a very large Imperial Guard
army. So why am | drivelling on about how many man we've made?
Wl e of Uwe things | am always nagging Mr, Sawyer about Is how
we nevar really pul any aricles in White Dwarf on modeling an army
all the way from beginning to end. He tumed around and said, “Go
on then, why don't you do 1% (knowing fuil well he'd let me down —
Fat Bloke),

It was time to put my money where my mouth was (damn, spoke foo
soon! — Fat Bioke), So here goes.

The Catachan Devils Imperial Guard army (so far!)

ATACHAN DEVILS!

Gordon Davidson and Lonnie Mullins are a pair of rather
enthusiastic hobbyists who are also lucky enough to work for
us. Together they've taken on the epic task of assembling and
painting a huge Imperial Guard army using the plastic

story.
ASSEMBLING YOUR CATACHANS

For me the assembly of your models is just as, if not more importan
than the overall finsh, With a degree of thought great looking models
can easily be atiained. The first thing to consider iz what kind of 2
pose you want to achieve overall. IU's very ternpling to cut all the bits
off your shiny new sprue and start giuing your models fogethe
immediately, but if you take some fime o putl differant torsos on
different legs and try different heads at different angles your patience
will be rewarded. We used blue-tac or sometimes just held them
together. Only once we'd lound the combinations we liked did we
introduce Glue.

| have to say that with our Catachans, the major deciding factor on
how to pose a model was the legs. The varous leg combinations
radically alter the way the finished model looks [check out the
examples opposite). It has to lock right, but more importantly ‘feel
right, For example most of our shooting poses are bullt on the legs
planted firmly on the ground. The torses tum to face the front and the
qun arms only run along the front of the body. This means that when
you place e head on, the legs and body will be tacing Torwand and
this looks like a natural shooting pose. | aways face the heads
looking along the barrel of the gun, though Lonnie sometimes tums
the heads as if they are scanning the jungle for targets — it's all &
matter of personal taste. Both Lonnie and | preter combat poses,

With the running legs it is much more apgropriate to arm the modeds
with close combatl weapons and finng ‘from the hip' to gve an
impression of charging. As you can see from the models shown, &
wide variely of poses can be achieved, from advancing through the
jungle to blazing away up into the trees. When posing the grenads
throwing models, note how the torse is tumed to give a more naturs
throwing pose.

| have to say, modeling with the Catachans iz a defight and tha very
way the models are sculpled makes it easier to put almost any
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LONNIE’S GUIDE TO PAINTING A CATACHAN ARMY

SFTJ?' your Piifﬁ Jll
models black winible
o well-veanlared e A skin

arcas with Dhwarf
Flesh Ounce this is
dry apply a
Chesinut Ink wash
o the whole
morde]
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water o thin dows
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Lightly drybrush
Z Camo Green over
any clothing on
the model Now with
Bolegun Meul
pick out any
doy-tags, stads,
belt buckles, and parts
1:IE 1]1{ II!H‘.IE :Fﬂu d::l'll
appropriat This lcaves
only the bandinas which
we chose to bhe cather
blasck or red

ares. preferably
outside. Oince the
black undercoat i dry
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spray paint {or you
could simply paint
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onto the combat
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III'ICFJ!!} OvEr th

models. Leave to dry
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drybrushing this
aver the skin
leaving the recesses
darker. Pick owt
the guns, belt
buckles, boots, and
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models in black.




The Citadel Journal has been running for nearly six
vears now and continoes to go from strength to
strength. With a reguliar bi-monthly sloc, the Journal 15
the perfect ome for the devoted hobbyist. Every issoe
has 96 pages of hardeore hobby articles, covering a wide
range of different game systems, not o mention
modeling articles and cool conversion ideas.
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Congueror wank rules

Dimeadnought specal rules
Orie Freshooterz, WHC
Witkch Hunlers, Comrmasar
“Fraining Squads, ard moral

]
S SPEGIAL - FANATIC PRESS SPECIAL - FANATIC PRESS SPE

This month Fanatic Press goes into overload with a whole plethora
of new books. If vou're completely mad about gaming, love
making and painting armies, modeling your own terrain, and
creating your own house rules and scenarios then Fanatic Press is
the place to be. You can guarantee that no matter which games you
play there’s bound to be something of interest to yvou. Just take a
look at some of the great stuff on offer...

Inside the latest Citadel Journal:

IMPERIAL ARMOR SPECIAL: A chance to see the great
range of high quality conversion kits for Imperial tanks,
Il:st;rrhur with r1,:||r.~: fir SIS rHL-ln ir BRIV,

INVASION OF TOR YVRESSE: A complete campaign

for Warhammer which pits the noble High Elves against
thein haved bretheen the Dark Elves,

GOREAMOREKA "EET SEEKAS: (rk Mekbove are
constantly coming up with kreed inventions for the
hapless bove to fry ouit. Check out the latest contraption
o roll our of da Meks' Workshop.

EPIC EXODITES ARMY LIST: The Exodites are a select
vl ol Eldar who booke away Delore e Gread Fall of
that race. Full rules and army lists for using them i
your games of Epic, together with miniatures
COMVErSIon s,

This is just a small selection of the features in issue 35
and as il that wasn't enowugh, every issue also has regalar
slots with DOK BUTCHA covering modeling  and
hints and tips, WARWICK'S WORLD
offering sape hobby advice rom the mad viking himself
- Warwick Kinrade. while in WARPED VISION yvou can
marvel at other readers” artwork.

conversion

CITADEL JOURNAL 35, 96pg  $10.00 CDN $7.99 US

GET THESE AND
OTHER L
BACK ISSUES

FROM GW MAIL
ORDER. FOR

Journal

‘3‘“ -
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MORE DETAILS
CALL:

oo EH army kel Dark
Eldar in Epic 40, Siatar
of Baitle novioes, monsiar
Gorkamars scenano

Slage ol Tor Alesal
auspar-haavy vehickas in
40K, Oullras lor WHL
Mecrorunds leran.. .




FANATIC PRESS SPECIAL < FANATIC PRESS SPECIAL < FANA

Gang War contains everything

for the Necromunda plaver. This
month sees the release of issue 4
with 48 papges of Necromunda
house rules, scenarios, new
gangs, and modeling projects.

lhere are rules for Sepoar Miner
pangs, another installment in

our Deeper Underground
campaign, beef ap your gangs

Plick up Gang Wars 2 & 3 by calling the Mail Order hotline.

FULL OF IDEAS, GOT A HOT ARTICLE? THEN WRITE FOR FANATIC PRESS

Don't forget that all Eanatic Press products | What we want:
are written by gamers for gamers. So

whatever vour favorite pame is, get
sending in those articles o us. We want
house rules, miniamres conversions (the
wiackicr the bewmer), termin making
prijects, campaigns, and scenarios, We're
interested in hearing abour what YOU! are
doing. We also like o see what you're
doing as well, so don't forger 1w send
photos = without them we can’t publish
your article.

with Hive Ken Skills, look our
for those muties with these
tactics for Scavey gangs, Plus
double cross vour mates with 2
set of double-dealing scenarios.
Finally the very best in
conversions and Mail Order
special deals in Hot from the
Forges and Outlaw Trading Post,

Firepower is loaded down with
evervthing tor the Epic 40,000
player. Epic sicge tactics,
scenarios, modeling, you know
the score. Just take a look at a
selection of the articles in
l-'ir:'|11m.':*r issue 5

Fight ot titanic wars with this
detailed EPIC CAMPAIGN
SYSTEM

PENAL LEGIONS, they 're the
worst scum in the Imperium, bt
these criminals and curthroars
make for some brave troops

Cret the most out of the
Emperor's finest with a whole
article on SPACE
MARINE TACTICS.

S LILTHD CIMN $H.00 LS

FIREPUWER 3, opg

Disparch the rightly
feared ORDO
MALLEUS against the
hordes of Chaos with
these new rules for
this detachment,

Tyranids present a
whole new challenge
o both sides, even
more 50 with these
extra TYHAMNILY
SCEMNARIOS

age, where you're from, which
games you play, and so on.
Send your articles, or for a full set of
Pwriter's guidelines write oo:

= A scenario or campaign, tricd and
tested house-rules or tactics, ideas
for modeling, converting and
painting Citadel Miniatures.

* A review of a tournament,
convention, or club that vou have
arvended,

= Articles must be accompanicd by
photographs of vour models, games,
vourself, and yvour fricnds.

= A few details about vourself -

T I1.I'-1I1-.ll.||b'\lﬂl, HLMREH,
Games Workshop.
Willow Road, Lentomn,
Nottingham,
NGT 2WS = UK
e-mail: fournalilgames-workshop. ook

your wehsie: weeee Blacklibrary.co. uk
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Lord Solar Macharius ‘was the SUerrnﬂ mllrtﬁqr
commmander; 5 master sirategist and’ tactickan, and
the ‘model by which all present imperial Guard
Generals judge themselves. S Macharius: was a
visionary, with a dream of conquest thal strefched'to
{hie. western limits of the galaxy-and beyoend. Likeall
great - commanders, | Macharus: was -a * highly
charismatic. man. who insplref iftensa ioyvaity and
devotionin his- fallowers, He insisted on -sharing
every dangel and hardship.that his men faced Ard

was ngwer. shy of leading the batiafing parsonally ™

with no ragard for his own salety. He was ndnless m
e pursuit of Ris . ambitons and such was his
magneimsm. that his subordinates gladly. shared, his
mergitess “anlhusiasm  for ' conguest. - whataiver
prifeals hey had 1o endure

“Macharnius rose o prominence in the early Forty-First
bllennitim, durng -a- time. when the Impenum's
pover was an. the asc&rbdsnw onca 'mare. Tha
grievous  spirtual and  physical wounds of - the
Apogtasies had all but fadad and ence mors Mars

had reconciled its ditferences with Temra, and the.Cult

of the Machine  God was again an integral part of the
Emperor's domaing, Al the conciave of Gathalamor it
18 said that nearly eight Kundred of tha Space Marine
Chapter Masiars madea the periloss joumsy to renew
thelr daths of loyalty on the day of the Emperors

CABeanision. |t was at this fime of growing Imperial
hope and ambition {hat Macharius was to'shape tha
future of all manking.

: Machirivs was heir to the ruler of the impasrial world
Bonia and already a Beneral in-he imparal Guard
by his sany twenties. His briianl leadarship during
the crushing of Ake Rexane Mebellioh brought
Machariss ko the aitenhon-of the High Londs of Terrs,
as it was a-danng sirike at Roxane's stronghcid that
swiflly encad the war.and allowed Macharius® forces
to rescua saveral  high ranking officials, - amongst
them: tha Lord Commander Solar Phillips, Prilips
retuqraeﬂ‘ Magharius" milidary geniug and. ook him
48 his -eCont-in-goriimand, wnaming. hi as. fis
successor, 1 was _a{sn “during” Hasscampasgn that
Machan s eamnd 1he MsEdet of- We, man who would
become his Gendfals doring his greal recontuast:
Sejants (Macharuss sousin], Crassus (g Celanal in
tha Donlan-military), Tarka of Hymenes, Amanof the
Mallonites Lysander of Chonpoli, -ant Cyrue, the
Archduke ol Larentipe. When-Phjlips was kiled
during the Lemor Landings, Macharius mhesited the
Arank ol impdtal | Latd - Commandar 'Salar, the
youngest man averta achieve therposition, With his
‘ngw power, Macharigs'declared he would assemble
ifve greatest amyiihe Impedem had seen since the
Emperor himself led the Grgal Dmme An that &
whnt he did:

'l-"v.rlth the Lord Commandear Solar driving. his man
fornand at a braathiaking pase, world alfar world was
brought info the liaht of tha:Emperor.-Many of hese
worlds were previausly undiscovered,” others had
falien: to  aliern faces or rebellicn; - while some
farbored. human.  Givilizations that - had  neaver
encauntered the Impenum. Whone his agvancs was
rasisted, MEchanus would boing 2l of his mignt ta
crush 1ha enemy merciigssly. He would bombard
cities inta ruins fram orhit or order the wholesale
slaughter of “the “peopls arrayed agaipst him.
Howewer, Macharis also had a great deal of respsct
for-an cpponent who put-up a wanhy fight and-on

more than prieoccasion ha Lord Gommanoer Wik

accapt the suronder ofla: planatary nier and then
give: him-a force o command in the continung
campaign

Macharius was also an gesthete and commanded his
Iolkawers 1o eréct glomous temples to the Emperar
and statues to commemorate his and his Generais’

Lord Bnmmandar Solar Macharius was undoubtedly
the greatest Imperial Guard leader of the Age of the
Imperium. Gav Thorpe reveals more of the history of
the man whn hecama a living Ingand. 3

- |

victorigs.  He was. a man of much passion amd
whenevar he parsonally sommanded the soldiecs; |
they shared his passion and wapld hrow themselies
inbe - thve - baiife. witl) vigoy and  dsterivipation. G
Thoth, Genraral Arrian himsed! was. 50 indplrad by
Macharus’s exampla that he personally led 1h3[
storming of the ron Wail, [osing an eye in the vicious §
rlose fightieg et anziied, bt emenging tn.fali-‘l
victoriogs,  On - the world. of -ducha, five regifeits
réfuzed the order io withdraw for restipply and foghl |
on for-five more days with- minimal food and waber, |
ending-“the_awar. gix ‘months soonac than was |
axpactsd, Everyons in Macharnis’ armiss was fillsd |
with the same.sanse of haste and purmose andin a
[itila” mora Mhan seven pears over one H‘mu.aar‘v:lﬂ
plangls had Been claimed of seclaimed'in Machaniug: |
and the Emparors name. . - ¥

Howsaver, Macharils's armies could not fighl-rever 8
Everyiman, from the lowliest frogper to the Generals |
themsetves wire mentaly and physicay axhagstad,

Mot only' that, but . Macharibs's blictering, advomogs
hiad Brought. tham 1o 1he adga &1 the ‘galaky isel ?
whiste 1he distance belween the stars is vast and the |
beacon: of the Astronomican is. but 8 faiol”echo 8
Thase were: the ‘Habki worlds, the Cld -Stars: e

Ghost Bealm thal had not boan seen by humanity fo &
fifteen thousand years. Tales abounded amang thel
siiperstitious ' soldlefs” of worlds where 'phantoms &
haumead the skés-and drank the blood of men; o &

words swhefe. mer -were  consumed. by” vastl

machings, their bones-and ogans ground inta food §
to sustain thenext generation; of worlds where men 1z

-had bred with Insects So-thal they had grown wings o
CAN EiE RyRs W milti-tarata crystals of woelos B
"

whera ancent aliefl racas of unlnld.glnab{e powal

would” abliterals  any ‘who dared 'spproach. . Here ©
mutations and deviart-evolution had t3ken hold &nd &
the forces of Machanius ware oftan forced to ‘desiroy. ©
a8 workd to expurige its faint from the universa. X

After ‘sgven years ‘'of ‘relentloss; hard fighting, §
Machariug’ men colld 8o no forther. At the very imits B
ol-hurman space; they balked at the great darkness
siratched befare them. MBcharus's spirit was &
broken, his greatest ambitions thwarted by the men
wit had alegady given semiuch. Macharius drowned
his sorrows in fine wines and ligears, staying for days
at a tima in hie etate’ foeme aboard. hic fiagehip,
When “he "did ‘eoperge it wiodld be fo rant: al his £
commanders, - agcusing  them: of dreachery, and 4
betrayal. Hewould pore for days ower ancient star
charts and accounts of the mysieres thal lay baeyond
tha adge of the galaxy. Finall his fated wrscked
wilhagony -and’ tears -upon- My chask; Macharnius
ordefed the fleats ta retirn to/Impers! Bpace. The {F
last world’ he had -conquerad.s Leminius, becg.mi

hrvwint s UG WiaGhar ia, =" Macleius®s  Tin :
conduest r_

Cnithe long jowmey home, Machariss sickened.ang |N
ded. The physicians and apstbecarios sdid that if ﬁ
was a deadly virds Teem the jengles of Jucha, but 55
Macharius’s generals knew battsr Without !hem 5
ol greater cangquesls, the Lord Commander

had simply kst the will o lve, To this day, thousands
filg past his greal mausoleum on:Machara ovary |
week, - dlthough his  domains have  long, sifce ¥
fractured and been brokén asunder. Macharius. is [
réverad As the Impeanum's graatest haro, ol iy for §
the many words ‘fe. brought urider the: Empesors.§
nilg; but glgo 10f dhe gll-sacnicing and. unrsantng §
example thal: he sef The greal apic by the poat ;’
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Flanios retords the trivmphs - and trbulations of
Macharios ant it &-a. custom 1o read The Age of 59
Macharius' Upor the day of the Emperars Ascensio
on Machana and those workds the Lord Gommaridse
Holar. conguerad
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"RAND TOURNAMENT
©, 2000

Rev your engines, sound the trumpets, and prepare
rourself for the ultimate in Warhammer and Warhammer
40,000 battles! Whether you are a grizzled veteran or a new

pretender to the throne, the time has come for the vear

2000 Grand

Tournaments! Read on, sign up, and come join the mayhem . . .

First things first
egin at the beginning they alwavs say, so betore
B‘n e tell vou abour all the fun and excitement
involved, it would be good if we explained exacthy
what a Grand Tournament is in the first place!

Originally the brain-child of game designer Jervis
Iohnson, Grand Tournaments are weekend-k 1
gaming fest Participants test their merttle
against a whole host of opponents by plaving tons
of games of Warhammer or Warhammer 40,000, 1t is
# great chance o meet new comrades-in-arms, talk
strategy, trade painting tips. leases, hang
out with Games Workshop s cally game
the entire weekend aw

just abour trving to find out who ©

butt on the batdefield...

£ 3
How it works
In the Grand rmament, pl: s arc awardec
points for barttlefield perfo €, minarure
painting & army appe;aran army selection, the
alFimportant good sportismanship, even the
."G!IHI'III:.- :-'i“}' Direaded l-\r1r:-~.=.'|u|;|:;_1|-;_' iz

Gaming all weekend?
The Grand Tournaments start early on a Saturday
morning, and with only a few br for lunch,
dinner, and some time for the judges to catch their
breath between rounds, we run organized games
with some very tough scenarios all day long.

The evening is for rest, op ming [(Some can't
resist), visiting the Mail soth to see
what advanced release goodies they've broughr,
and of course the infamous Sawrday night Pub
Quiz - rollicking, ver relaxing Trivia zaniness,

Alver o pownd might's sleep we swart ;

morning for a t more b

an Awards ceremony and a final Waaagh!

And everyone wins
i‘LnlnL, is winming! Hulu '-ih l|‘|1: -
¢
= vinning situation. Priecs
irded for o es, and there i N
lots of fricndly, but still very tough competition.

How can I join the fun???
The next few pages have a list of where upcoming
Grand Tournaments 1 b, a5 well as all the details
vou'll need o join the carnage

1999 BALTIMORE GRAND TOURNAMENT
WARHAMIMER 40.000 SIDE
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Where & When

We have THREE different Greand Tournament 20040
sites scheduled as of right now (see below)

W-’dﬁ_ﬂ R -'-J-'H

PLACES & DATES

Baltimore Warhammer Grand Tournament
i The only All-Warhammer event)
When: March 11th & 12ih

How you can enter

Space in Grand Tournaments is limited, and
applicants will be accepted on a first come, first
serve basis. We have expanded all the Grand
fournaments this vear so even more people can
attend, but having said that we sold out in record
time last vear. If you are interested in playing, fill
out an Entry form and choose the event you'd like
tor attend (vou can sign up for more than one), then
get it to us as soon as vou can. Onling entry forms
Can alsiy |'H; 1.| 1111 I'|-;| O :|_|}|;_- {.ﬁ“'i'[l._':\ W [ |:|']»..:w.|!|q|p [LE I_'I:')hl_ll.,'_

Last vear we made great use of our Waiting List, and
many plavers jpined us due to cancelations, so if ar
firat yvou don’t succeed, make sure o get on the lisg!

Baltimore Warhammer 40,000 Grand Tourmament
(The only All-Warhammer 40,000 event)
When: March 18th & 19th

What are vou waiting for - glory, Fane, a weekend of

Seattle Grand Tournament 5 i
battles, and a whole lot of fun are waiting,

{For both Warhammer & Warhammer $0,000)
When: Aprnl Sth & 9th

See & take part in the hiden'us
{ FRENZY that is the PUB QUIZ!

Chicago (zrand Tournament
(For both Warhammer & Warhammer 0,00
When: May 13th & [4th

g B . o T

What about the rules?
Fhe core rules can be found if vou flip the page,
however, every vear we fine tune the Grand
Tournament nitty  gritty, scenarios, and army
selection. Wi practice and test drive rules in Staff
lournaments and leagues, and wrack our brains o
figure out new ways 1o challenge plavers. This way
it is not a matter of mastering the system, but
learning o be a master of vour chosen army, All of
the exact rules and army listing sheets {and army
building tips) will be found and cleary explained in
the Grand Tournament Pack that will be sent teo you
soon after you've entered

PUR QUIZ QUESTION
Q: Whai is 1t

full mome of the most
¢ Oirk Warlond

the Vi
A Ghagghkull Mag Urak Thraka {even
wee had 1o kiok that spelling up

an youn speel] it e




WARHAMME|

RULES & GUIDELINES

Ihe general rules for the Warhammer Tournament are straightforward - vou must use the same army for every game that
vou play in the Grand Tounsunent and all the models must be paimted Citadel Minisatures

* No more than 2,000 points may be spent on the army
* Armies may not include any Special Characters, although you are free to use the models to represent your own Generals
and Heroes

= Mo allies, with the following exceptions: Dogs of War Regiments and Regiments of Renown found in White Dwarf.
Chaos armies may take Chaos allies, You muyst bring the rules for any regiments that you wse,

* Dogs of War armies may use the Mercenary General rules found in White Dwarf #234

* Forbidden Rods may not be used (hence the name ).

= Mo Wizard may have more than four magic levels

= Total Power is barred. If the card s drawn from the deck, discard it and draw a replacement

* Mo Greater Daemons are allowed. Greater Dasmon models may be used to represent Daemon Princes.

* Tomb King armies may be used

* Dark Elf and High Eif Repeater Boli-Throwers cost 100 points each,

« Stegudons may not be formed into units,

= The Magic ltem Amendments from the Magic Revisited article in White Dwarf #222 will be used,

* Magic Items Per Level from the Magic Revisited article in White Dwarf #222 will be used, Please note that Virues,
Vamypire Powers, Chaos Rewards. and Chaos Marks do not take up magic item slots, but their points do count against the
total points in magic items you may spend.

* Creale an additional force of up o 300 points to be used with your army in one Special Scenario! These points may. be
spent on troops only (no magic, characters or war machines) and can be from your army or any ally your book allows.

——— = S S— ==

Keep an eye oot on the Web or White Dwarf for additional army hsis updadtes, {'Ig;il'l'l-_-'. -‘|.|1|1:'|'|1.'|,-|.| articles, and rules

quernes. Some may or may not be approved so be sure o give us a call if vou have any guestions

The eeneral rules r'nwu Warhammer 40000 Tourmarm . ; LT ) Ty Eme w
u play in the Ggand Tournament and all the modé s s

we than 1,500 poin®may be spent on the arimy.
t of one “detachment™.

available for thggarmy, it must be used, otherwise M areny lists in the Warhammer 40,000 Ruleb
-

n Foree Organization Chan, "
cler models ma be 1_|-;:'-:_| o ref “normal” chargeters if desired,
: elites, or troo if it has am armor value you .';||||1|'-t1'|ri|1:.._'
lo Chart p,

1. will be in e : O
= Mrhite armic lelllllllLHIt'.Il #2 e aklls : heartily don’™ recommen

* The Jungle Fighting r e i i boaby fonne

ol be used.



Costs & Registration
Due to the nefarious world of insurance Trolls, no
o wneler the age of 16 s allowed 1o enfer. Anyone
under the age of 18 must get cheir parent’s (or legal
puardian’s) signature for permission 0 atend.

Costs to enter one of the 2000 Grand Tournaments
will be §175.00 per person. This includes one
night's lodging (Saturday night), lunches on both
Saturday and Sunday, all admission fees, and vour
very own A0 Grrandd Toornament r-shirt

You may extend vour stav ar the Grand Tournament
by adding Friday and/or Sunday nights at the
additional cost of #110 per night. If yvou don't live in
the area we recommend you add Friday night since
play begins premy early on Saturday. Payment for
Grand Tournaments (including any extra nights
stav) must be received with vour entrance fee for
both Baltimore events, or by Feb, 1st for Seartle, and
March 1st for Chicago. Failure o pay on mme will
result in the loss of your guaranteed sl

Laxt vear's Balttmore Gramd Towrmament judges deep in thoughe.

Still undecided?

S0 you're hovering on the edge - should you make
plans o in a Grand Tournament, or mavbe just
use that weekend to clean up arcund the house?
What we hear players exclaim year after year is how
much fun they had over the weckend. Yes, there's a
well-run schedule. Yes, we pack in a lot of games
Yes, it's a great excuse to finish that army that never
quite gets done otherwise, While all this is true,
what cannot be duplicated anywhere else is the
ringe of REntastic plavers from all over North
America who join the fray. To meet new enthusiasts,
see old friends, and play exciting games for the
entire weekend is an unbeatable blase
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WHAT YOU'LL NEED TO BRING

Games Workshop  provides all the tables, scenery.

scenarios, and dice for the tournament. Plavers are

responsible for their own spells, templates, rulebooks,
| Codex, army book, or any White Dwarfs with rules you
| will be using. & a painted army of Citadel Miniatures!

|
I We also recommend you show up prepared to play! Tf_yuul Q
number ope goal is to play games, have fun, and A
yourself then we guarantee 1006 hobhy happiness!

i

Imperial Tithes & Cancelation
Grand Tournament Entrance Fees dre non-
transferable and vou can pay for your entry by
personal check, money order, or credit card. If vou
are not accepted, there is no payment whatsoever,
and any entrance fees will be irned o vou in
full. 1f accepred you may still cancel, but you are
subject o the following conditons

You may cancel at any tme up o two weeks prior
to the Grand Tournament for a full refund minus a
10 service fee. IF vou are forced 1o cancel with less
than rwo weeks notice, vour refund is entirely
subject to our ability to fll vour entrance spot.

The address to send payment, as well as how to
contact us with any gquestions can be found on the
following Entry Form page

What happens next

After vou've sent in your Entry Form and paviment
we'll get in touch with you to

¥ confirm your entry and send out a

Grand Tournamentr 2000 Packet

including vour entrance rticket,
and all the info you'll need
Then you'll have o whip your
army into shape, and get ready to
have a fantastic weckend,




IMPERIAL RECAP

Where: Baltimore (WFB Only)  Baltimore (40K Only) Seattle Chicago
Whes March 11th - 12th March 18th - 19th April 8th - 9th  May 13th - 14th
Cost $175.00 per person $175.00 per person $T75.00 per person  $T75.00 per person

Faryanmc B w/Eary Fanm Paryuiacns Due i Exmry Form Puymen Dues by Febmsary 151 Parysoeenat Due by Maarch s
ReQIStralon: Each event is on a first-come, lirst-serve basis and space is limited. You may sign up for more than one Grand
Tournament and we are accepting entries for all of them, but as you cannot be in two places &t ance, you may only play on ona
side (Warhammer or Warhammer 40,000) during each particular event, There is no lottery this year so get your entry in earfy!

- astonmes SerwiGe: Any questions? Please don't hesiate 1o give our Guslomar Service Dapariment a call at 1-B00-392-8820.
‘Mail Form l0:  Games Workshop - 2000 Grand Tournament Entry

6721 Baymeadow Drive, Glen Burnie, Maryland 21060-8401

You must MAIL in this form. ULS. Mail, Fed-Ex, and LIPS are acceptable. Sormy, we can not accept forms by any other method

2000 GRAND TOURNAMENT ENTRY FORM

MName: Age*:
Address:

City: State:
Zip Code: Telephone:

Ir1 Which Grand Tﬂl.l rnament Wi“ ""ﬂu be pﬂrti[:ipﬂting? [Pleasa Ml cutl & new eriry fom for aach GT you are emering)
UBaltimore - March 11th-12th (WFB ONLY) [Baltimore - March 18th-15th (40K OMNLY)

[ seattle - April 8th-gth Ochicago - May 13th-14th

In which event will you be Pﬂl"tici p&ting ? (Yau can ordy CNoCes O, S0 Clooss WSl
Uwarhammer Uwarhammaer 40,000

Which army will you he antering?

Will you require additional nights stay?: DFrIday night DSunda'f night
(Sorry, we can only get you additional days on Friday and Sunday.)

Do you require disabled access? ¥es [No Smoking? [dYes [No
Do you have payment enclosed? ves UnNeo If rea b sune o follow Payment Due dates as sesn in the Imoerfal Recan.

Method of Payment: Ocheee O Money Order O wvisa O Mastercard [ American Exprass 0 Discovar
Credit Card Number:
Card Expiration Date: Cardholder Mame:

Cardholder Signature;

| declare that the information given above is correct. | have enclosed payment of $165.00 to enter the 2000 Grand
Tournament, and $110.00 per additional night's accommeodation as cheoked off above. | agree to abide by the
decisions of the judges and to conduct myseli in a manner that will NOT bring our hobby into disrepute.

Signed: _ Date:

Parent Signature (if under the age of 18) Date:

*Unfortunately we can't allow players younger than 16 o take par in the Grand Tournament. Applicants under the
age of 18 years must have their parents or legal guardian's signature on this application.

Faal fres to photocopy thes fomm
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LEMAN RUSS EXTERMINATOR
$32.99 US §50.00 CDN

Sl VRS [yPERIAL GUARD TANKS
SOTS S50 0N AVAILABLE NOW!



“Better get your kit together, here comes the
Colonel..."” warned the training Lieutenant. At
his cautionary words, the Last Chancers
grabbed their weapons and equipment from
where it was scattered near the shuttle. The
Colonel strode over to them, hands clasped
tightly behind his back, his glittering blue
eyes sweeping over the assembled penal
legionnaires.

“Everyone is clear with the plan,” Schaeffer
said. It was a statement, not a question. The
Last Chancers nodded anyway — they'd had to
repeat the plan verbatim at least fifty times
since Schaeffer first outlined it three days
previously.

“You understand what is at stake here?” the
Colonel asked, prowling around them, staring
at each in turn with the pinpricks of ice that
glared out from the peak of his officer's cap.

“We survive this, we're pardoned,” said Shiv
calmly, picking dirt from beneath a thumbnail
with the point of his long knife. Schaeffer
fixed him with that piercing gaze for a
moment.

“Mo. That is irrelevant. You are pardoned
whether you live or die,” the Colonel said
bluntly, turning his attention away from the
knife-fighter.

“If the enemy can detonate their bomb in the
mineshafts, it'll cause massive seismic
reactions which could devastate the
settlements here, killing millions.” This was
from Brains, who alone among them could
fully comprehend the technical aspects of the
Black Legion's devious plan.

“That is what we are here to prevent, but that
is not what is at stake,” the Colonel replied,
shaking his head as if disappointed. He

'g newly released S
mv_ahm's cnaptelr N;

looked them over again, jJaw clenched tightly,
as it always was when he was agitated —
which was most of the time.

“What is at stake, Lieutenant?” Schaeffer said
quickly, turning sharply to the heavily scarred
officer who was nonchalantly leaning against
the shuttle’s boarding ramp. The Lieutenant
blinked in surprise with the sudden guestion
and then drew himself up.

“That's easy, sir,” he replied, a sly smile
turning the scars criss-crossing his face into
a twisted labyrinth. “Their immortal souls are
at stake.”

“Your immortal souls,” the Colonel repeated
slowly, turning that icy gaze back towards
them. “Serve the Emperor faithfully now, and
when you die you shall be taken unto him,
blessed for all eternity. If you should die with
weakness, dishonor, and impurity within you,
your souls will be forever ravaged by the
creatures of the dark abyss, a nightmare of
torment until time itself dies. Remember that
when we attack. Remember it well...”

Asg the Colonel walked up the shuttle ramp to
collect his own weapons, the Last Chancers
exchanged worried looks.

“How the hell is anyone supposcd to survive
these Emperor-damned suicide missions?”
snapped Rocket Girl, banging a fist against
the side of the shuttle.

I did.”

All eyes turned towards the Lieutenant.
Seeing the looks of incredulity across their
faces he gave a small shrug, his harsh
laughter resounding around the clearing.

by Gav Thorpe
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gestura from the Colonal,
g clearing and backiinto oo
Bl the nearby sentries. The succe
depended on the Lasl Chancers using
surprise and Colonel Schaeffer kpew killing®
would be difficult without raising the alarm.
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14:52z07 |
e, h 2 C ot ol Al : : Scope tookaim on paching Chaos Space Marine
- “p': BNAG SN &1 DG TF T SHAuias . sentry. Using pinp@ls ision the experl marksmen
targoted a weak spo e ancient power armor.The
i gnipar's shot hit thgs § Space Marine and ha fall to
14:48:20 S \ | his knees clutchin hroat, his screams inaudible
Scope l:nuwlﬂd lhruugh the undung is front. from his badly laceld woat. This in itself was. not
Without breal 3 his firing enough 1o kill him ibut the lens had entered his blood
position and| his needle stream a ments |
sniper ritle. § could make Lty
out thrae of § Space Marine sgntries patrolling . ; ]
the outskirts anding pad. “This is as easy as shootin
Taking in his Sun Hings he watched &s Focket Girl and fen e irrels.”

i the | ady 4:52%39 e
f ! engs! the ferns and palmsSS Vith the dead Cha ace Marina layingdn the clearing, |
Behind B “ingars aged in his pack for one of hi 3 Colonel Schaeffer bed his opportunity and pushed
special . ! orward. Shiv took the lead, sprinting past the corpse of
i 3 " Fy v + I tiof 3 Eeps
MNow in Doel aited patiently for the signal 1o the sentry. With the immediate threat of being Seendaken

ocare ol the rest of the Last Chancers conlinugd thelr
fforward advance, . \
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The headlong rush toward the landing pad.

,
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y

p toward the damaged
Chans Space Marine
the” four of them coul

= LH0d
i

Chaos fordes
instinctive rea

Instead Hero. W

up a small stge@¥and hurled it over the nearby
fence’so thal Mfattered off a collection of crates.
This was enough to distract the sentry and he
headed off in the opposite direction.

! ; =N
| Another sentry threatens to spot the Last Chancers' approach.
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TURN 1-3
14:48-14:59

-]

14:54:38 _ :

With the Chaos sHSRlGE Il wnz g% ol the Last
Chancers’ presence, il maved d covering. as
much ground as poss| L act that another
one of the sentries was B ESRAle 5!y close. Scope
opted not to fire upon as b ldn't afford to risk

iging the alarm. .

iddlen from view, Rocket hlﬂ. ided ]
Elargels on top of the | ad lhrnu-._] 1he
Br miesile launcher but KRSWEnCt to fire until the timea
Wvas right.

..and begin to gain access to the landing pad.
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14:55 g6
Az the Lash
Animal, De
around th
Colonel Sche
up the st

.
L ¥

cars arrived at the basa of the landin

Man, and Grease Monkey m

anning to climb the walls. Meanwhilgh

d the rest of the Last Chaneers moved

B lower ready 1o allack simultaneous
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On the other side
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Graham manages to lose every roll for control of his sentrias and with it any |
chance of spotting the Last Chancers before they attack.
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LAST CHANCERS TURN 4
» 15:00-15:01

40,000 = BATTLE REPORT - W.D. - 240

y scum and I'm
I'll ;et'them die!”

-
e
=
-
=

Biter shouted the ‘
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g Marines: Thelr
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but the. Chaos
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Damdaoiition Man
charge

38l6n shook the: landing
Last Chancers and

cover lo.avoid the flying debris
Just ona badly scarred Chaos
Space Maring picked himseilup
off the plastesl floot, onlfific
have Brains jump down [fGm
his positionon the tower ang
attack him.
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assault theRSUn ' '
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Warrior Womal
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the Chaos?
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proves 10 b a latal one, With W&rrlor Womﬂn and Shiv dispatched, the
Chaos Lord decides to deal with Brains personally.

a . . l
Chaos Space Marine's savag Mo in tum H{Ed tq

| Strika’a small bespectaclediman nr}b‘

CHAOS TURN 4
15:01-15:03
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nel, remember the
n Qd quit dancing

the demolition chargeghadlBleried the
reserve fofesk of the Black Legion anth 5 arted to
arrive in numbers. The roar of the englfRes heralded

the arriva®ol the Chaps Space 3 Iaring hey were
closely followed, by ancther G - arine s

and the two Dreadnoughts, At NS : reseryd lorde
was out of range-and upable to dil \'iﬂ’ sigh gy

of the Last Chancers bult it wouldy
would present & serous threat to f
the mission. ;

ot atl bad news or
ars as, the Chaes
Sn'rark-entered a
and an firing
s f}mpaﬂ',,-lrg
fhaos Space
horrendous
1 e cannon and
bolte g this tha reserve
force g s hasty advance
=-—._¥;_. planl@liro pad, anxious to |
thwartthelpunknown altackers,

15: 028>
With the%ehly viable targetl for the [
Chaos Space Marines to fire upon [,
being the men.in the tower, the
Chaos force opened up with all if
had, All but one gf the
ricocheted off of tha tower, how
Hero was. fatally injured.
despite the huge loss of b}md
foughton bravely.
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2ing; b “ dily a'uuar“ﬂratmg [ With his lightring

claw, As i gless formy hit  the “plasteal fioor Ox

hel'rc.wad with the death of his*friend. The Chaos

hen progeeded 1o charge info combat

with the LEI.: ,,# els o the fower, na'mfel':.r the Colonel, a
bioodied Hel : dangerously Bersark Ox.

Wie

: 2 ]11% gttacked the Last Chance
positioned AE and Hero opened fire

Colongl Maporized of TJ"I his |.]|.EI.'§|!TI.-1 pistol
combag - i 8 pther shots, includi ;s;
from R Gilt i sniper shot from Scope, failed &

inflict an cern Hamage on the enemy.
THEL g a
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L w | (.
Graham looks worried as the Last Chancers bagin to form
a strong attack on the objeclive

Sfease Mol and
tion Man, he scaled
the™ side of the  landing
spad. . and “ran toward the
AA=21PWD. As he sprinted
he took a pot shot at
the .Chaos Space M
mefting both power &
and the warped being within,




.'Gﬁm-::ars raached the;
he process of \sefting
Chaos Space Marings

Bng Colonel Schaeffer.

I bloody and short.
Marings atruek first,
fe attack whi
grew even more wrathi
e foe struck. In raturm
one in halt with-his p:
issed the hulking shape ind
him. His pravious wounds provégitoo mi
the valiant trooper died.

¥ 3
The enraged Ox knocked the life
opponant and with ‘am immarn
strength proceeded to throw the
Chaos Space Marine frcam"‘ih}-r.ltaw
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The victorious Colonel Schaeller ani
jumped fr HloWer onto the lan -
floor and gl the remains of the @Rfos |
Space Marifi@sqt i and Chaps Lord OK'rath

The struggle to gain control of the ubmctwe beglns
h.rr'l.:.akl I-n L!

o ™.

15:'[]3: N Ay s Seeing the SABOMmING e Space Marines, Animé
As the BiaGKSRIOn reserve: farce “,f'pr“"'ch”d ne reached for hid GREINSWOR W He strugk thé first tlow b
landing pa = e AIRDS- ppaetliy @ & bite of his Wies B not enaugh to penetrate theags
began, firing »° FOUNR ARG pjLIe. ick power arr enemies. Beforg Demolition Man
" i 2 L O act, the Chaos Space Marines
At the end of it the only Lasl
Animal — firmly gripping his |
chainsweord, su ILJr'IdE':I by his adversaries. i

On the other side of the
landing. ‘pad 'Ox fought
agaipst beth & 'Chacs
' S Maring | ard. &
,_har'npim'l‘ ar mﬂlii
ge power fist Th'B o

gat ended in ¢ stalemate

Br sida gould Ian-d

the other,

e brave Colong! |
e furlously, baitled
Srminakar-armored
S aly Lik'rath
aring = two
bunds  “from
ghtiing  claw,
ichaeffer struck
ith rightaous
@, His ‘master-
power  sword
d Uk'rath's armor,
yith ‘all his might the
rhal buried higs sword
Bp  within  the Chaos

Lord's torso.

Without pausing for breath,
he wranched his siiond
from therchest of his fallen
foe and hurried to join K
laltering assault on  the
objective. p

"""-y Cn!unel Schaerfer turns the tlde of the attau:k by personally slayung the Chaos Lord.
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' butin his eAraged
- state they hag no
effact, Ineglswer
to_this aN8ck Ox.
killad the Aspifing”
Champion whose
power fist was
poised ready 6 .
sliike - and” the -
last Chaos Space

Marine decided |, - A | -

e

that encugh was:
ancugh and fled

ydrgd to tuen

and face hirmg

15:04 :42
Colonel Sch
3'. halding out 8

ed the combat where Animal was
¥ Chaos Spage Marines, His power
Al right cutting down two of the traltors
i of wStruck. out-at the br
anged off Schaefier's Battered arrr
i aath.

RACE Marines sfriick oot

CHAOS TURN 5
15:03-15:04

i attémpt to stop him completingy

e

Animal fights off the Chaos Space Marines as Coloncl Schacffor joing the fray.

his miss

he

their .
And with - e
brethren  dyi
all around therm
the last of thel
Black | Legion’
defense

el BECk

o

i
Against all the odds (and Gordon's

expectations) the Last Chancers
are holding their own...
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Colonel Schaefier slays the fleeing enemies while Animal completes the mission.

Ox goes in where the
others have been.

15 06 :37 &2 ’ *
With the Chaos Space Marinesiiven off, Animal finished
A WD Looking up, he saw a melancholy
- learTying the brdised and blogded Colonal
over one [SHOUKEE and the iifeless form of Drains over

Jthe n’;har .

Thhﬂ.ll"-fl n nbers of the Last Chancers sii

ghh:ﬂtkr_: ungle and momants later the Ch
ed to.find the bodles of their breth
e landing pad, with no evidence afwh




ol

. /il

Rocket Girl tried to work out what was happening on

the landing pl rm. She could see a whirl of
fighting; Chaos Marines seemed to be everywhere
she looked.

“What the frag's

P “Dammitl” she spat at Fingers,
goin' on?"

At that moment, Fingers pointed over her shoulder
and she looked in that direction. She could see
figures sprinting towards them and she raised the
| missile launcher to her shoulder.

;. “Hold fire!” screamed Scope from across the woods.
o “It's the others!”

She watched in amazement as the ﬁur\rivlﬁg Last

EPILOGUE

Chancers came running back into the treeline,
Animal virtually dragging the wounded Colonel
Schaeffer with him.

“Come on!” screamed the psychopathic Killer au
they rushed straight past into the trees. Rocket Girl
and Fingers scrambled to their feet and as they
started to dash down the path, a tremendous
detonation roared out behind them. A few moments
later the shockwave overtook them, uprooting trees
and flinging them through the air to land in a heap in
the whirling leaves. Rocket Girl looked up, her eyes
meeting the stony glare of Colonel Schaeffer. She
gave a wild grin.

“Guese we did it then!™
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T&;ﬂrﬁrbg with Darth, Vader shu
Lo ticlimax! Anyway my point is if ye g
losing. just about telling a good sto “and
are never that bright! Don't ay
et'yr::ur commander into comi

is small band of redemptic
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Saftad Power sword Tof instaies). This type a T}l
's Last Chaneers expanded rules, is definitely

rik ok old war movies like HJEFI)I"E Heroes or the Dirty D
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GAMES WORKSHOP

FIND OUT WHAT WE’RE ALL ABOUT!

i = Whether you've just picked up your first issue of White Dwarf or you're a veteran
= ,l:ﬂ v hobbyist, our Games Workshop retail siores have somathing for you. Our stores
=, R0 | offer demonstration games to anyone interested in getting started in the Hobby

. ‘ﬁ-“ f and all you have to do is walk in the doors of the Games Workshop Hobby Center

4
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nearest you. If you've never tried one of our games before, then a demonstration
battle is just what you need to show you how exciting the Hoblby can ba:For those
of you who have tried one of them out, utilize our expert staff-to help you get start-
ad in the next game you wish to tackle.

. v
‘ ' PAINTING AND SCENERY LESSONS
e Ny Games Workshop Hobby Centers aren't just about carrying the vast and.vast line

of our miniafures and games. They're staffed with some of the most dedicated
hobbyists we could find who exhibit a great wealth of knowledge akin to the greal
Techpriests of Mars. All you
have to do is stop by and ask
our expert team membars
about all your hobby needs, like painting tips or scenery-building advice.
It you want it, they'll help you figure it out.

They'll guide you along the path to developing the ekille you need to thor- e
oughly enjoy the Hobby. But what is there left to do once you complete
painting your army? Each Hobby Center hosts Veteran Nights, wherz
people can bring in their own painled battle forces and test their talents
as a general against other hob-
byists in their area. So what are
you waiting for? Visit the Hobby
Center nearest you today!

L i : / e line up
T Hobby

at in an all




Games Workshop Hobby Centers are popping up all over the place! Don't helieve us, just check the list below for a list of
all the stores we have in North America. If there ISn'tL a Store near you now, chances are there will be ona soon!

ALBERTA
SUNRIDCGE MALL
2525 36th Sirest, #284
Calgary, AB T1Y 5T4

{403) 590-7731 -
KINGSWAY CARDEN MALL
108 Princess Elizabath SL
ol Edmonton, ABTEE 248
{TRO) 474-7166
WEST EDMONTON MALL
BEAZ 1705h Street

Eamignicn, AR TST 4,2 B 7 0

EBIM] 4350111
VICTORLA
625 Johnson S!r'e-et
Victoria, BC VBW

H:IU.:‘HHE DNE
NG CEMTRE
Genlre Drive
O F ECQ

SCARBOROUCH TC
300 Borough Drive
Scarborough, ON M1P 4F'5
{416) 290-0041

EATON CENTRE
218 Yongs Strest
Toronta, OMN MSD 2016
{416} 977-4683

CALIFORNIA
GLENDALE GALLERI{A
2148 Glendale Galleria, #0-5
Glendale, CA 91210
(818) 242-4433

CONNECTICUT
WESTFARMS MALL

CURNMNEE MILLS M
6170 Grand Avenue
. Gurnee, IL 680031 |
*(BAT) BSE-0BBS

in Road, Suite 722

wrn Hills, M1 48326
g) 454- 7TOR

NE TDWN CENTER

F

TWELVE OAKS MALL
27500 Novi Road, #283
Mowi, MI 48377
{248) 380-5232

NEW ]EHSEY
CHEREY HILL MALL
2000 Route 38, #1200
Cherry Hill, NJ 08002

{B56) 663-3303

NEW YORK
WALDEN CALLERIA MALL
1 Galleria Drive, #F217
Chocktowaga, NY 14225
(716) 651-9440
GREENWICH VILLACE
54-East Bth Streot
Mew York, MY 10003
{212) 9B2-6314

NORTH CAROLINA
A CONCORD MILLS ;
8111 Concord Milks Blwd,, #422 &
Concord, NG 28027
{7n4] 9791333
PENNSYLVANIA
FRANKLIN MILLS MALL
1893 Franklin Mills Circle, #121
Philadelphia, PA 19154
(215) 501-0230

TEXAS
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Take a trip out to sunny Sant
Maria, California and stop inti
KJG G up. Every da
you can get in a game on any
one of their five gaming tables
In addition, every month the:
run a tournament for eithe
Warhammer, Warhamme
40,000 or some great painting
and scenery clinics. As yo
read this, their Mordhein
tournament should be kicking
off, so sharpen those swords
polish those bucklers and hi,
the streets!

(arou is

definitely one of those

stores you want to visit if

you are looking for a

game. Every month they

hold a Warhammer and

WETGEINE 40,000

tournament. In addition to open gaming they've got the
Mordheim campaign every Thursday, Blood Bowl on Friday
and Warhammer 40,000 on Saturday!

Stop in on Saturdays ¢
Steve's Comic Relief and geti
a game of Warhammer ¢
Warhammer 40,000! Not su
which system you want to pl
then come in and ask for
demo. Give them a ring to fin
out what events are going on

N,

bR =
RIJGHIE.'EIE!.H.DER ROGUE TRADER
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Stop by Ravenstone Games and get swept up in the
Games Workshop excitement! Start off your army on the
right foot by joining in on Monday night painting sessions
with mutiple Golden Demon winner Drew Williams! Trade
painting tips with all the regulars and make your army
shine on the table-top.

Then put your force to the test with open gaming every

night! By then you'll be ready to hop into any one of their

leagues or youngblood leagues that they'll be running on
the weekends!

If you live in Columbus, Ohio then you owe it
to yourself to stop by and check this store out.
Give them a ring and find out what events they
running today!

cmmmmmmnmmmmw

1500pt armies battle it out for fabulous prizes. Top player
: -wins a special preview release of the new LANDRAIDER!!!

Tired of having no where to shop or play? Take E
awalk on down 1o Sci-Fi City™ and their 4,000 DU GEIEE el 18 W UL % Wiy

: randmastergames.com
sq. foot Arena is set aside exclusively for heyou@g rgImes;
gaming! They have open gaming every night 4 _ 0 o MARCH
until late, and there are leagues starting up all FIR RN T UERIANERR

. : : Warhammer Tournament on 3/4/00 - 3/5/00
the time (just chegk thelr.eve.nt calendar)! Warhammer 40K on 3/11/00 - 3/12/00

For details call 831-655-1150
“Come ged ready for the Seattle GT and win a chance for great prizes!”

L A v
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f The Command Squad
below is from Ed's
{  Tallam Desert Raider
army. The amount of &
infantry Ed employs ts
{  muly staggering when ¥
laicd out on the table!

"" -

| WORLD STAFF TOURNAMENT

There can be only

For the first time ever, Games Workshop decided to gather the finest
gamers under their employ and determine who was the best of them all.
The winners of Staff Tournaments from around the world gathered in the
UK to bash it out over a weekend of frothing gaming action.

onc!

THE BEST OF THE BESTI

Each wvear, the various branches of Games
“.1 JI"I.\!I.I II'.I Wi .ll-tl.j I:H: J]'.I. !';1 ..I:”‘
Tournaments. That way evervbody can get their
gaming fix awainst their coworkers amd grab a
small amount of office glory in the process. Uniil
this vear. that's as kar as the ournament process
would take any player.

Mow that has all
changed with the inivial y
running of the World

Staff Tournament.

around  the

WHAT A {
Clenn used the imagery
from the “Adice
Wonderland” stones a5 |

ingpiration for his |
Bretonninn Imagery.- He :
hzas 3 unit of eadh suik v
p playing cards 85 |
- & gt wellasa t_'t:u
v el white mioti
"E' ¥ P L Squite unil.

]
L J

¥

Winners of the Stalf Tournaments of ¢ach branch
were invited to bring their armies and their game
faces to the UK. There they would take part in a
grand competition o dewermine the overall
{pardon me for this outburst) World Stafl
Champion. North America, home of both the
Unitedd States and Canadian GW Headguarters,
had the good fortune of sending four of our finest
plavers overseas o test their mettle

SCOUTING REPORT

S0 who are the skilled recipients of those
invitations. The four representatives of our proud
continent were Glenn Harris and Nick Pruiksma
o the Warhammer side, .|||.l||!; with Ed EI“‘:[I;HUE
and Miles Holmes 1o fight in Warhammer 0,000

Glenn’s Bretonnian army is a true masterpiece of
personalization. He ased this army o take the



Mewrgr ef Bl s Talfarm army imfamnmy The

TEURCPAY S0P A0r LI L ST U7 FTAE JEPAE

"This scratch-buil ) § L H "
tree, complete with -

b sculpied Adice and

Cheshire Cai. serves
as the cenlerpicee uf has g legendary reputation for turning out
! Glenn's heautifully spectacularly  painted Ultramarines. He
= crafied army. apparently has as much enthusiasm  for
r ‘l‘_ o - J plaving as he does for painting, since he

took top honors in the Canadian Staft
Tournament to make his way 1o this tourney

Nick Pruiksma took the honor of
Canadian Warhammer plaving staff
on his shoulders. His Dwarfs were
st to take on all comers I this
one-weekend free-for-all

THERE AHD BACK AGAINI
Once everyone had assembled in
the UK, the fight began. Sides were
taken, lines were drawn, and many
a toy soldicr fell in the heat of
baule. When it was all said and
done, we're proud o announce, a
couple of our emissaries ended up
near the top of the charts. Glenn
Harris was judged to have the best painted
Warhammer army in the world. Ed Spettigue
placed 3rd overall in the Warhammer 40,000

Miles Holmes (lefi} is
the proud owner of
one of the most i
beautiful Ultramarines 4
armics you'ns ever

going (o have the standings. While Miles Holmes outdid evervone by
pleasure of seeing. f not only being awarded the Best Army award, but
L " . | wilking away with the
overall Wirhammer
overall Wirhammer 40,000  Championship
championship last January and since then has as well. Look for further
retooled a couple of his units of Knights to be even details and the complete
more impressive than before. His entire army's fallour from this grand CAMING MADNESS
look is based off the imagery from “Through the event in an upcoming We managed 1o 1
Looking Glass” and “Alice’'s Adventures in issue of White Dwarf caplura Nick

YWonderland.” There is a
regiment of troops in his army
representing each  suit  of
playing cands. Not to mention
two units of sguires, one red
and one white, © represent
the chess picces from the
SIories

Pruiksma (left) and o4
the elusive camo-clad
 Spettigue ibelow) i
action during a
o Couple of their

Fd Spemigue has amassed one
of the largest collections of
infantry seen in a 40k army
Anyone at the Seaft
Tournament saw him Aood the
fiecld with not only his giant
squacs of Tallarm Desert
KEnders, but  also bore
witness o camel riders

¢

Mick Pruiksma (bl was
the Canidian Warhammer
FEpTEsEnIIVE His Dwwarfs

weren 't reacly 1o take on the
compelition untll so close
¢ W boumey me we weren i
Miles Holmes, the 00400 abbe 1o get o look & them
representative from Canada, ! ke beforts the event. s

coming up alongside the
foat troops,
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BN Who would pass up the
3 .':."'.. oppartunicy to paint with
,

Jasumn  Buvaki? That's if
hell bet gor of his precious

d4 jEredr way e Bet
wiork done. and

< apend fime with

Getting Started
With the excitement of Mordheim
looming over us, who could resist
the urge to tear open their copy of
the brand new game and starr
minting a warband worthy: af

the wrydstone for themselves!

ever-phitogenic

To get  prepaced  for the
mivhem T
come, d couple

Fainting nights

Staff S cague.2

Here at the Games Workshop Headquarters the charred streets of Mordheim
ran red with blood and the screams of the dying reverberated from building
to ruined building. We all felt the tug of greed on our hearts to gather as
much wrydstonc as possiblc and give all our co-workcrs a good bashing!
This is the chronicle of six weeks of riches, glory, and undignified defeat...

battling it out and grabbing afl

Searning Bow to Plap!

For those who had not vet played a game but
wanied to get a handle on the rales, fine tune
their warband, and of course get some fircst blood,
a few gquick scenarios were run. These proved
be great introductions before the main. event! We
heartily recommend a few practice games before
ENLEring 4 CAmpyign:

Starting tfe Jeague
With enthusiasm at a fever pitch the battles began
in earnest! With opportunities © play during
lunch breaks, after work or in the comfort of vour
own  home, tales of stunning victories or
hortifving defeats began o circulate around the
halls of Games Workshop, Participants could play
a5 many games ‘as they'd like and record the
results and their curcent warband ratings 1o find
out who was at the top of the heap!

Posters and fvers, like “Ye Glen Burnie Gazete”
were posted at heavily traveled areas o let plavers
gather news of events, issue challenges, and let
everyone know about the next dreaded Mulr-
plaver League Night, What better way o get
invadved than o partcipaie in the devilish (and
boisterous) Thursday night evemnts!

af nights: were
devoied = 1 w0
Fricods % gettl ng 2 few
i i licks of paint on

those  fantastic
new models. This was ‘o great
chance o sit around with fricnds,
hurl insults and challenges, and
just relax after a hard day of work!

With cvervone having a warband
that looked like it had been
scratching out & desperate
existence, we were all ready o
search the crumbling city for
fortune and Bume!

Mordheim
gather m do
and prab as
WEAR EEOMNE 35
coffers can hold!

fanatics
baitle g
much

their

S ———



wivst Event:

Night of the Living Go-Go's!
What better way to start off the frst
Mordheim League Event Night than with
hordes of the living dead! Warbands
struggled o find wyrdstone among the
shells of Twined buildings, as zombics
and other horrors shambled forth from
1 fiog as thick as pea soup, Using dry ice
dropped imo a plastic-boomed well
created a spooky atmosphere and a
resounding cheer; an idea that could only be
spawned from the mind of our master of gloom, Chris “Go-
Go” Gohlinghorst. Warbands had o fight off not just the
roving bands of zombies but cach other. As one player
discoversd a chunk of wyrdstone, two more wotld oy 1o
grab it for themselves! Formnately, if you survived the
onslaught your warband would be greatly rewarded. Each
piece of wyrdstone found could be added o the warband's
stash and o yvour belly! All wyrdstone counters were
actuslly green candy:

s

3 T — F

- Kenony and Glenn, our
v, i "'-‘H.:- masterful scener-makers

§. o ad buth et i
R ity mostlels am the cirdsiock
buildings that camc with
the  boxed (R LT
caprare the rinous  and
desperiic amosphere of
Miordhe=im

Second Eoent:
3t Came Hrom the Well)

Omnly rouble can come from a huge
amount of wyrdstone hidden at the
bottom of a well! Warbands all over
Mordheim l'unw'rg:'tl o the
revealed stash of The One-Eved
Wolves, one of the richest warbands
in - the city who
mysteriously
disappeared!
Unformunately,
for all those that took part
in the event, the wyrdstone wrought
some  horrendous  changes on  the
denizens of the well Gigantic frogs
and - other amphibious mutations
sprung from their home much o the
dismay of the greedy warbands! Cries
fand laughter) were heard as
henchmen were swallowed whole by
the: beasis and ° brave mén who
witnessed the horeor man for their lives,

- %};_1 ,11. :

¥ Lefi: Models fli'o::' Glenn's
herctic really ook | great
angl  delinitely give  the
ame a f::L'li:1|.: qf all- &
pervading doom! )

Top angd Bottom: Diry
bce has an amaEng
effeot om the mbletop. Just
don’t wmch it with your
e hands?

4 -
e A
Left  and - Right:  The

warbands scatter as. the

first Creamune sprngs frodm E

the well!

t couldn’'t be easier 0
{ have youT owm monsters
froom  the pit! Try &
Stegadon, a Wynwm, or a
' pack of hungry Harpies od
 juse tike a tep down to the
ol iy soec amml pivh up
& some cheap plastic oys




Savape Oros. wone poerfect

tor “The NMNatives  are

- i
resthss” event and you may
find bors of models already

THi® Event.
The RWative's are Restless | 5"
NAT IVES

i vour collection can hie
used for wacky evens
A Merchanis Guild, angered by
the lawless antics of a group of
supposed bandits, has pur a HhHTL}q&,
bounty of wen gold crowns on
every head a warband can
gather. While investigating, the
head hunters stumble across
the reason for the recent
arrocities - a mob of Savage Ores has mken

up residence in the ruins! This event fearured a
soundtrack of Tribal Drums, Tarzn screams, and jungle
noises as players defended themselves from the
greenskinned onslaughi!

wourth Eoent:
Where Vour Wriend Can Ve Dour
T fum!

When news of a crippled pirate ship
washed up into the docks due 1o recent
flooding begins 1o circulate around wwn
Fumors begin to speead that it belongs o
none other than Redbeard the Cruel,
scourge of the Old Worlds® coasis! Whar
warband wouldn't jump at the chance o
loot a ship full of pirate booty? With
Redbeard  the Pirte and  his Trascy 5pL‘f_'i.:1[ rulles like the use of rafis
parmot, Bamacle who leid bow many a . 1o ¢ross the flooded river and
warband member ; g g i &y “landlubbers” (hecause
o - " = cvervone  knows warbands
Eanr swiml ) the |esnarin
was 1 success. Don't forget
the dastardly pirates led by the
fearsome Captain  Redbeard, his
vicious parrol, Barmacle and The ‘Orrihle
Sea Monster that drug many an unformunate soul

o s underwarer lair!

#ifth Foent: ‘Thrick or Treat

With Halloween a few davs away, the city of Mordheim
ook on a more sinister feel. An unexplored area of the
ruins were discovered and treasure
hungry warbands descend on it like flics
to 1 corpse. Unfortunately, evil was also
afoor. Warbands could explore the
collapsed buwildings  frecly and  draw
from a deck of cards upon entering. A

red card represented a ftreat” a choest
b4 of treasure for example. But whoa o
. e player who pulls a black card. The
“trick” could be anvthing from a group
of slavering ghouls to Jack the Ripper
ar the Great Pumpkin

inal Byent: ordfeim Lilapoffs
iy For all warbands that survived the horror
= that is Mordheim a final test awaited
b - S them. Skaven spies have been spotted
; ¥ scouting ot the city and rumors spread of
a4 massive army on the march! Twelve
| warbands with the highest ranking__
will have to stand ground againsta -
1,300 point  Skaven army "Qﬁ. »
Whocver can hold out for a pl‘i’.di.‘[:.i‘l‘.l.‘!ll‘l.{dl."" {7y N -:_
amount of time will become the Staff League ® @ )
Champion! Who is going to win this honor? 5
Check out next months issue!

Tospy: Arigh!. . ye think ye landlubbers
can grab our booty?
Romom: Make them walk the plank?
Crazed convener Glenn cresaed both

r i Check out the grear wicw of
Eenm's scraichdhuilt tahle complete
with murky rivers and  parily
LY : submmerged pirate ship! 4

Bl | Righe: The Grear Pumpkin, also

Fereated by Glenn, was one of the
| fendds epwountered in the “Trick or |
E. Treat” league event nighe )

)

'| a
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GAMES WORKSHOP_

Warhammer 40,000 Army Collecting Card

The Warhammer 40,000 Army Collecting Card is a great way to help you build your army and get you some cool stuff
at the same time! All you have to do is go o your local Games Workshop Hobby Center and buy squads for any
Warhammer 40,000 army you chose to collect. Every time you buy an appropriate squad you will receive a sticker in
the appropriate box. If you fill all the sguad boxes
you will be able to buy your next Army Codax at
half price, Each sguad you purchase and bring
back to the store painted you will receive
another stickar. If you fill all the squad and
painted boxes you will get a $20 Gift Certificate
FREE! If you also get a sticker in both the Battle
Force and gaming event boxes you can get a
HQ blister for FREE!

\ES WOREsHOP
WARHAMMER

anann

- - —_— iﬂ%,-..“
e, WARHAMMED

AR

-% : ;4"-"“".—3:' s

v Ve ST AN AINGLE FigTeRs !
- h h h Y b . 9 e = Y]

e o —




Blood .wtlsﬁ

Dreadmought

» o Drcid-unught close ;u[lihn DBireadnought close combat

- weapon and m:]Tagu'ﬂ‘!

A Furioso, ﬂupppricﬂ ﬁ @ Dreadnought. equapped
with a multi-melta; moves through dense termin

ﬂa weapon ind__h:n}r '.E:L:m:l

One of the celebrated Firs
Founding Chapters, the Blod
Angels have fought the enemis
ol Mankind for tan long millennie
However, tales abound of the
bloodthirsty exploits and storie
of the dark flaw which mas
Even half dead and
erated in the adamantiue
s of a Dreadnought
Space Marines sl
ust for battle and the chance §
prove their honor face-to-fac
with the enemy. The ‘Fu
with two aw
ught close
ons which are capable &
ing apart enemy infaniry and
vehicles with equal ease.




Vegeran' Hlond Abpels’ commander
. Cordon ﬂn:idfgqjﬁ' hag ‘painted his
Fugriosa a8 Death ‘Company
D':I'ndn.uuahl.- The 'model can

easily be used to represent the

special charscrer Mormar the

nsen, ' Motice thé converted

the hand“4aad skills of Khorne Berzerkers
E%g:}l;ﬁm"h for a Furioso Drudmgm_.

It was upon the field of bartke st Clamorga that the mighty Captain Moriar fell, defending the ridge against the despicable
Eldar M-m}' were his wounds and the Sanguinary Pricsts were at 2 loss 1o heal him. And so it was that Morisr was interred
in the sareophages of the Furiaso Dreadnought built by brother Maorleo, a5 were Bclaphon, Dario and Ameretto before him
Upon gaining this new strength, Moriar was strack by visions of Sanguinivs, his own near-desth state triggering the Black Rage
Immortal now in his adimantium shell. Moriar survived the Blick Rage, hungering for battle and desth. The Red Thirst grips
him, apd the revered Brothers of the Armourium have modificd his aomorcd suit so thar he may partake of the vital liquid and

be restraiped when not in battle”

Heroes of Legend - A study of the Dresdsoughts of the Adeprus Astarres Blood Angels

BLOOD ANGELS DREADNOUGHTS IN WARHAMMER 40,000
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BLOOD ERUPTS
IN THE STREETS
OF MORDHEIM!
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own Cyper

Fountains of Blood, Carnivorous Trees, Plagues of Flies,

Screaming Walls, and Earthquakes.

Strangc happenings arc afoot
in ye ruined streets of
Mordheim. Warbands all over
the city have reported strange
occurrences as if the city has
taken on a life of its own.

The Marienburg  warband
‘The Heralds of Free Trade'

was butchered almost to a
man. The only survivor swore
that the ancient trees came
alive and  slaughtered  the
warband before devouring it.
Could it be that nature itself
is turning against humanity?

The Middenheimer

warband

—

the "White Wolves™ reported
an carthquake that scemed to
emanate from the crater's
very center. Captain  Kurt
Whitcbeard boasted that the
warband was only saved from
falling masonry by his keen
senses and the strength of his
brave men of the north.

‘rnmnmm;rw

The zcalous T:mpiars
of Sigmar. the Witch

Hunters, arrive in
the city to vanquish
the tainted.

A look at ye fierce
warbands of ‘the north
currently exploring
the cursed ruins of

Mordheim.

Middenheimers

come in search of
wealth and glory

The fierce men of the City
of the White Wolf have
come to Mordheim to prove
that their contender for the
throne is stronger than his
unworthy rivals.

o )

—YE STORY - PAGE 4 —

A further look at
ye strange goings-
on in the city.

SIGMAR'S WRATH
REACHES CITY

Recent sjghtings
of ye evil
Skaven warband
“The Black: Shiclds.



This month’s issue
of Town Cryer rolls
off the scriptorium
benches during our
editor’s annual Troll-
hunting expedition
to the Chaos Wastes.
Fear not for our
hero's safety - it's
the Trolls I feel
sorry for - and be
assured that Tuomas
will return in time
to wrifc next
month’s editorial.

In the meantime we
invite you to feast
your blood-shot
peepers upon

this month's
pulchritudinous
pages. We have the
new Witch Hunters
sculpted by Dave
Andrews and whilst
were fecling
especially zealous,
Sigmarite Sister
supremo Bertha
Bestraufrung by
Gary Morley.

@itor Speafs

Also gracing our
humble organ this
month i1s Mark
Bedford's Skaven
warband. Mark’s
modeling masterpiece
displays this young
designer’s talents to
their inspirational
full. Doubtless, many
an unwary traveller
will be tempted onto
the path of
rodentine furriness as
a result.

And for the
adventurous we delve
into the architectural
anarchy of the ruins
of Mordheim with
modeling features
and yet further rules
for the game itself.

Before you enter the
City of the
Damned, think a
moment of the
Lord Sigmar,

clear your mind

of impure

thoughts and
consider the plight
of our noble editor
as he battles alone
against Trolls in the
cold and comfortless
northlands. Think
how pleased he
would be to find.
upon his return,
your comments,
submissions or
queries for the Town
Cryer. For the sake
of our hero, write
in to:

Town Cryer
Games Workshop
Willow Lane
Lenton
Nottingham
NG7 2WS
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BURN THE WITCH 4

Brian Lang takes a detailed look at the
warriors available to a Witch Hunter
Captain and how to get the most out
of them in a game of Mordheim.

NEW IN TOWN 8

The Sisters of Sigmar are reinforced

this month with the arrival of Bertha

Bestraufrung. To guard her are the

new Sigmarite Matriarch and Sister

Superior. Also seen in the ruined city AN

is the powerful Warlock. k B e
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MEN OF THE NORTH

The fierce warbands from the city state
of Middenheim take to the streets of
Mordheim this month: These warriors
are as strong as Ogres and have a well
deserved reputation for ferocity.

RANDOM HAPPENINGS 12
Mordheim is_a dark and sinister city
and dangers lurk around every corner.
Mark Havener and Tim Huckelbery
explain how these . dangers can be
introduced to your battles.
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In our third feature on Mordheim
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about building barricades, and he
assembles the buildings from the new
' Blood on the Streets building pack.
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A look at how Mark Bedford assembled
his Skaven warband.
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As soon as | received a copy of Mordheim 1
immediately knew that my loyalty would be
first and foremost to the Witch Hunters of Sigmar.
In the eyes of the Witch Hunters everyone is suspect, every
deviation from the norm a potential sign of mutation, every
muttered word is sure to be blasphemy. In the lands of the
Empire, Witch Hunters serve as judge, jury, and most
especially executioner. Before every game of Mordheim it is
important to publicly denounce your opponent. Perhaps
their haircut shows definite Chaos influence or you suspect
that they utter heresies in their sleep, or maybe their eyes are
just a bit too shifty. Whatever the reason make sure they know
that they are about to get a taste of Sigmar’s wrath! If a crowd
gathers it is your sacred duty to stir them up into a hysterical
frenzy. Getting them to chant “Burn the witch!” or “Repent or
die!” is always a good tactic.

Wit Hunter Captains
Witch Hunter Captains are not the most fearsome of fighters.
The dark pits of Mordheim have vomited forth all manner of
creatures which can tear a Witch Hunter limb from limb
(Vampires, Rat Ogres, the Possessed). As a result, Captains
have been forced to learn guile.

It matters not whether a heretic is killed by a sword or by a
carefully targeted crossbow bolt. As a result many Captains

Witch Hunters are charismatic followers of Sigmar who can soon
rouse up a crowd into a vengeful mob. They are universally dreaded, for
everyone has something to hide. Now that the Grand Theogonist has
proclaimed Sigmar’s punishment on the City of the Damned, they have come
to destroy his enemies with holy fire.

(BS 4) prefer to climb to a rooftop and target the enemies of
Sigmar from a distance. Hopefully they can weaken the
enemy with missile fire before utterly destroying them in
hand-to-hand combat.

8itcf Hunters

Like their Captains, Witch Hunters are often most useful
wielding crossbows at the start of the battle and then moving
into combat with sword and shield later. It is best to focus
your fire to take a single enemy out of action rather than
lightly wounding several. Witch Hunters Heroes are as useful
after the battle as they are during it. This is because each
character that is not taken out of action during the battle
allows you to gain a roll on the Exploration chart (pg. 135).
More characters = better treasure! Further, each character
can make one roll to try and purchase a rare item (pg. 146).
More characters = more rare items! Players who enjoy
sniping at the enemy from the rooftops will enjoy fielding a
Witch Hunter Captain and three Witch Hunters all with
crossbows. Those who prefer hand-to-hand combat will
probably leave the Witch Hunters at home and bulk up on
Flagellants and Warhounds.

it Hunter Hatred

Nothing angers a Witch Hunter more than an enemy




A study of ye warbands of the Order of the Templars of Sigmar, also
known as the Witch Hunters, and their presence

By Sigmar’s most humble worshipper and scribe Brian Lang.
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who dabbles in the dark arts. Witch Hunters have the

handy ability of re-rolling any missed attacks during the

first round of combat when fighting magic users. Keep in

mind that this is a rare occurrence. When it happens say a
ayer of thanks to Sigmar, but don’t plan any

grand strategies around it.

Warrior-Priests
Warrior-Priests are also rather average fighters. Their
significance depends entirely upon which prayer Sigmar
deigns to grant them. All of a Priest’s spells require him to be
in or near hand-to-hand combat. As a result he is often the
first character to receive armor and should always be
equipped with a sword (for parrying) and a shield.

Priests who are blessed with the Hammer of Sigmar often
carry two weapons as well as a crossbow pistol (which grants
a free attack during the first round of combat). This allows
the greatest number of attacks to benefit from Sigmar’s

ng. Warhounds should be kept near a priest that has
Hearts of Steel when facing a fear-causing opponent.

Warbands with crossbow wielding Witch Hunters receive
great benefits from having a priest with the prayer Soulfire.
The Witch Hunters climb to the roof of a building. The Priest
guards the building from the ground. Anyone who wants to
fight the Witch Hunters has to fight their w 1y past an
exploding priest! This prayer is especially effective because
anyone who comes within 2" of the Priest is required to fight
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him (pg. 26)

and  hence  remains

within range of the prayer.

This means that a single
model can guard a 7" wide
street. Any enemies who attempt
to move past the model will
automatically be drawn into combat.

Priests who are gifted with the Healing Hand often

travel in the middle of a large Henchman group of Warhounds
or Flagellants. These unarmored henchmen are often in need
of healing and by ping them in a big group all of the
injured can benefit from Sigmar’s Healing Hand.

Those blessed with the Armor of Righteousness often decic

to battle with fear-causing enemies. Be sure to cast the pr

the round before charging or being charged by a fear g

opponent (this is the only round in which fear re matters).

The incredible armor of the spell will serve the Priest well as

he attempts to battle some of the monstrosities lurking in the
Mordheim.

¥fageffants
Flagellants are the most expensive troops in the Witch Hunter
warband so are usually purchased only after you have the
maximum five Hounds and as many crosshbow elding Witch
Hunters as you desire. They work well with a mace and a

]
.\;li_"'fh‘d.’: Hunter warband ventures out
! J}gyﬂ?}: ruined temple to cleanse the city.
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hammer. The extra attack
and greater likelihood of stunning
someone is the best bet
(statistically) for combat
effectiveness. Crazed Flagellants
are obviously great for handling
fear-causing opponents, but they
are also useful for sending off alone
as they automatically pass All-alone
tests. Finally, it is every Witch
Hunter Captain’s fervent prayer that
a Flagellant might someday receive
the The Lad’'s Got Talent advance
and become a Hero. If your
Flagellant ever does become a Hero,
protect his life at all costs (with the
skills Resilient, Step Aside, etc.) and
buy him Mad Cap Mushrooms. Even if
he becomes Stupid as a result he will pass all of
his Stupidity tests!

Qeafots

The weakest and most numerous of Sigmar’s followers are
religious zealots. These peasants work well equipped with a
dagger, mace, and a shortbow. With this equipment they can
either send a hail of arrows or a great mob of weak attacks.
Their strength is in numbers.

urn tfe Heretics! =

Witch Hunter
Captain

Warbound and .
Flagellants

Warfounds

The great black Warhounds of Sigmar are some of the most
cost effective troops in the game. For only 15 gold you get
MG, WS4, and S4! Every warband should include as many as
possible. Never send them alone (they will fail their All-Alone
test) or against fear-causing opponents (unless they are near
a Priest with Hearts of Steel or the Captain). Otherwise run
them in a big pack or pair them off with your characters.
Regardless, they are some of the cheapest and best fighters in
the game. Hounds should always be used to bulk up a
warband to at least nine members. A warband with less than
nine members takes a Rout test after just two members are
taken out of action, while a warband of nine or more can lose
three before taking the test.

Snto the Ruins
The infamous Witch Hunter Captain Justus Laut leads my
Witch Hunter warband. Laut is a hard man who is intolerant
of error and has no concept of mercy. He and his two Witch
Hunters, Lukash and Dieter, all use crossbows for the first few
turns of the battle. They concentrate on taking one important
enemy out of action.

While the Witch Hunters snipe, Isaiah the Sigmarite Warrior-
Priest leads a pack of snarling mastiffs and chanting
Flagellants into the heart of the enemy, Laut and the Witch
Hunters only enter the fray to finish off the enemy if

Zealots




absolutely necessary. It is better to rout
and live to fight another day with only the

loss of a few Henchmen than a Hero
being killed!

_ ¥ 1 Laut and the Witch Hunters are very
PARAND BATRNG interested in learning the Quick Shot skill
that would allow them to fire their
crossbows twice every round. Dodge
. il : would also be useful, as the Witch Hunters
|y a1 = i 7 o
are likely to be the target of enemy
missile fire. Isaiah the Priest is more

in the thick of fighting such as Step Aside
and Resilient.

After each battle 1 replace any dogs or
Flagellants which die and save money to buy
armor for my characters. There are also a few
bits of miscellaneous equipment that would be
useful to my warband. Justus is interested in acquiring a Holy
Relic; Isaiah seeks a lucky charm, healing herbs, and Warhounds
to add to his pack (which effectively increase the number of
members in the warband beyond 12). If 1 have any money
remaining 1 would consider employing a Hired Sword such as
the Elven Ranger or Halfling Scout.
W e ae If the powers of darkness ever manage to kill Captain Justus I
[ NAME Mgy = . ) - will certainly nominate Isaiah the Warrior-Priest to take his
W0 e g S : N place. Isaiah has the same profile as the Witch Hunters but with
: 5 o M5 his spell he s likely to be in the thick of
| IDOnnnne U_Lll'm ,a..,.,.,m q is spe e is more likely to be in the thic

e SN : combat where a 6" radius Leadership
i : . = e | ‘
J00005, ---_-;_\g\\mx_amw _ = would be of most benefit.
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Exposicace

JAME Lani
o “‘Tﬂhm___

The « short.
e

L 3 . S : fat, little wizard ran
} R Ili:.'\.f;l':,: gL T y ¢ his chubby fingers through his
mzm ' 4 ; ; greasy hair. He chuckled to
o \g_ﬁmxg}._ﬁ\\g\f;—_—— : s . himself remembering the look on the
2|8} S{w]alu]sluta] face of the Flagellant who he had turned
into 2 human torch with the Fires of
U'Zhul. The fool must have thought himsclf
condemned to the flames for his sins, heh, heh,

theh. Poctic justice.

te thrice-damned Witch Hunters had ambushed him

n Three Copper Lanc and had been after him ever

since. He could hear the barking of their blasted hounds

two streets away so he knew he was safe for the moment.

As he stepped into the street, the last thought to pass

through his head was, ™ ‘here’s no chance they'll catch me!
as crossbow. bolts pinned him to a wooden wall.

The four faceless Witch Hunters descended from the roofs to
finish their task. The little man was a long time dying and only
near the end did he stop crying. His rotted body now hangs
from a pole on Wainwright Lanc as a grucsome reminder to those
who underestimate the reach of Sigmar's strong right arm.
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There have always been
those who use magic:
itches and wizards,
wise women and
warlocks. But as every
scholar knows, all magic
is dangerous, for it
originates from Chaos,
the source of corruption
and change. Indeed
during these times
sorcery is illegal and
punishable by death.
Still, it is not difficult to
find employment if you
> a Warlock, for many
e willing to take the
risk of persecution by
the Order of the
Templars of Sigmar.

Sigmarite
Matriarch

The Sigmarite Matriarchs
are answerable to the
High Matriarch of the

temple. Each must lead
a warband of Sisters in
frequent searches of the
city in order to purge
the ruins. Matriarchs are
driven by a zealous
devotion to the Cult of
Sigmar and a relentless
determination to
redeem the Sisterhood
in His eyes.

LBertBa
Bestraufrung,
Bigh Matriarch
of thBe Sisterfood

The pure blood of the
Unberogens runs in
Bertha’s veins, as evinced
by her long golden plaits
and fierce blue eyes
which can freeze a
Goblin at twenty paces
with an icy glare. Even
her voice commands
authority, turning strong,
hairy-thewed men into
trembling wrertches. In
battle she fights with two
great Sigmarite

Warhammers,

Sigmarite
Sister Superior

The Sister Superiors are
the long serving
priestesses of the Cult
of Sigmar, well versed
in the rituals of the
temple and an example
to the younger Sisters
and Novices. Any peril
or foe that may lurk in
the ruins of Mordheim
i nothing compared
to the wrath of a
Sister Superior.




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

vailable now, the boxed game contains everything you need to start your

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

The Mordheim boxed
game contains:

¢ 10 plastic Skaven

¢ 8 plastic Mercenaries
* 176 page Rulebook

* City Ruins

* 6 Dice

* 2 Range Rulers

Models supplied unpainted and unassembled. Contents and componenis may vary from those illustrated.

Apaifadle now for $8500 CDN $59.99 US




In power and influence the city state of Middenheim is second only to the
capital, Altdorf. It is the city of the White Wolf and center of worship for the
god Ulric. The men of Middenheim are as strong as Ogres and have a well

deserved reputation for ferocity.

bis is a time of unremitting war, civil strife,

violence, and famine. A time of orphan
children and wanton slaughter. For warriors these are good
times! Since the discovery of wyrdstone, Mordbeim has
become a magnet for fighting men from all over the Empire.
Nobles, merchants, and the Temple of Sigmar itself offer rich
rewards for shards of the mysterious stone. Foremost
amongst the patrons of mercenary warriors are the three
most powerful contenders for the Emperor’s throne: the
Grand Prince of Reikland, Lady Magritta of Marienburg,
and Mannfred Todbringer, the Count of Middenbeim.

Middenbeim stands on a mountain pinnacle surrounded by
dark forest in the center liddenland and is also known
as the City of the White Wolf after Ulric, the old god of wolves
and winter. The priesthood of Ulric is still strong in

5
Middenbeim, where Ulric is venerated as the patron of the

l. w(ﬂﬁaud ;‘fnm/t’}nhlc'uh( in
fights agains 1heé f'ngy’ forces of
the Undead. 4

city. The tradition of rivalry between Middenbheim and
Reikland goes back bundreds of years and both bave their
own candidate currently vying to become Emperor. As a
result there bas always been a great deal of friction between
Middenbeimers and the Temple of Sigmar.

Middenheimers are typically large, strongly built men with
a well deserved reputation for ferocity. Many wear wolf
pelts which custom decrees to be the mark of those who bhave
slain a wolf with their own bands. These grim warriors are
Samously contemptuous of danger. They jwquemh' go into
battle bare-headed, scoffing at those who choose, for reasons
of good sense, to wear helmets. As Middenbeimers favor long
bair and beards, their lack of beadgear makes them look
especially fierce when they charge at their enemies, bowling
their brutal battle-cries.




Middenheim
‘Mercencry
Captain

T |
Middenbeim
Yourngbloods

White Dwarfer Nick D,

warband The WhiteWolves-
by the .inﬁmmr%r}m:‘n Ku

/

Middenheim
Mercenary
Captain

Middenbein
Champions

Aoffowers of
tBe 85Bite 8Soff

The fierce men of the White Wolf
have arrived in the city. These
mighty men are here to prove their
ferocity and skill at arms as well as
the Count of Middenheim’s

worthiness to be Emperor.
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Mordheim is a dark and sinister city dangers lurk
_ around every corner. Even the basic laws of nature cannot be
relied upon. Mark Havener and Tim Huckelbery explain how these
dangers can be introduced to your battles.

" These rules represent the weird and even though random encounters will frequently affect only his

wonderful things that can happen in opponent or both players indiscriminately. The models that
Mordheim which are beyond the control of represent a random encounter must all be placed within 6" of a
players. These rules are intended to be optional randomly determined board edge and they will remain within 2" of
and should only be used if agreed on by all another member of their group at all times. Random encounter
players taking part. To determine if a random members must be placed (and will remain, unless their description
encounter occurs, roll a D6 at the start of each indicates otherwise) at ground level in the open. The Encountering
plaver's turn. A result of 1 indicates a Player places the models representing the random encounter, but

random encounter. Roll a D66 for the note that they cannot initially be placed within 12" of any
random encounter on the chart warband models.

below to see what exactly is
N encountered and follow the
It was a hot . directions. The player whose
afternoon and k turn it is places any models
sweat was dripping that represent the encounter
down the back of - and they will act in each of his
Reinhold’s collar, turns (that player doesn’t
drenching the shirt & control their actions though,
he wore under his - see the individual descriptions
leather jerkin. “Why @ (0 see how the models act). This
CTIRRCRIET (e player is known as the
place have normal ¢ ‘Encountering  Player’
weather? It’s the middle of

. . Random Lncounters Chart

L.lng}_'lI up in l.h ir own misery to sp . D66 Result
any time on his, The best way to beat the ”
heat was 10 concentsate on the task at |'I£iljlt|. A e 11 Ogre Mercenary
collecting;the pretious \\-“\-'r{ls‘t{'anc. and [h,”_‘lk ; An Ogre Mercenary (see the Hired Swords section of the Mordheim
about what they could buy with the gold if they rules for details (11‘1 the Ogre Mercenary) appears further down the
happened upon a motherlode. : street. Sensing trouble brewing, he decides to seize the opportunity
ow quickly covered the street and the G and offer his services to the warband with the lowest warband rating
y (if there are two warbands with the same rating, roll a dice to see
whom he offers his help to). The warband that he offers to help must
add the Hired Sword to its roster for this game. At the end of the
game the Ogre demands payment for services rendered. The
warband that he joined must pay his hire and upkeep fee. If the
warband cannot (or will not) pay him, he leaves, but not before
taking out his frustration on a random member of the warband (only
roll among members of the warband who were not taken out of
“What now?” Reinhold asked, voicing the question i action during the game). Roll for injuries to this unfortunate member
that was in every man’s.mind. B just as if he had been taken out of action.

After being placed, many encounters will travel as quickly
as possible (without running) towards the nearest warband
model. For this purpose the nearest model is the model that
the encounter can reach most quickly and encounter models will
never climb the sides of a building to get at a
warband member. What each encounter does from there is listed in
its description. Note that charging models will engage as many
warband members as they can reach, ganging up if some of them
can't reach different models. No more than one random encounter
will ever take place in a single game, so after a random encounter
is rolled, the players no longer need to roll at the start of their turns.

nature nt their .1pp.arcm salvation. rk clouds nov
vered the Instead of elation at th

hl)\\L\'Ll‘ the warband members found themselves

filled with dread. These clouds had a sickly;

unnatural look to them. They were a putrid green

color and appeared bloated with some foul fluid.

With a'sound like the s¢reams of the damned, the
clouds opened up and a yellow rain started to fall 12 Swarm of Rats
it touched flesh. the Ilqmd hissed and burned. As oné- - Something in the sewers has frightened the rats that live there. The
the warband members ran velling into the cover of a rats are in a hurry to get away and will attack anything that stands
nearby building. Mere steps from the safety of an oper in ll‘lmr_ path. Use a template 80mm x IZ(lm_l_n to represent the
doorwy dhe hew membeciMannredy felldo his rats. Six I‘Inunsu:r bases {gsc rat .'-;w:lrms. if you have .thl.'m}.
knees and began screaming, tearing at his flesh. From plf]“d na rccl:lpglu \,",'lh an' SO .';lt..lt_‘“r(_'|‘)rt;'5cl'ltll‘l§‘.l,‘th(.‘
the building the other members watched as Mannfred soat, will do nicely. The rats moye 206" each e they
pitthed Fice forwabd into. the difthf the: road 4iiFhis _.\'\'I“ always move ft?rw:lrd dp\\'l] the center of the street :1Ind
: if they come to an intersection roll randomly to determine
screams died: " which direction they take (example: for a normal 4-way
Klaus, the st member of the warband, turned to face g - cross-intersection roll a D6: 1-2 right, 3-4 straight
Reinhold, a pained look on his battle-scarred face. “You Pe o forward, 5-6 left). The rats cannot be engaged in
had to ask, didn’t you?” 3 f close combat and if they make contact with a model
x i they will run right over him. Any model moved
over by a swarm of rats will suffer D3 Strength 2
hits, normal armor saves apply.
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13 ' Earthquake

Powerful magical energies from the crater at the center of the city
shake the local landscape. The ground heaves and buckles violently
and warband members find it hard to keep their footing. Roll a D3 to
determine how many turns the earthquake lasts. While the shaking
persists all movement is halved, all Initiative tests (climbing, etc.)
suffer a -2 penalty and all Shooting and Close Combat to hit rolls are
made with a -1 penalty.

14 High Winds

A powerful wind screams through the area, wildly scattering debris
and knocking down anything that is not firmly anchored to the
ground. Warband members now suffer a -1 penalty to all Initiative
tests (climbing, jumping, etc.) and to hit rolls (close combat and
shooting) for the rest of the game.

15 Blood for the Blood God!

Unfortunately for the warbands involved, the scent of blood has
brought the attention of one of Khorne's minions. Reality is
breached as a vicious Bloodletter emerges from the realm of Chaos
to shed even more blood for its master. The Bloodletter has the
following characteristics and special rules:

M WS BS S T W I A 1d
24+ 10

Profile -
Bloodletter 4 6 0 4 3 1 6

Fear: As monstrous and horrifying creatures, Bloodletters cause fear.
Save: 4+ Daemonic armor save.
Psychology: Immune to all psychology tests.

Hellblade: The Bloodletter is armed with a Hellblade which will
automatically cause a critical hit if a 4+ is rolled to hit.

The Bloodletter will seek out the nearest close combart and join in,
drawn by the clash of steel. The Daemon has a number of Attacks
equal to the number of opponents it is fighting (down to 2 minimum
of 2 Attacks). It will split its attacks amongst the opponents, and no
matter how many warriors are involved it may roll to hit each one at
least once. It will also prevent an opponent from taking any other
warrior out of action in the massed combat, as they will be too
concerned with the Daemon to finish off their other enemy!

If there are no ongoing close combats within range, it will charge the
model with the highest Weapon Skill in order to do battle with a
worthy opponent. If there are no enemies within charge range, the
Daemon will run towards the nearest warrior, cager to do battle and
shed blood for its thirsty god.

16 Lucky Find

One random model, on his feet and not in hand-to-hand combat or
fleeing, has stumbled upon a shard of wyrdstone! Assuming he
doesn’t go out of action, this is added to any other shards the
warband finds after the game. If he is taken out of action in close
combat, the enemy model steals the shard away! Note that only non-
animal models can find or steal a shard, not Dire Wolves, Hunting
Dogs, etc.

21 Restless Spirit

Countless unfortunates have suffered agonizing deaths in countless
forms since the comet crashed into the Not all of these
individuals can easily accept their new condition and they refuse to
rest. Perhaps they left some important task unfinished or seek
revenge on those who did them harm. The warbands have stumbled
upon one such ghost. Any warband member who is within 8" of the
spirit at the start of its Movement phase must make a Leadership test
or flee (exactly as if he were fleeing from combar). Models that are
immune to psychology automatically pass this test. This creature is
unable to affect (or be affected by) the physical world, but it is very
frightening nonetheless. The spirit moves 4" in a random direction.
moving through walls, obstacles, or warband members as if they
were not there, It will not charge and cannot be harmed by the
warband members in any way. The only exception to this is if the
spirit comes into contact with a Sigmarite Matriarch or a Wi
Priest of Sigmar. These models may choose to put the dead to rest. If
the player controlling such a model decides to do this, the spirit is
immediately banished (disappears and does not return) and the
priest gains one Experience point,

city.

rior-

Drawn by the bloodshed, a Bloodletter of
Kborne appears in the middle of an
unfortunate Reiklander warband.

22 Burning Building

Suddenly, one of the buildings (chosen at random) bursts into flames,
ignited by smoldering embers from a fire thought extinguished long
ago. Any models inside take a $3 hit unless they move outside in that
turn and any models within 2" of the walls take a $2 hit from the
smoke and heat unless they move farther away as well. For the rest of
the game, the building itself will cause fear due to the intense flames
and anyone who wishes to enter it must first pass a Fear test exactly
as if they wished to charge a fear-causing enemy.

23 Man-Eater

One of the trees growing in the area has been changed into a
carnivorous predator by exposure to the Chaos magic inundating the
area. Randomly determine which member of the Encountering
Player’s warband finds the plant. That model is artacked as a large
mouth opens up in the trunk of the tree and its branches whip down
to grab its unfortunate victim. Place a tree next to the victim. He is
now considered to be in close combat with the tree, which has the
following characteristics:

Profile M _Ws BS S T W I A Ld
Tree 0 3 0 4 6 3 = 2 10

The tree automatically passes any Leadership tests it is required to
make. Any result on the Injury table will cause the Man-Eater to stop
attacking, though it is not possible to actually take it out of action or
kenock it down. Opponents are +1 to hit the tree, due to the fact that
it is rooted to the spot!

13




24 Skeletons

While the intense magic of the area rapidly dissolves skeletons to
dust, shambling hordes of them spring up at random from the bones
of the fallen. Uncontrolled, they roam the city wasteland, blindly
attacking everything they find before falling apart. 2D6 Skeletons
appear with the following profile:

Profile M WS BS S
Skeleton 4 2 2 3

T W 1 A Ld
3 1 1 1 10
Fear: The Skeletons cause fear.

Psychology: Skeletons are immune to all Leadership-based tests and
Stunned results.

They are armed with simple weapons or bony fists (treat as daggers
in close combat). The skeletons will move towards and attack the
closest models as quickly as possible. Roll a D3 when they appear,
after that many turns they crumble back to inanimate bones (count
the current turn as the first one).

25 The Twisting of the Air

Reality itself seems to twist, warping perceptions until no one can be
sure of what their senses tell them. Roll a single D6 at the start of
each player’s turn. For the next D3 turns, the distance within which
warriors can use their Leader’s Leadership value and the distance for
being All Alone is the value rolled instead of the normal 6". All
distances between models are also increased by the same DG" roll for
purposes of weapon ranges and charging. Note that the actual
models are not moved, but only the shooting/charging models’
perceptions of the distance.

26 Spawn

The warbands have stumbled upon one of the many former
inhabitants of the city that got too close to the crater at the center of
the city and as turned into a mindless Spawn. Spawn have the
following characteristics:

Profile M WS BS § T W I A Id
Spawn 2D6 3 0 4 4 2 3 2D6 10

Fear: Spawn are disgusting and revolting blasphemies against
nature and cause fear:

Psychology: They are mindless creatures,
knowing no fear of pain or death. Spawn
automatically pass any Leadership-based test

they are required to make.

Movement: The Spawn moves 2DG6"
towards the nearest model in each of
o7 its movement phases. It does not
3 double its movement for charging,
instead if its movement takes it into
contact with a model it counts as
charging and engages that
model in close combat.

i“’}\“ Attacks: Roll at the beginning
= of each close combat phase
to determine the
spawn’s number of
Attacks for that
phase.
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31 Collapsing Building

Pick one building at random. Any models inside must pass an
Initiative test or suffer a S5 hit, armor saves applying as normal, as the
building collapses. Remove the building from the table (replacing
with ruins if possible), and place the models back on the table where
it stood. Any models climbing the sides of a building or on the roof
when it collapses automatically fall from whatever height they
were at.

32 Scrawlings on a Wall

A randomly determined warband member who is within 4" of a
building (if there are no models this close to a building, ignore this
encounter), sees writing suddenly appear in blood on the wall closest
to him. Roll on the following table to find out what the writing says:

D6  Result

1 The writings are a map of the area. The model’'s warband
receives a +1 on the roll to pick the scenario for the next
game they take part in.

2 Reading the writing accidentally sets off a spell on the reader.
The model suffers a minor curse and now has a -1 penalty to
all dice rolls for the rest of the game.

3 The warband member learns of the remains of some booty
inside the building. If he moves inside he finds 1D6
gold crowns.

+ The writings reveal all the hiding places in the area. The
model can hide even in the open for rest of the game.

5 The warband member learns of a secret passage inside the
building — if he moves inside, he can pop out next turn in any
other building.

6 A fun read, but nothing else happens (Veskit was here!).

33 Thick Fog

A fog rolls in, thick as pea soup. Models can only see 2D6" (roll once
for the distance all models can see; do not roll individually for each
model). Re-roll at start of each Encountering Player’s turn to see what
the visibility is for that turn. The fog lasts for the rest of the game.

34 Hands of Stone

Hands of earth and stone suddenly jut out of the ground in a small
area of the battlefield. The Encountering player must pick a spot
anywhere on the battlefield and anything within 3" of that spot is
affected. The area is now very difficult ground as the hands grasp and
attempt to hold anyone passing near them. This encounter lasts one
turn, at the end of which the hands sink back into the ground.

35 Dog Pack

Recent events in Mordheim have caused many of the city’'s dogs to
suddenly find themselves without homes. Groups of these animals
turn feral and form into hunting packs. The warbands have been
discovered by one such (very hungry) pack. The pack consists of 2D3
wild dogs (use the Hunting Dog stats from the Witch Hunter warband
list). The dogs move as quickly as they can toward the nearest models,
dividing themselves as evenly as they can between multiple targets if
they are available. If members of a dog pack take a warband member
out of action, he will be eaten if not rescued. If no friendly model
comes within 6" of where the model fell by the end of that warband's
next turn, the fallen member is considered lost (dog food). If a dog
pack fails a Rout test, they leave without taking their ‘food’ with them,
any warband members taken out of action in the last turn of the game
have not been eaten and follow the normal rules for models taken out
of action.

36 Possessed!

One randomly-selected member of the Encountering Player’s
warband is suddenly possessed by a minor spirit. This spirit is far too
weak to control the model's entire body, but is instead limited to
controlling one of his or her limbs (usually an arm). The model takes
an automatic hit at his or her own Strength during each of his or her
close combat phases until the possession is over and may do nothing
else. The possession lasts 1D3 turns. Note that Sigmarite Matriarchs
and Warrior-Priests are immune to this possession, as are non-living
warband members. If such a warband member is the object of the
spirit’s attention, randomly determine another warband member to
suffer the effect instead.



41 Fountain of Blood

The city itself seems to weep as even more blood is shed on its
streets. For the rest of the game, whenever a model is taken out of
action in close combat, the model that did the deed must take a
Strength test or be knocked down as he is hit by a torrent of blood
pouring from the ground. If there were others involved in the
combat they are not affected, as the steaming liquid seems to be
directed only at those who have called it into being by their
bloodthirsty actions.

42-44 Storm of Chaos

Clouds rapidly gather above the city in an unnatural, sickly yellow-
green mass and warp lightning begins to dance from one cloud to
another. Thunder rocks the air, screaming out in almost intelligible
noises. The clouds themselves seem to take on the shapes of
monstrous creatures and both warbands in the conflict look at each
other with fear on their faces. Roll a D6 to see what the storm
manifestation will bring;
D6
1 Warp lightning begins to strike the ground in search of a
victim! It will hit the warrior with the best armor save,
attracted to the large amount of metal. That warrior takes a S5
hit, with no armor save possible. If multiple warriors all have
the highest armor save, randomly determine which is struck.
The warp lightning will strike for D3 turns before moving on
towards another part of the city.

Result

2 Fish suddenly fall out of the sky to pelt the area! All movement
is halved for one turn (due to wet, flapping fish underfoot),
but there is no other effect.

3 Wyrdstone dust has mixed with the water vapor in the area
and produced the strange-looking clouds from which a
tainted rain begins to fall. The rain burns flesh and eats into
stone and metal. Each warband member in the open takes a
single S2 hit (normal armor saves apply) every turn the rain
lasts until he gets under cover. The rain lasts 1D3 wrns.

+ A magical mass of lightning forms near the ground,
illuminating the area with an eerie greenish glow. It begins to
move about the area, drawn to magical powers from which it
feeds. Place a counter as per the normal Encounter rules to
represent the mass and each turn move it 2D6" towards the
highest level spell user (the one with the most spells: each
turn roll a D6 if two or more spell users have the highest
number of spells). If there are no magic users in the game, the
mass will move towards the opposite table edge, doing
nothing but blocking line of sight as it moves. If the model the
mass is moving towards casts a spell, immediately move the
counter another D6" towards the model. If the ball of
lightning touches the target model, the model is frozen in
time and cannot do anything, While frozen, the model cannot
be attacked or harmed in any way - the lightning mass
protects its prey! After freezing a model, the lightning will no
longer move but will instead remain near its victim to feed.
The lightning will feed for D3 turns on the magical energy of
its victim and then flies back towards the warp clouds above,
freeing the magic user. If the game ends before the feeding is
done, the victim is immediately released. Victims suffer no
long-term ill effects from their exposure to the lightning.

5 A rumbling is heard from overhead, as thunder erupts from
the strange clouds. The thunderclaps become more intense
and the heavy pulses of air brings warriors to their knees as if
they had been hit by cannonballs of solid air. D6 randomly
selected models are knocked down by the air bursts. If any of
these models are in close combat, all other members of that
melee are knocked down as well.

6 Tendrils of smoke drift down from the clouds, winding
around the heads of members of each warband. Randomly
select one Hero from each warband - these warriors have
been chosen by rival storm gods as their champions. The
chosen models must move towards each other every turn and
get into close combat as quickly as possible. Once in combat,
they will automatically pass all Leadership tests and will fight
until only one remains (the combat will end when one of the
models puts his rival out of action). 1If a warband does not
have any Heroes left in play when the storm gods choose their
champions, a random Henchman will be chosen from that
warband instead.

)
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45 Pit Fighter
This encounter is identical to the
Ogre Mercenary encounter before,
except the Hired Sword encountered is
a Pit Fighter, not an Ogre Mercenary.

46 Plague of Flies :

An enormous cloud of flies appears in the sky and v
swoops down on the warbands below. All models have an

extra -1 to hit penalty when shooting or fighting in close
combat as flies buzz around them and into open orifices. The flies
remain for D3 turns and then fly away.

51 Sinkhole

An enormous mouth suddenly opens up under the feet of one
randomly-determined warband member. Make an Initiative test for
the model. If the test is failed, the model falls into the pit. If a 1 is
rolled for the test, the model is sucked underground and taken out
of action. Any other failure results in the model catching himself in
the opening, which closes around him. Treat the model as
being knocked down for the rest of the game, though he may
not move at all.

52 The Horror in the House

Randomly select one warrior lurking alone inside a building (if there
are no warband members inside a building, ignore this result and
re-roll on the Random Encounters table). Unfortunately for him, he's
not as alone as he thought. He hears a slight ripping sound as if the
air itself is being torn apart and something manifests itself behind
him. The warrior must make a Fear test and if he fails in his next
movement phase he will run screaming 2D6" from the building
towards the nearest table edge and can do nothing else in that turn.,
If he passes the test, the unnatural presence still forces him D6"
outside, but he suffers no other effects. At the start of his subsequent
turn a fleeing model can try to recover from his ordeal by passing a
Leadership test, but at a -1 penalty. If he does, he stops, but cannot
do anything else that turn other than catch his breath. If he fails, he
again moves 2D6", trying in vain to erase the terrifying images from
his memory. For the rest of the game, the building itself will cause
Sfear, and anyone who wishes to enter it must first pass a Fear test
exactly as if they wished to charge a fear-causing enemy.
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53 Plague Victims
Disease is a common occurrence
among the few survivors left in the
ruins of the city. This group of 1D6
citizens has contracted a particularly
nasty plague known as Nurgle's Rot.
They move at normal rate (4") towards
the nearest warband members, seeking their
help. If they come into contact with a warband
member, they will not attack, but will instead cling
to him as they beseech his aid, hindering him greatly. A model with
Plague Victims in contact with him acts as if he had just recovered
from being knocked down (moves at half rate, may not charge or run,
ete. See the Mordheim rules for derails). If one or more of the Plague
Victims is charged, shot at, or otherwise attacked, these pitiful victims
will rout immediately. At the end of the game, roll a dice for each
warband member in play when the Plague Victims appeared and on
a roll of 1, that member has contracted Nurgle's Rot. Roll again to see

what effect the disease has on that member:

D6 Result

1 Major Symptoms: The plague races through the victim’s
system, producing horrible disfiguring lesions before killing
him. If the model is a Henchman, he dies. If the model is a
Hero, roll D3 times on the Serious Injury table (ignoring
Robbed, Bitter Enmity, Captured and Sold to the Pits results)
to determine the long term effects of the disease.

2.5 Minor Symptoms: The plague takes its toll on the victim as it
takes its course. Without proper bed rest the victim will die.
The warband member must miss the next game as he
recovers.

6 Full Recovery! The victim has an especially hardy constitution
or gets an extremely mild case of the discase. The victim
suffers no ill effects.

54 Last One Standing

The horrors of Mordheim can drive even the strongest mind past the
point of madness. This Sigmarite Matriarch (for stats see the Sisters of
Sigmar section of the Mordheim rules) has seen her entire warband
cut down around her and the experience has proven too much for
her. She now seeks revenge and is not particular about who she gets
to pay! She is armed with a sword and steel whip and wears heavy
armor and a helm. She carries Blessed Water and a Holy Relic on her
person as well. She knows the prayers The Hammer of Sigmar and
Armor of Righteousness (see the Prayers of Sigmar chart in the
Mordheim rules for details). Roll randomly to determine which she
casts on herself each turn. She has the skills Absolute Faith, Jump Up,
and Step Aside. The Matriarch will move as quickly as possible
towards the nearest model and engage them in close combat if able.
She will not rout and must be taken out of action to make her stop.
If the Matriarch is taken out of action, leave her body where it fell,
any non-animal warband member may loot her body by moving into
contact with it during their movement phase. If this warrior is later
taken out of action as well, place a counter where the warrior fell to
represent the Matriarch’s equipment. This it can then be picked up
by a different model, as above.
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55 Booby Traps
Some nefarious individuals have trapped
the whole area the warbands are searching,
These traps may take the form of spiked pits,
deadfalls, spring-driven spiked boards, etc. When this
encounter is rolled, the Encountering Player must randomly
determine which of his warband members has discovered the first
trap. This unfortunate individual springs a trap immediately. If the
trap is not avoided by passing an Initiative test, the model takes a
Strength 3 hit; armor saves apply as normal. From this point until the
end of the game, each player will roll a D6 at the start of his or her
movement phase. A roll of 1 means that one member of that player’s
warband has sprung a trap and must make an Initiative test to avoid
it. If the trap is not avoided, the model takes a 83 hit as above; apply
any damage before the model is moved.

56 Catacombs

The ground gives way under one randomly selected warrior and he
falls into the depths of the catacombs below the city. He takes a 83 hit
from the fall unless he passes an Initiative test, and lands near the
remains of others who have fallen before him. Assuming he’s not
taken out of action by the fall, he discovers one of the following after
a quick search (roll a D6):

D6 Result
1 A helmet
2 A small pouch containing 2D6 gold crowns

3 A lantern

4 A net

5 A vial of Black Lotus
6 A sword

Unless he has a rope & hook, the warrior is stuck in the catacombs
and cannot rejoin the game. He will count as being out of action for
Rout purposes, but will rejoin his warband after the game with no
other untoward effects. If he does have a rope & hook, he can climb
out D3 turns later, appearing inside a randomly determined building.

61 Forbidden Fruit

Ghostly white flowers suddenly open on a tree in the area and emit a
powerful fragrance. Randomly determine a member of the
Encountering Player’s warband who happens to be standing next to
the tree when it comes to life, Place the tree within 2" of this model.
Any warband members within 8" of the tree must make a Leadership
test at the start of each of their turns or move as quickly as possible
towards the tree. If within 1" of the tree, a spellbound model will pick
and eat one of the swollen, blood-red fruit hanging from its branches.
Any model eating one of the fruit is automatically taken out of action,
as powerful poisons incapacitate him or her. A non-spellbound
warband model may keep another model from moving toward the
tree by moving into base to base contact with him or her and holding
him back. Neither model may do anything else while the spellbound
model attempts to move to the tree and the restraining model
attempts to prevent him from doing so. Both spellbound and
restraining models can react normally if attacked in close combat and
a restraining model can give up his attempts at any time. This
encounter lasts the remainder of the game. Close inspection of the
tree reveals the bones of several animals overgrown with grass and
leaves lying at its base.

62 The Lost

Many view the destruction of Mordheim as a sign that the world is
coming to an end. Groups of these lunatics are often drawn to the city
where they attack anyone they come across, certain that they are in
some way helping to avert this cataclysm. This group of 1D3
Flagellants (see the Witch Hunter section of the Mordheim rules for
stats and special rules) will move as quickly as possible towards the
nearest warband members and engage them in close combat as soon
as they are able. They are armed with fails.




63 Reflecting Pool

One warrior on the ground (selected at random from
the Encountering Player's warband) notices a small
pool of what looks to be still water. Reflecting the
gloomy sky above, it appears to be liquid metal or unnaturally deep
silvery water, rippling only slightly with the dank breeze blowing
through the city. He can ignore it, or bend quickly to peer into its
depths. If he's brave enough to gaze into the murky liquid, roll a D6:

D6  Result

1 The water reflects back nightmare images of his own demise,
filling him with fear for his own safety. For the rest of the
game, no matter how far away he is from friendly models he
will always count as being all alone in close combat.

2 The warrior glimpses an image of what is yet to come. For the
rest of the current turn he may re-roll (once!) any shooting or
close combat rolls to hit.

) A faint image of his personal god appears, be it Sigmar or even
the dread Shadowlord. Filled with courage, the warrior may
ignore any and all Leadership-based tests he is required to
make for the rest of the game.

4 The warrior peers into the depths of his own mind, unlocking
untapped abilities. He can detect any enemy models hidden
that turn, even those not in his normal line of sight, and
passes the information on to the rest of his compatriots. All
enemy models lose their hidden status.

v

A slender arm reaches out from the pool, leaving no ripples in
the smooth liquid, and pale fingers touch the warrior’s chest.
The soft caress causes a faint glow, which spreads throughout
his body. Though it quickly dims away, a strong feeling of
strength and vitality is left behind. The warrior may ignore the
next wounding hit he receives, even if i a critical hit,

6 The city chooses to reveal its true visage to the warrior,
unveiling the monstrous intelligence that lurks behind the
facade of simple ruins and rubble. The warrior’'s mind is
overwhelmed by the enormity of the impression and he
stumbles away in stark terror. For the rest of the game, all
enemy models count as causing fear and the warrior will
refuse to enter any buildings or get within 2" of any walls or
ruins. After the game the effects will wear off, though he will
always hesitate slightly before entering an unlit room from
Nnow on...

Note: Only warriors who can gain in experience can choose to look
into the pool, all others simply lack the curiosity to bother!

64 Screaming Walls

Faces appear in the walls of one randomly-determined building and
start to emit a piercing shriek. Any warband members within 8" of the
building takes a S1 hit (no armor saves allowed) and are at -1 on all
to hit rolls (close combat and shooting) while the screaming lasts.
Spellcasters are even more sensitive to the noise than others and so
no spells may be cast from within this radius. Roll a D3 to determine
how many turns the screaming lasts.

65 Peddler

No matter which turn .
it is rolled on, this
encounter happens at the

end of the game. The
winning warband sees a
peddler wandering through

the ruins. This travelling
merchant keeps his entire stock on
his back and he offers to sell part of it to the
warband. He has the following items at half their
normal price: mace, hammer, sword, dagger, axe,
helmet, crossbow, pistol, duelling pistol, rope and
hook, any poison, lucky charm, blessed water,
hunting arrows, garlic, healing herbs, holy (or
unholy) relic, lantern, and Mordheim map. Roll a D3
for each item to find the quantity the pedlar carries.

66 Itsy-Bitsy Spider
The presence of the wyrdstone has mutated this common

household pest into a monster of titanic proportions! This

Gigantic Spider has the following characteristics:

Profile M WS BS § T W 1 A 1d
Spider 5 3 0 5 4 4 1 2 10

Fearsome Beast: The Gigantic Spider causes fear
Chitinous Hide: The Spider has an armor save of 4+.

Poisonous Bite: Any to wound rolls of 5 or 6 (rather than just a 6)
are treated as critical hits.

The Gigantic Spider moves from the table edge it starts from to the
opposite table edge, attacking any warband members that get
in its path.

A warband desperately tries to fend
off a minedles
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odBfeim ArcBitectuye

LBy Nicf Davis

The City of the Damned is a dark and dangerous place with twisted architecture, and equally twisted
denizens. In our third feature on Mordheim architecture, Nick Davis takes a look at the buildings of
Mordheim and a subject that is dear to any Mercenary’s life... Cover!

Nick: Welcome to the third installment of
Mordheim Architecture as we continue our &ﬁoo?en %eams & %to&n 9001‘6
look at the buildings and features of the City
of the Damned. I've at last got my hands on

the fantastic new card buildings from the Blood on the Streets e
building pack and I'm looking forward to putting them - ol
together. But first I have to solve a little problem. L —

LS e .
As my warband explores the dark reaches of Mordheim I've — ' : ——

found that one thing becomes apparent. Apart from the . —
ruined buildings, if you're caught out in the streets there is no Wooden beams and broken doors

cover! Well, in a bid to save my Middenheim mercenaries, the | can be made out of popsicle sticks, cocktail sticks, and bamboo

White Wolves, from extinction (they’ve had a hard time against | barbecue skewers. ‘
warbands with lots of marksmen), I sat down, grabbed my bits
box and started to make some barricades, based on the
cardboard ones you get in the box.

The materials used in the construction of my barricades are
really easy to find. They are mainly made out of broken up
popsicle sticks (1 hope you saved yours from the summer - the
first rule of modeling is never throw anything out!). I also
added some extra stuff from my bits box like plastic cart
wheels and metal barrels. Also, to add a little interest to the
barricade bases, I used a couple of modeling techniques
which 1 explained in an earlier edition of Mordheim -
Architecture (see WDZSS)_ = A barricade made up
of popsicle sticks, sprue rubble (see

Right, let’s get on with it and see what I can make. i WD238), and a solid plastic wheel.

Above:

Meafie BVags

Mordbeim was a busy trade city and many farmers brought
their produce in to sell. It was not uncommon to see piles of
sacks containing grain or other produce around the city. These
make handy cover in the now dangerous city streets.

My sacks or ‘mealie bags' are band made. Get some modeling
clay like DAS, pull a bit off and shape into a rough sack (the size
is up to you). Repeat until you bave a line of three or four. Make
a load more but this time place the shaped DAS on top of the last
row of sacks. Keep this up until the line of mealie bags comes up
to @ Human mercenary’s waist. Leave to dry and then paint
over the bags with watered down PVA glue. This will seal them
together. When the PVA is dry, paint the row of bags with Chaos
Black, drybrush with Snakebite Leather,

Sollowed by Bubonic Brown and
wash with Chestnut Brown Ink
mixed with a drop of wasbing
up liquid. Congratulations,
you have completed your

stack of mealie bags.

Left:
Mealie bags.
Note the split bag with
the grain colored black due to
the warping influence of the city.
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features on the base with
Barricades are really easy to build as they can be made up of Scorched Brown,
almost anything — discarded wood, empty barrels, old cart
wheels, mealie bags, and doors. Here is my way of doing it..

First cut your base to s

suggest about 3em wide and
about 8cm in length, but you
vary this if vou wish. However,
try to keep all the barricade
materials in the center of the

f““"‘"i‘" belp protect them from s - 4 Now drybrush the entire barricade with Snakebite Leather, including the
tnocks. :
7

woden pieces on the base. Go over the edges of the paving slabs and any
: sprue rubble. Don't worry too much about keeping this neat and tidy.

wounld be just as good. I then glued some paving slabs on to this artboard base Mordbeim was bit by a big rock so it is going to be a little

e barricade itself is made out of two popsicle sticks broken in  bit dusty. Then paint any metal

half a bamboo skewer, a couple of cart wheels, and a metal barrel from the  bits with Boligun Metal.

Siege Defenders boxed set,

The broken halves of popsicle stick were glied on top of each otber using P

glue and then glued onto the base. I used the barrel and the bamboo sticks to

prop up the popsicle stick barricade, then left this to dry. To finish off the

barricade I glued two spare wagon wheels to the front of the barricade wall,

then painted the entire base with

coarse textured paint, and left

it to dry.

5 [finish off the barricade,
drybrush over the base
with Bubonic Brown. Again
you don’t bave to be too tidy
about this (make sure you go
over the metal bits with it).
Onee you are done your
barricade is ready.

Paint or spray the base Chaos

Black,. 1 suggest you use a
combination of the two; you can
use the paint brush to get into the
gaps that your spray can misses.

Once the paint is dry, if you bave
any paving slabs or sprue rubble
on your base drybrush them
Codex Grey.
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Barricades
As I bave mentioned before, making barricades is really
easy. Here are a few I knocked out using some bits and pieces
Jfrom nmy ever growing bits box.

Above:
The upturned
; table is a Mail Order
ontly special metal piece. I also
added the remains of my popsicle
sticks to the base and a plastic cart wheel.

Above & right: This barricade
is made up from a door from
the Warbammer Fortress and
some bits from the Siege
Defenders boxed set. I added a
pile of sprue rubble and a an upturned wheel barrow from
broken bit of popsicle stick for the Siege Defenders boxed set make a
extra effect. quick, easy, effective piece of cover,

Left:
A collection of barrels and

Well, with the cover problem solved I can now concentrate
on the Blood on the Street buildings. I enjoyed putting
together my last set of Mordheim cardboard buildings as
it involved very little modeling work from me and they
looked great.

Just like the first set of ruins, once I built these
they looked great by themselves, but just like
the first set | added some extra touches. First
of all I based them to protect them from
knocks. Then I added a few ideas from the
first Mordheim Architecture article (see
WD238) like sprue rubble — so check out the
hints and tips scattered around that article.
Also, I painted the edges of the buildings to
give them a more solid appearance and tidy
them up.

Above & left: The Blood on the
Streets tower bouse, Most of
the ‘extra touches’ have gone
on around the back. I
added the corner wall
piece to the base to
make the building even
bigger.
The base bas the now
mandatory sprue rubble
(check out the gap in the
Sar wall) and
paving stones.

The buildings were glued
together with PVA glue (you
can easily pull it apart if you

make a mistake). I do
suggest that before you
apply any glue you test fit
the pieces first! As with all
cardboard buildings you
may find that you need

to do some extra

trimming here and

there. Use a modeling knife
or scissors to ensure a snug fit with the
plastic building components. Have fun!

Below: The ruined bouse from the
building pack. As well as the sprue
rubble I added some broken timber
fthe remains of the popsicle sticks)
to the base.

Above: I just had to
put the gateway either side of some
paving stones. A quick note about this piece - the folds
and flaps are tight so I used superglue to stick it together. [
needed the more instant bond of superglue or I would have
spent the next hour or two bolding it together as the PVA dried!



: Buildings raquire assembly. Cifadel Miniatures not supplied.

RUINED BUILDINGS FOR THE CITY OF THE DAMNED - $30.00 CDN $1999 US
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Sfowcase

By Matthew Parkes

Matt, an experienced
member of the ’Eavy
Metal team, painted
many of the Studio
Mordheim miniatures
that have been shown
in White Dwarf. Matt
couldn’t  resist using the new
40mm round-bases to create these
small, Jighly characterful scenes
of Mordheim.

his injury.

; The skeleton on the
& post was copied from
- AT the Studio Mordbeim
5 temple scenery to give
the piece continuity. I
remodeled the bead
so that the Henchman
is looking down at

fter playing a few games of

Mordheim, I decided that
wounded counters would
look great on the gaming
table. And besides,
constructing these small
vignettes proved to be a nice
break from painting my gang!

The new 40mm round bases
proved to be perfect for what
I wanted. They allow more
room for small pieces of
scenery such as  rats,
weapons, and blood! 1
wanted each counter to be
different, but to keep within
the theme and look of the
Mordheim game.

I also decided to use the
40mm base when I came to
paint Aenur, the Sword of
Twilight. This proved to be a
great success so I am
currently working on more
special characters in the
same way.

1 repositioned the legs of
this Marienburger warrior
so be is sitting down. The
band bas been replaced
with that of another
model to make the
warrior look like he is
about to pull out the
arrow. I am very pleased
with this conversion as the
model looks like be is in a
lot of pain!

particular Elven race.

The tree bas been made of green stuff and wire, with brass-
etched leaves that I bought. The wanted poster on the tree
was made of a piece of paper with an ink wash over the top
Sfor weathering. Because of the mystery surrounding Aenur's
past I painted bim in colors that are not associated with any
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Black

The Studio Mordheim campaign started up a few months ago and”
there was a warband building frenzy all around Head Office. Not
being one to miss out on the action, Mark Bedford chose to build 3

Skaven warband. This is how he went about it.

I decided to make the warband from plastics (although later
on I will add metal miniatures) because 1 wanted the Skaven
in my gang to be individual. This is something you just don’t
have time for in Warhammer. There is an upper restriction to
the amount of warband members in a gang so 1 lavished extra
time on each figure and its base. 1 find converting and
altering plastic figures a lot easier than their metal
counterparts, so after working out my warband on a piece of
scrap paper 1 grabbed my clippers, scalpel, bits box, and glue
then set to work.

The Assassin Adept isn't converted — he came straight from
the Mordheim sprue. However 1 did pose him in a way that
looks like he ambling over the city’s rubble. I based all
the models on 25mm square bases as this gives you a bit
more room to make each figure look like a mini diorama. If
you wanted you could go really over the top with the bases,
modeling on rubble, artifacts, mushrooms, coins, warpstone,
or anything else with spare bits from the accessory sprue or
from your bits box.

[ armed the first of my =
two Black Skaven with a

flail, helmet, and light

armor. | equipped the

other with a shield and

throwing stars. 1 used

gloss paint on all the
armor to make a contrast
between hard metal parts
and soft cloth and fur.

Next came the Eshin
Sorcerer. He was made
from plastics from the
Mordheim  sprues and
Zombie, Orc, and Skaven
regiment sprues. I also use

static grass on the Zombie’s

head to look like hair.

A study of
the Skaven
of the ‘Black
Shields’.

B)’ master
craftsman Mark

The malevolent Skaven move

through a ruined square in the

center of Mordbeim.
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lhc five \crmml\m were taken
sources. |
managed to acquire enough
arms from people

around the Studio to equip
y all five of them. 1 wanted
‘ach figure to look different
so 1 changed each of the
slinger arms either by
cutting it at the wrist and
rotating it or cutting it off and

various

gluing it to a different arm.
Arming Verminkin with slings is

a useful option — they don’t have

very good Ballistic Skill to start

with, but if they stand still they get to

fire twice in a turn and this gives you
better odds of hitting something.

[ also armed them with spears and shields for

close quarter fighting. With the V

rminkin

finished 1 had completed my starting warband. The

finishing touch was a name
for my gang. Being a big fan
of Bernard Cornwell's King
Arthur novels, 1 took my
warband name from those
stories. The Blackshields
were a treacherous Irish
warband who changed sides
in a decisive battle — ideal
for Skaven!

Slicy-Dicy leadsthe
Black Shields through
the ruins of Mordbeim
in search of warpstone.

Slicy-Dicy,

-
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Now to get some warpstone...

The first battle I played was against artist Neil Hodgson and
his Skaven warband. This was a very quick battle that brought
me victory. I managed to cause enough casualties with a hail
of slinger fire to cause him to take a Break test — which he
failed — and his Skaven slunk off into the darkness to lick
their wounds. Searching the ruins I found enough warpstone
to buy Night Runners and arm them with swords
and buckle

wo

Future plans include purchasing a Rat Ogre (to strike fear into
the hearts of my enemies) and increasing the amount of
Verminkin in the warband. This is so I can soak up a few
casualties before taking a Leadership test, which you don’t
want to do too soon in a battle if you have a Skaven warband.

Aly Morrison had a Rat Ogre that he had covered in static
< (as fur) but hadn’t painted, so after continual hounding,
he finally caved in and gave it to me. | have painted it and now
need to fight a few more warbands to earn enough gold
crowns to buy it for my warband!

Skritt, and Skratch form the

elite fighting force of the Black Shields.




Mark's Roster for the Black Shields.
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Nilklit the Skaven
explores the ruin
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Flail

Dagger
Helmet
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Black Skaven
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THORGRIMS MERCENARY MINERS

The Dwarfs from Karak Azul seek a likely young Dwarf
or two to join their warband. Guaranteed supply of
Dwarf ale to guzzle and gobbos to bash.

Drinking challenge to be held at the Drunken Goblin inn.

OBITUARIES

Alexandra Kemmler, stabbed in
the heart with a jewelled dagger.

Rorck the Troll Slayer, killed by

arrow from an unknown Halfling.

Heinrich Peeperhoffen, shot
in the head with a Dwarf

blunderbuss.

Hensel Todbringer, found
drained of blood.

Henryk Bergson, accidentally shot
in the eye with an EIf bow.

Jacob Epstein, stabbed in the back
twenty-seven times and found
hung in a locked chamber.
Physitian Oskar Albers said it
was the worst case of suicide he
had ever seen.

ROYAL
VISIT

The Count of Sylvania,
Vlad von Carstein, and his
entourage are to pay our
stricken city a visit.

All warbands are ordered
by the Burgermeister of
Ostermark not to molest
the Count or any member
of his entourage during
his visit.

Stumpi Shortfoot

HALFLING
COOK

Ye finest cook in all of
Mordheim seeks employ.
Equally adept at chopping up
vegetables and Skaven
warbands.

Currently head cook at
the Red Wolf tavern.
W

—_—

LANGAARD'S
ANIMALS

Breeder of ye Finest
arhounds.

Supplier of Warhounds to
the Templars of Sigmar.

Visit me at_the
settlement of Harris.

%Callgﬁicﬂrs“ “é//f
PLACE OF
WORSHIP

NEEDED

Adolf Muller, most
humble priest of Sigmar,
nceds a place of worship

during his stay in

Mordheim.
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FOR SALE
OR TRADE

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

Short sword, steel helmet,
rope, turnip, copper cup,
dwarf crossbow. halfling
bow, haddock, leather boot.

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

WAR ARTIST
EXTRAORDINAIRE

Record your favorite
battle moments.

Based at Griffon Gate market.
T T T T TR

PUBLIC
NOTICE

Hangings
This month’s attractions:

Onc-Eyed Teddy M'grue for
the murder of Max Piper.

Alberto Meidner, apple thicf.

Maurice Kubin for the theft of
the Count of Devemy's coach.

Johann the Khnife for the
murder of Count Hammacher
and his retinue.

Walter Ruiz for killing a horse.

To take place on
the first day of Ulriczeit.
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Payment in wyrdstone.

Follow the riddle at the sign
of the Red Moon.

CORPSES
REQUIRED

for cxpcrimcnts

Otto Dix
Offers to pay 2 groats for
intact corpses killed not
more than 3 days previous.

Body parts considered on
an individual basis.

Leave the merchandise
at the sign of the
severed head.

T

All are invited to witness

MANDRED
THE JESTER'S

greatest trick yet
as he attempts to

make Morrslicb

EAT THE SUN

Come and sec this
amazing cvent on

the sixth day of Ulriczeit.

AT T e )




GLORIOUS BATTLES
OF THE IMPERIAL GUARD

PART 2
in the second part of our continuing series, we scour
the deepest archives of the Imperium to report on
some of the famous and memorable battles from the
long history of the Imperial Guard. This time we turn

our attention to the Cadian Shock Troops and the
Tallarn Desert Raiders.
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Caduns hold the hrl'_‘lg{ 1gainst an vk assault

CADIAN
SHOCK TROOPS

Cadians are renowned Chaos
kghters as their world liee naar
the area of warpspace known as
the Cadian Gate. Sinca the end of
the Great Heresy the forces of
Chaoe have launched numerous
altacks from the Eye of Terror
through the Cadian Gate and
there are many Cadian regimants
awailing them. Cadian regirmmnis
have Ihe best response time of
amy Imperial Guard force in the
Impenum and are nearly as quick
10 react 1o 4 threat as the Spaca
Marines. This eamed them the
title of Shock Troops which they
proudly bear 1o this day
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Cadiaps form 3 delepsive formation

The Storm Troopers met with equal success, literally dropping into
the middle of the small Ork encampment on the northem shaore.
The squad dispatchad their enemies with ruthless efficiency bafora
sacuring the buildings at the narth end of the bridge, The bridge had
been taken with only 24 Cadian casualties (over half of these were
wounded during bad landings) and the loss of two Storm Troopears.
However, they were to lose many times this number holding the
bridge against increasingly determined Ork assaulis over the
following hours, until the armaored calumn fram the nearast Impearial
base had lime to arrive. In honor of the Cadians’ gallant elforts. the
previously nameless crossing has been known ever since as
Gryphon Bridge.

THE DEFENSE OF COBALT VALLEY

Mihok Secundus is a moon of the gas glant Mihok, some thirty light
vears from Cadia. The sizeable satellite is coveraed in dense forests
and jungles, In 361.M37, a force of Traitor Marines led by Qnk the
Vile of the Alpha Legion invaded the Mihok gystemn, Tha thres outer
worlds fell to the renegades’ surprise assaults, but by the ime they
reached Mihok Secundus, two regiments of Cadians were waiting
for them (the XV 'Kalliagh's Heroes' and XXIl "Emperor's Hounds')
The XXl were stationed in the Cobalt Valloy. Thie eite wae
extremely imporiant, as the filty-mile long valley provided the only
reliable road through the equatorial mountains for several hundred
leagues in each direction. Along one slde was the Opal Ridge, ore
of the highest pointe in the mountaing and therofore an excellent
position for long range arillery. In the valley itself were the
mansions of the deputy govemor (also used as a supply and
ammunitions depot) and the only clear space in the region for
shuttles and aircraft to land. It was not surprising that the Emperor's
Hounds' orders were to hold on o the valley at all costs. Colonel
Lean positioned his infantry squads in and around the mansion,
whils! his two artiilery companies wens drawn up on the Opal Ridge
ready to rain fire down on the anemy, At the nofthern end of the
valiey Lean had a heavy tank company in reserve, consisting of two
squadrons of Leman Russ Demolizhers and one of Vanquishers.
The Emperor's Hounds did not have to walt long for the storm of the
Alpha Legion to fall upon them.

The renegades’ first rapid attack, designed fo averwhelm their
enemies by shock and speed, was easily blunted. The momentum
of their advance stalled, the Alpha Legion bagan a senes of smaller
raids on the defenders’ positions, designed 1o sap them of their
sirength and will to fight. Casualties became increasingly high as
tha highly trained and well armed Traitor Marines stormed into the
Guardsmen's camps, culting down men with deadly accurate bolter
fire before withdrawing into the safety of the trees. However, the
Chacs followers did not have every advantage. Regular scouting
forays by the regiment's Sentinel squadrons located the Traitors'
supply dumps and encampments and for day after day, night after
night, the big guns of the Basilisks and rockets of the Manticores
rained fiery death into the valley below, But despite all their effarts,
the XXl were losing the attritional battle — and badly.

It was after two weeks of fighting that the Alpha Legion launched
anocther direct assaull. By this time Lean’s defensive perimeater had

shrunk back to the area just around the mansion
itzall and the buildings and gardens near 1. They
had lost control of the shuttle landing sirip two
days earier and so further ammuniion and
supplies had to be dropped to them from shutties
flying overhead

The battle lor the mansion was the herces! in the
whiole bloody campaign, with Lean's man making
the Chaos Marines pay with bicod and pain for
avery inch of ground they advanced. Thanks o
excellent training and discipline, the heavy
artillery was still able to lay devastating
bombardments on the enemy, Sometimes fheir
salvoes falling within fifty yards of their own
troops, yet amongst all the confusion of the thick
jungle and massive explosions, nol a singe
Cadian was lost to friendly fire, Soon the Alpha
Legion were into the mansion itsell and the two
forces began bitter room-io-room fighting. The
mansion complex covered nearly two squan
miles and was up to five stones high &t soms
point. Pushed steadily furthar inwards, Lean’s regiment was on the
verge of baing wiped out — after another week and & half of fighting
only two and a half companies could be musterad. It was then thal
Lean delivered his counter-punch,

The heavy tank company which had remained hidden from the
Traitors for the duration of the fighting, rumbled inte the rear of the
Alpha Legion's ranks. Their big guns fired high explosive shalis ini
the mansion iself, blowing up halls and chambers and crushing the
Marines inside. The artillery then lent its fire to the attack oo, &
Lean pulled his men from the bulldings into the jungles of the Opa
Ridge. For sight hours the crushing attack continuad; it is said that
nearly 5,000 shells and rockets were fired into the mansion, leaving
it & buming, shattered wreck and burying nearly wo hurdred
renegades. The heavy tanks finished off the few survivors, rumbling
over the debris of the mansion, the roar of heavy bolters and balfe
cannans filling the air continuously.

When further regiments from Cadia. Gorin V and Linnarberg armved
in tha Cobalt Valley they found a blasted wasteiand. Mearly the
entirety of the Emperor's Hounds had been killed, and aver thres
guarters of those left were wounded. Colonel Lean was awarded
the Terran Laurel for his pan in the battle and the XXl were retire
fram active service, allowed to accompany the Explorator fleets and
colonize a new world — such honor is only usually bestowed ona
regiment after ten vears of lighting, whilst this was Leans
first campagn.

THE BATTLE OF THE BROADSWORD

One of the Tallarns’ mosi famous victories in a large engagement
was during the Chaemos Rebellion of the lata 35th Millennium. Ore
of Chaemos's Lords, Duke Mormant, had overthrown the righti
Imperial commander. With Tallam locatad only ten light years from
Chasmes, it was unsurprising thal the bulk of the Imperi
retribution force senl 19 quell Duke Marmant's upnsing aame fram
thera. Six full Tallarn regiments were sent to eradicate the forces d
the usurpar Duke, combined with three Chasmosian Royal Guasl
regiments that remained loyal to the
exiled Imperial commander.

Duke Mormant wanted to demonstrate
his total rule of Chaemos and gatherad
his forces, some 30,000 men, upon the
plains west of the capital of Chaemos.
Amongst thiz numbar were several
dozen large artillery guns, which far
autmatched anything the Tallarns
could bring. However, the Tallarmns did
have a sizeable lorce of Rough Riders,
giving them a distinct advantage over
the infantry arrayed before them. The
battlefieid Mormant chose was the
ground between the confluence of two
rivers, known locally as  the
Broadsword due to its tong, pointad
shape. For a whola day the armies
marched to their chosen position, no

n Eldar




more than a mile from each other and in piain sight
of their foes. That night the campfires blazed
across the tongue of dry land and the picket
sonfrice ocould hear the calie of thoir opposite
numbers

Duke Mormant began his attack just before noon
and for the next four hours his army advanced on
the Tallarm positions, which came under a
constant pounding from the Chaesmosian big guns
After brief skirmishes. the Tallarns would fall back
from the enemy attack. As General Akkir of Tallam
had pianned, the rebels” pursull left them more
and more strung oul and isolated from their
supporting formations. A couple of hours belore
sunsel, Akkir counter-attacked. He formed owver
half of his companies info one unstoppable
division that crushed each of the enemy
farmations piecemeal. At the same time, his 3,000
Bough Riders encircled the Chasmosians’ laft
fank and pounced on the arillery, cutting down
the gun crews and setting them o rout. The
cavalry then smashed intc the rear of the
remaining Chaemosian companies, who were
caught betwaean the chainswords and flailing hoofs
of the Rough Riders and the volleys of lasgun fire
Irom the Tallams. The firng became so lierce al
one point thal the grass caught flre and the
battlefield was wreathed in thick black smoke
choking the soldiers of both sides. As Akkirs
iflantry and tanks pressed forward, the
renegades’ retreat bacame a full rout. Within a
matter of days the law rempants of Mormant's
rebel army was entirely stamped out by the
pursuing Tallams.

LURENZ’S GRAVEDIGGERS

As well as infantry, artillery and armored
companies, it is not uncommon for Tallarn
regimants to include one or more patnol

companies (sometimes referred 1o as recon or
leng range companies). The first of thesa was an
ad-hoc formation craated by Captain Lurenz of the
Tallam XWVI, whilst fighting the Eldar on Holon
Prime in 7B2-TE5.M35. The unwisldy Tallarn
Companias were having greal difficulty dealing
with the speed and flexibility of the alens thay
leced and by the time they mustered their forces
o respond to an attack, they armved too late. It
was Lurenz who took the Armmored Fist squads
from four of the other Companies and asked the
Tech Priests to sirip down the armor on their
Chimeras. This gave Lurenz's raiders a transpor
fhat could carry them gquickly across the dunes
\other vehicles had a tendency to get bogged
down in the sand flows), but which still boasted a
poweriul armament. Many of the other officers
laughed at Lurenz's plan and called his formation
the '‘Gravediggers® after the skeletal appearance
of their vehicies. Lurenz did not mind this at all and

claimed that it would be Eldar graves they would
be digging soon

The first test of Lurenz's idea was 1o be a raid on
an Eldar position many leagues Irom the Tallams
defensive ‘boxes' (the desar offered little In the
way of cover, so the XVI had created protective
‘Doeeas’ with razorwire, trench works and bunkers).
Lurenz and hiz men sal aut just after nightiall and
took a circuitous route to their objective — a rocky
vallzy where orbital augurs had detected the haat
auras of several Eldar wehicles. As they neared
their target, the Gravediggers used Improvised
means to mufle their Chimeras' engines as much
as possible. From the aastern ridaetop, Lurenz
was glad to see the outlines of half a dozen Eldar
grav-tanks, two of them the formidable super-
heavy Scorpions. With Lurenz keading in his half-
track staff car, the Gravediggers set off down the
slope. They were barely two hundred yards from
e Eldar seniries wnan mea alarm was raisad.
Lurenz shouted the order for a Tull speed attack
and the Chimeras’ engines roarad ino lite, hurtling
across the open ground due to fheir lighter weight.
Mui-lzser and neavy boliar fire fillad the air and
three of the Eldar vehicles were envelopad by
flames and smoke before the Gravediggers
reached them, Spiling from their Chimeras, the
Tallams began setling melta bombs to destroy the
remaining tanks, but as they moved between the
howvering vehicles the surviving Scorpion sprang
into life and lifted off the ground.

The massive pulsar atop the super-heavy tank
openad fira on the Tallams, devastating blasts of
laser energy tearing craters into the packed desen
floor. Seeing only one chance. Lurenz leapt back
ima his stafi car and directed the driver to steer
under the Scorpion. As they passed bensath the
immense war engine, all that could ba sean was
the continuous flash of the vehicle’s pinile heawy
bolter. With a strange slowness, the Scorpion
began to tilt sideways, itz anti-grav engines
disabled along one side. As it crashed into the
desert floor, Lurenz and hig driver racad from the
billowing clouds of smoke and dust. Their mission
complete, the Gravediggers leapt into their
Chimeras and sped off, leawving only four of their
numbear dead.

Lurenz’s continued aftacks seriously hamperad
the Eldar army, forcing them 1o keep units in
resenve 1o combat his rampaging patrols. This
denied them forces which they sorely needed for
the main battles and in the end the Tallarns'
superior numbars proved decisive. Since Holon
Prima, the First Patrol Company of the Tallarm XV
has always baan known aa the Cravediggeara
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Conversions in a Box!

Conversions always make your toy soldiers
stand out from the vd. They add that little
touch that makes the Irs F!.||r

Whalhar yoo'vs siarsd you have to have 1hr r|n::||'|t tn::-

seltacting your tiras s, SRR/ ITaTel STl ‘urthF-r than the

thousand Ballles, 1he

Wadaling KN b b i 0

containg sE yeu mead S

Baining. o 1o sroote et RS IRRCIERLE

il [7i:king each of your troops lo nk thn—rlr

e getting them ready painted, b

respeactin
these necessities!

of Modeding Putty

Clippers

P'In Vize and Drill Bits

Epoxy Putty
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Look for the Hobby Pack a.{a
Games Workshop Hobby Center or Rogue Trader store near you!




Dear White 5

I must say, | enjoy reading and secing
the pictures of the many events
Games Workshop does. Such as
Golden Demon, Games Day, o and
store wide events like Humt for the

=n. 1 must admit, | missed being
at most of these events simply
Because | work for o living righe now,
Being a 23 year old female out of
school is no picnic. Anywho, these
cvents led me to thinking. We are all
aware of such events as Harley
. Davidson's Cross Country events,
- March of Dimes, Cancer Awareness,
and other events. With the number
of gamers which wrn out w the
Games Workshop events cach vear, 1
wis thinking it would be cool o do
something like that each vear. Part of
the fee we pay to enter could go o
rescarch for a cure for Cancer, M5, or
other illnesses.

£,

Well, that is something to think
about. I like the idea, and think it 1o
be cool. What do you think?

Sigmarite Matriarch,
Elizabeth

What do we thinks We think it's a
great idea! Sometimes the obefous
L fust needs (o be podnted ot Ot of
' all the evenis we bave done it has
never really ocourred o us to ran a
Towrnanmiend strictly for charity.
Actually when Games Workshop
puts on an event, we aren’t really
trying to make money theck, if we
break coven we can keep the
accountants bappyh), and the idea
of pretting on something for charity
bas really made some eyebrows
raize! The real point is to bave fun
anid grow the bobby, and i we could
contribute to a worthy cause at the
same time we'd feef even better
about it!!! As soon as the Promotions
bays finish planning the next batch

This is the chance to bave a say on the topics
that you're passionate about — be they gaming,
painting, other gamers, White Dwarf. or Games
Worksbop's games. All you bave to do is drop us
a line at the address on the bottom of the page.

af Grand Tournaments e

will try to pui more thoughi
into what we want to do. Maybe
evert tying the event in with the
Battle Bunker (see the news pages
Sfor more info) bere at GW HQ!
Thanks for your kind thoughts!

WE WANT SQUATS!H

Sorry, | just assumed this was how
most people have been reacting
since the Squats were dropped from
the 40K universe. This race was the
reason [ joined the Games Workshop
family in the first place. If 1 wasn't 50
impatient back in mid-2nd edition
and started collecting my second
choice army (Spiace Marines), |
would have guickly lost interest and
never became the obsessed freak
over the game that [ am today.

The history and characteristics of the
Squats are interesting and unigue in
the 40K universe. In the 2nd edition
rules they were a mix of Orks,
Imperial Guard, and Space
Marines.. with a grudge! The honaor,
toughness, and excellent weaponry
(1 would have loved to sec a Mole
Maortar in action) were the big draws
to this under-appreciated army Also,
something very cool about the whole
H0K universe was the fact thar it was
a sci-fi mirror of the Fantasy world.
Nearly every race from Fantasy had
its high-tech cousins represented in
the “far, distant future”, and that's
how the people liked it! Would vou
even consider robbing the Fantasy
world of Dwarfs, with their
wonderful weapons and bitter-sweet
rivalry with the Elves? | don't think

so! MNor should we players of

Warhammer 40K have to do without,
Just the humble opinion of one
dedicared fan.

Tim Gunerrez

Would you believe they were all
eaten by the Tyranid invasion? O,

die ta the Squats biker life siyle,
cveryone of them was arrested for
disturbing the peace and sacrificed
to the Emperor. Where do you think
they get all those souls anyway? All
kidding aside, it doesn't seem likely
the Squats will ever again see the
fight of day. When they were out
they never scemed very popular,
showed wup at our stores, or
topernicomerts, and ofiefn 't sell on top
af alf that. Their look was really
autdated compared to the bundreds
af other preat Warbammer Si0,000
models, Don't send us bate mail s
Just the cold bard facts of the
d1st millennitm.

Dear White Dt

Help! My poor Ork army seems in
dire need of aid. I've been playing
against an Eldar player who uses two
Wraithlords and an  Avatar to

spearhead his army. My shooting can |

barely scratch the Wraithlord (Dar
Orky shooryness just ain't gonna do
ity and in bhand-to-hand  the
Wraithlord and Avarar (aka: Da Orky
blenders) murn my army into a thick
green Orky milkshake, Any idea’s?

Eric Krofchak
Cedar Grove, NJ

We pur our coflective beads togetber
fand what bandsome beads they
are) to belp you crush your chessy
affronent and this is what we came
up with. Buy a battery of 3 Zzap
Guns daned that should take care of
your Wraithiord problem. The gun
automatically bits any single model
within 24 inches. As for that pesky
Avatar, bow about any looted
vebicle or a sguad of lootas decked
ot @5 o Devdsicator Sgudad or
Imperial Gueard Anti-tank Squad.
Knouwdedpe {5 power, now Rick s
bute! Till mext month, keep baving
Jun and sending those {etters!

Want to send a letter to the Mailbox? Write us at: Games Workshop, Atn: White Dwarf Staff, 6721 Baymeadow Drive,
Glen Burnie, MD 21060, Or, send us some email at White D@ games-workshop.com, but remember to give us permission o
print youremails. We can’t use them if vou forget!
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A respectful response to Inquisitor Malaketh's treatise

Thl: maiﬂtﬂﬂﬂﬂtt Cl-f pul'].t)J aﬂd Sﬂ.ﬂlt}(
imﬂ'ﬂgﬁt Sh.l.P ﬂTCWS
By the hand of Fleet Admiral Vox-Canard,

commander of battlegroup "Vigilance',
Zoraith Sector, Segmentum Obscurus

14th of Merethiel, IR 11,892

irs, 1 vead with interest the

recently cirenlated report of

Inguisitor Malaketfi, on his
expericnces !’:'frifr!ldj' o the
corription and Ja_ufr.u.jri:m of ships'
erews, and the likelfihood of said
!i‘mE',l'm'h_rj':f-l:u'rh.'e'.w' ”:"r‘ﬂln'lrlf;lﬂ‘ fo a
vessel's ponts ::_f call. Witile I am all
I'H_fl'l'l.-"!l-l" :}f- I'.I'i;' J':’.:r[lf_tfh'
purifications and exorcisms of
ingdtviteents, ergines, meclanisms,
.rrm'-.rﬂ_ forth !'rrl':r_:p undertaken with
alaerity and perseverance, I find
thar | mst set forth a counter-
aArgument as re the se u_,l" i'inr:l’iimj
_,gr..rr'rr'ﬂ and the strice !li';'l'Fifl'_’I 4_1.1'-'
di_i"ilmru !'-m!'r'u_a} the vessel at certain
rimges. Tempring as ir is to enrertain
the noble iFllilrii.'-'iI’ﬂF'.‘_ proposition af
simply welding the hatches shur
ance the crow are aboand, 1 fear this
;‘ﬂ:rnmnufdi;i'_'r; rii!'riajli! t.rnrj.'r'[ll:
srands somewhar shory 4_11' realiny,

Imperial Navy landing parties are a
common sight across the Imperinm,
Indeed to some isolared worlds they
represent the onlyy tangible proof of
the continuing rufe of the Emperor
of Mankind from one decade to the
next. In this alone the Iln_rp:‘rr':u"
Navy performs an imvaluable role
o I"r:'ﬁu_!j"a_ljlrl"::' .-'l.rJ'j'prrn Terra —
thar of demonstrating the

COMITHIIN pOWEr :#- His Diviiie

Majesty across the stars. Who else
Cil# il!llll'r'g'\".' I!I'El'_': H o rl'.rg' I:l1!.|”.=.{’ll i

0 worlds ._-r".'nrmukm.r': Hm_rfjn'

ﬁm;mimnﬁﬁmnm%@\mﬁ;mamﬂ




with aniy i':'rrru';irr'r_rf." The Adeprus
Artrites on their investigative
patrols? The Inguisitorial Black
Ships conting once i a generation?
No, even the most isolared anchorite
recognizes that when the bright
.u'ﬁ_i;l-smr appedrs in the m'_uplit sk,
the servants of the Emperor

will come.

Apart from the obvious benefits of
|:|-nr1'1r:-:l:iui!:|_a.|' the Pax h:_jjr.f'rléltru, .
landing partics may alse be
dispatched to _;rr¢11'|';ﬂ' assistanee o a
_;rl'.rrrn'rm'_r; _:pﬁ*::r'nm'. On the
Captain’s cognizance, bodies of
Ratings and Tech Priests may be
r:fi'::p.l!-d'u'.i':friin' to render technical
and enqineering expertise {aften
sidlyy {:rrk'iu.]l in the fringe worlis)
or to_provide extra armed forces in
an 1'1-nfr3'|]:':|i'l|:j. Though the noble
Dugpuisiverr is deprecaiing uf the
validity of such bodies, it should be
remembered that the crew of a
capital ship is substanvial (nyprically
in excess of ten thousand sonls) and
ot ._;p.n‘-ﬂi_ij_ populated world a few
hoedred armed shipmen can make
i rrr'r:l'mfdj'jﬁrcmr. The armored
pressure suits commoniy wors by
landing parties arc all but
Fr!_I;lr‘n-.'fﬂ[u o primmitive Wedprons
and they are well-armed with
.'-'Ih"ffjmll-:. shock-maiils, .nr.-i".dii_.]
throwers, Ad}uinnﬁ:rp these weapons
nre yrilﬂ'r[lf!_j:; .l..liur'f J'I'IH:If.I'-!- ll'l‘Tl'rl_.IJr
f'irnirm‘;powrr but the faser WEAPONS
more conmonty employed in
_;aﬁlrlrmrllj nu\lﬁicra‘ are restricted to
use by officers aboard ships, due to
the fire risks inferent in using
enery wweapons.

If feavy and-to-Rand or sicge
comba is expected, r.fu'_,r::irr_u. cin
also inelude a number of las-currers,
phase field genevators, and fusion
torches drawn from the vessel's
macking i.l'u:_:i;;. While many :_nf these
tools are awlkward and heawvy ro
wield, their effect at close quarters is
devastating (this was ably

demonstrated in the recent sicge of
Majornus, when three maniples of
shipmen repelled a dozen artacks by
rraitor forces). The junior officer
;'.qrrum.]mﬁlnjI the J!-.lr::f Jh!_;;; has the
facility to r.frr'rf.:J.Jr_ju r direct qusfire
support from their parent vessel
{with a deal move accuracy than
HOWE aiverade ;ﬂilllrr ‘ﬁ,,-‘-]j'}.-_r)'l or
irrr'u!; down ..f:'.-im.;uurren' I'EI"I'I':IJ‘_Ij
WA PO swch as plasma projectors
or I-'m-ur-r.-:_lfbr rl:—_l;-!!.ia::imr.u. While
it is true that landing parties lack
specific combar IJ':II'FI-I'}-I_JI_ for
planerary fighting, they more than
:.m_r;h'u.:ﬁh’_ for this rli!ﬁuﬂﬂ sheer

dererminarion amd a bilpody-winded

refusal fo let down r.l"rf_ju'u:m‘
traditions of the Imperial Nawiy.

The most telling failure of the nobie
Imipuisiror's text is in irs fack of
aprprreciation of the necessities of
:-i.-i'-iu_.; ﬂ:urfr'n_.g-_ parties to qain
resupply. A typical m:ﬁﬁjjr
undertaking patrol activities will
require adiirional intakes of
: ﬁ1n:[m_:_fﬁ_ reaction mass, and
replacement crewmen, every four to
Six wrweks .'-n.Elijﬂ‘n'w timie, Truce, this
can be extended for wp o a year Iy
imposing the most austere
conditions and aceepting the
lowering of efficiency due 1o crew
fatalities. Hosever any form of
combar is fabie 1o incur additional
casaetlties wihich must fre e Ejuwf
to ensure continued operation, Most
cammonlig I‘.'.ny_;u'r]rmlnﬂ" ey
make planetfall to restock their ship
by recruiting new crew members or
m.l'irrrrimir prrovisions, This can be a
ri.ﬁhj business, for while most
autochthonous populations are
I]L_[;_u!_aj o g u;.; e :lrl.r!-.ﬂ!;flti.l'-it's
for the Emperor's Napy, ovlers have
-J'.:l e rﬂui;:uﬁ':l'-uf Hifir- duaties with
appropriate mensures,

No captain takes sending his
precious shipmien down to a_plarnet
lightly. All too often hostile
lifeforms or treacherous natives will

trij to take their toll, and if things
qo wrong the landing party will be
-_-.:r.m;rhi'.j}ir_i'mnr Ii'f:_fi.:' and iy
fave ro be abandoned to their fate
This wnfortunare circumstance was
visited most famoushy upon a partiy
from the fir}ﬁ'?'ﬁ_’l'ﬁwi. who were
marooned on the fourth moon of
H|rJ'Jr3f;im’IE I wihien o renigiade
cruiser surprised and evippled their
prtrent 1'5‘!!:'f:‘,l'.['l'4'l'lhf it o
-.fu'.n'J!.:pnrr. In a connmendable show
|-rl|r'_\i-.-u'g-'u:.:iuﬂ'rip. Second Licurenant
Muller Hrit’ln:ilﬂ-tfnl-fﬁf parny's tiny
shurtle 1o an abandoned ;ﬁ:{yuxr.:ur
the more hospitable world of

I [[lru.ﬁ'!im:{ﬂi- I1. The parny were
recovered some three years fater,
having lost just four of their
Hitlrer:

To summarize then, Naval Imrrﬁru]
_;rrlriit's‘pr_r,l"w i a ruanier 4_1,|'- ;
essential and irveplaceable duries. To
_prevent rlimr_ i'i{lr:'riuriirl_:j iy !;‘i‘ﬁlf
tradition is to demy the ship its
fifeblood and the I-H_Ij.lﬂ‘flﬁ-ﬁ its ol
;;rf.tfl:L'f on unconented worlds,
While rigorous purity testing of
rmmlr'n:q shii p{ufr: and nesw recruits
needs to be nndertaken with
undimmed vigilance, vhe necessity of
r.ﬁr:'r_ ﬁmm'ﬂus mri.n'r__pn'nfim‘k any
abanedonment of their acrivities.

Yours in Faith

Vov-(anant

Fleet Admiral Vox-Canarid’




WAAAGH! FLEET GORBAG

Andy Chambers’ very own rust-bucket Ork fleet

In true Orky fasbion Weaaagh! Fleet Gorbag was assembled out of a lot of bits and piec
Several ships were buill as concept models during the development of Battlefleet Gothic,
. before the inimitable Dave Andrews started creating the wonderful Orky ships that we now
il Jenow and love. Let’s take a little tour around the space dock.
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A NOVELS

SPACE WOLF by William King
The planet of Fenris is a death world, a world of fire and ice where
only the strongest, bravest, and fiercest survive. It is home to
barbarous warrior tribes who eke out an existence, battling vicious
sea monsters and surviving the apocalyptic climate changes. It is
also the home world of the Space Wolves, the most savage of the
Emperor’s Space Marines. Each and every Space Wolves Space
Marine is born of this hostile world; for them, there are few
places in the universe that hald any terror. Space Wolf begins
the saga of Ragnar of Fenris, a young warrior whose destiny
lies amongst the far-distant, war-ravaged slars of the galazy

DECEMBER $0.25 CON, $2.95 Us SRSE S F &

GREAT
WARHAMMER & FIRSQLOM
WARHAMMER "%y
?ﬁ 40,000 NOVELS
~ FROMWITHN
~ THE PORTALS
@ OF THE BLACK
LIBRARY:

-..r-la

SALELL VAE ST EELT O LR

'L"SL’ ROLLSLATER DAEMﬂMER s
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o Nl AR s Lo o on!
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h'l' 1*.‘,,.5._ _ : o - RS 'E,ﬁ“':“} A
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ﬁ ] NEVEL ' SICAVEL ANEL

Available in all good bookshops, price $4.25 CDN, $2.95 US




Mail Order can prawde you any .\‘
::usrom::mg your own army

s Al the exciting upcoming releases.
hands on the awesome

Workshop publications
Monthly, and J‘nferna

"’.‘;

i

wou can crush your ene .u.."i..-.

U.S. MAIL O
1-800-394-GA

FAX#: 410-590-6700

DIAN MAIL ORDER
) B-GW-TROLL

FAXi#: 905-795-2961

9 a.m. to Midnight Monday to Friday 9 a.m. to Midnight
Seven days a week! Saturday & Sunday 10 a.m.to 8 p.m.
6721 Baymeadow Drive 1645 Bonhill Road, Unit 11
Glen Burnie, Maryland 21060-6401 Mississauga, Ontario L5T 1R3

Or order online:

WWW.GAMES-WORKSHOP.COM

T U.S. MAIL ORDER 1-800-394-GAME = CAN. MAIL ORDER 1-888-GW-TROLL T
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CODEX CATACHAN JUNGLE FIGHTERS %%2'-}%9 C%SH
IMPERIAL GUARD e B ) Cractan imperio Gusranen 2ol

Dadigriad By Al Parny & Pl,a stic
The Imparial Guard Is the largest and most ¥ R B d Set
diverse fighting force in the galaxy, ! oxe

¥

$14.99US
§20.00 CDN
Book

LORD SOLAR | L Siia TANK CREW  #EXCLIE CATACHAN

TG~ = $14.00 CDN ASSAULT
Mo v s e " WEAPONS

$12.49 US
$15.00 CDN |

$13.49 US _ IMPERIAL unnn
$16.00 CDN JeIel:vi (E8 R4 $3.00CDN BT $3.25 US
Each Daaigiran! by &ichest’ Pevey L sqlsﬂ BDH

syt - .'!'.ﬂuI.L.ﬂ.FlN CADMAN CATACHAN

VLSRR LT OIS & 'y, 2

Dezigned by Wehasl Parry & Afan Perry. Winlatives shonm af app Iy &% actual size
Included within the boxed set are Ox, Grease Monkey, Rocket Girl,
Animal, Shiv, Brains, Warrior Woman, Scope,
Hero, Fingers, Demolition Man, and of course $39.99 US
the infamous Colonel Schaeffer himself. $55 UU cu"
[ ; -__'.-, = ._ = ! ?‘__, - ".-1, F‘ﬁ L

e

i

ROCKET GIRL ANIMAL BRAMNE

The Last Chancers - the
meanest, toughest Imperal
Guard fighting unit this side of
the galaxy. This is your chance
to assign this elite combat unit
to your battlezone.

e
GREASE MONKEY
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IMPERIAL TANK IMPERIAL TRNK IMPERIAL TANK
CREW 2 CREW 3 CREW 4
53,25 LIS §4.75 COM 5325 US 54.78 CON $3.25 US $4.75 CON
Uiuslae IS 12605 010 1 3202
IMPERIAL TANK IMPERIAL GUARD TANK
COMMANDER 1 COMMANDER 2
52,00 US 53.00 CON $2.00 US 53.00 CON
010512501 0 50530 *
BACK PACK
MPEALAL QUARD TANK IMPERIAL TANK SENTINEL PILOT IMPERIAL GUARD IMPERIAL GUARD 2,00 LS 53,00 CON
COMMANDER 3 CREW 1 52.00 US 53.00 COMN MORTAR CREW MOATAR GUNKER : DOE05408
£2.00 US 535.00 CDN 5200 WS $5.00 CON O10S0E004 53.26 US $4.75 CDN §3.25 US §4.75 CON et
010513201 _ OB 2607 10505407 0105054085 -
HATCH 1
£1.00 US 51,50 CON $1.00 US §1.50 CON
O10GA8AN 10505302

TARGETING CUPDLA CUPOLS

HATCH 2 TURRET SANDEAGS
BASILISK TANK BASILISK TANK - _ $1.00 US §1.50 CON 52,00 US 53,00 CON
CHEW 1 CREW 2 010505305 010513203
53,25 LIS $4.75 CON 53,95 US 54,75 CON g ;
010512704 dos12Tne SMALL TURRET LARGE TURRET { L. ?

£2.00 US 53.00 CDN 32.00 US 53.00 CON
010505504 110505203

ARMOR PLATE ARMOR PLATE

[ 51.00 US 51.50 CON 52,00 US 53,00 CON
{8 [sRlLA A CHNBNESTA IMPERIAL TANK STOWARE 1
s 200 US £3.00 CDN
070512503 ﬁ

HEAVY PLASMA GUN
52,00 US 53.00 CON
D1D50SE11

HE::E:?:E.':ER IMPERIAL TANK CREW LASGUNS IMPERIAL TANK STOWAGE 2 IMPERIAL TANK STOWAGE 3
53.00 LIS 54 50 CON . 5200 US 53,00 CDN 52,00 US 530,00 CON £2.00 LS 52,00 CON
T owsizend ML 71 MR 010512502 U U U En

52.00 US 3300 CDN
010505312

$29.99 US _ LEMAN
» o s%%“b%%“ﬁ $48.00 CDN o’ . RUSS
\EMAN RUSS J P Bu.xnd Set ~
HTERMINATOR : k
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ordbetm, ity of e M@' RH€]M
- Damned,a terrible -
af wightmarish ruins where '

= ™ 4

death awatts in every .!.!mdmt- Here bard—bmm warriors stall il 1o B - s
through the crumbling palaces and twisting streets, fighting, and ; Bt f
dying for the prromise of riches and fame.

Mordhaim is a tabletop skirmish game where players control rival warbands. battfing each 559 99 US .l h_ B gl
- other for supremacy In the dark and dangersus strests of the rulned city, $3500 an W AT Py T ot
Emﬁhgﬂﬂmdhb-ghﬂﬂﬂhq'ﬂuﬂuln“wﬂmluinmlmmnm f “'"‘_rg-*%! w
complets warbands and five card ruined bulldings. The comprehensive rulebook describes BﬂﬂEd GEME " 4 _ L7 el '
eight different warbands and a vast array of WEEPONE and BqUIpMENT. There &re alSo rules for s, Uy
running ongoing Mordhaim campaigns as well as incheding hired swords and special
eharactens in'your warband.

fh-cha
Lo o

.‘in‘._q,;ﬂuuﬂ'r Fixtery Hoocesd Seeil
Deegpred by Gary Modey

$45.00 CDN
Boxed Set

Y - .‘iﬁ i'ﬁcl High Maitriarch Jobann Veskit, High Executioner Warlock
Sister Superior m_ the Knife ,E__-_ g In Mark Bedfond

Designed by Alan Perey Diesipned by Colin Di

$19.99 US
$30. ﬂﬂd EPH @e 8&6&5
A Mordheim Building pack

Blood on the Streets is o building |
freack for Mordbeine. With it you
can expeondd vour battlefield and
figlt even larger skirmishes fn the
rurines of the City of the Damned.

The boxed sef containg a sel of card and
plastic building sprues, that make wp ruins
including an impressive ruined Towear House.
Full aggembly instructions are provided.

T U.S. MAIL ORDER 1- 800-394-GAHE T CAN. MAIL ORDER 1-888-GW-TROLL 'ﬁ'
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$17.50 US
$25.00 CDN

Witch Jomtvex Boneit Sat. NSRS
$45.00 CON

Boxed Set

B

"$40.00 US
$55.00 CDN

Middenheim
Warband

OLL T
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i‘;’“l."' | \ﬁ"‘qu
- CODEX SPACE MARINES ~ SPRTen

Tl Space Marines are e mwsl

$14,99 Us igp powertul and feared o il e Emperors LTIV

$20.00 CDN N Y iy Boxed Set

ook i T e o bncone yos reed 1o iari.  BLOOD ANGEL
mustering your nes for battle. 'FURIOSO’

CODEX DARK ANGELS & DREADNOUGHT
CODEX BLOOD ANGELS ==

These two Codexes detail the unigue
organization and fighting
slyle of these vastly
different Space Marine
Chapters. The books
contain all thelr special
rules, army lists and
harkgrmine.

[V Lo

BLOOD ANGE!

$999 us : 41- "
' $12.00 CDN . ;. e

. Book i F . make full use of their
. army lists.
: ' \

» - S __“"_-'ur

BUILD YOUR OWN SPACE MARINE DREADNOUGHT

Space Marine Dreadnoughts are awesome fighting machines controlled by a Space Marine
532.99 us warrior who has been mortally wounded in battie. It is a great honor to be interred into a
$55 00 CD" Dreadnought &s the warrlor can continue to fight the Emperor’s foes for centuries or even

. millennia. Every Space Marine Chapter has Dreadnoughts and many marines them

hit Tech refit the

with o weapons mix that is unique to that particular Chapler.
This is your chance to build your own Space Marine Dreadnought. We will supply the
standard body and you can choose the sarcophagus, weapon arms, and banner poles.

LEFT ARM WEAPONS

CODEX DREADMNOUGHT
SARCOPHAGLES SE.00 US 50.00 CON
D0 A00aED

{?" g

BLOOD ANGELS DREADNOUGHT
BANMEH FULE S0 U 5500 LELUN
OiON00ETs {
SPACE MARINE o
DREADNOUGHT MISSILE SPACE WOLVES DREADNOUGHT |
LAUNCHER & POD LIGHTHNING CLAW ARM 36,00 US 58.00 CON i
56.00 US T 1000413
£3.00 CON "{r | SPACE WOLVES DAEADNOUGHT
pipiodsn A e SARCOPHAGUS $6.00 US 55.00 COH
B D0 DR 1 R HIBHT lHH 000414

w I CODEX DREADNOUGHT
M "# BANMNER FOLE 32.00 US 3300 CON
nAnTDaRI

SPACE MARINE DREADNOUGHT POWER
FIST ARM & FIST 56.00 US £3.00 CDN
D101 00206 & 010100208

D ANGELS DRE GHT
SPACE MARINE DREADNOUGHT | orsce wouLVES DREADNOUGHT ) N gl bl
MULTEMELTA $4.00 1S $6.00CON' | maumwen POLE 82,00 US 53,00 CON s o

01000206 i G048

L

o b Lot DARK ANGELS DREADNOUGHT
EPACE MARINE DREAGNGUGHT SPACE MARINE DREADNOUGHT TWIN BANNER POLE 52.00 US 53.00 CON AR ANGELS bR ARG
AEBAULT CANMOM £4.00 US £6.00 CDM LASCANKON 5200 LG 5500 DN & PLLL SARCOPHAGUS 56.00 US §9.00 CON
0100418 THIRE1e FIO00EE

gt Se
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: 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 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
151 class postage & handling = that's only 53.00 US $2.00 CDNM! Just give us a call to
find out the prices and what other advanced orders and special offers are available!

$7.49 US
7. 40 Us ¥ £10.00 CDN

$10.00 CDN
Sach

| 512.40 U8
§16.00 CDN

Mounted Blood Dragon Vampire Bfood Dragon Vanmpires Labwia Vampire
Designed by Shane Hoge Thezsigmand by Shamae Flovle Designed by Shane Hovle

el COLO ER $175.00 US
e $235.00 CDN

i s;.-rur: TR * | | | tl‘ ;“!1! Boxed Set

= WANNESH *

- (MR yjec) oy SET

Set contains everything vou

naad o start painting

= 51 Acrylic Painls

* 8 Metallic Paints

= 13 Inks

+ Smelly Primer

* Varnish =yt S 7 i
= 7 Brushes = b L

« PVA Glue gt
* Modeling Flock

+* Meodeling Sand

» Painting Guide
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Games Workshop's Games Workshop's
comic book featuring professional fanzine
original artwork and featuring gaming ideas
excltlng stories. for gamers by gamers.

Grames comic., Warhammer The Citadel Joamal contons loads of

Monthly features o il excl 5 "m] riles, article
brilliant

both the

0w s,

SUBSCRIPTIONS SUBSCRIPTIONS

IN THE STATES: IN THE STATES:
12 Issues for $30.00 6 Issues for $40.00
24 Issues for $55.00 12 Issues for $75.00

IN CANADA: IN CANADA:
12 Issues for $42.50 6 Issues for $50.00

Great tales of fantasy and
adventure unfold in your
hands with Inferno!

A& bi-monthly collection of all-new stones

d  Warhummer
J_'ll-:_ln.f with us,

SUBSCRIPTIONS

IN THE STATES:
6 Issues for $35.00
12 Issues for $65.00

IN CANADA:
6 Issues for $55.00

4164 06 FANIESY R 180 ?
TRLES 0F Famasu g uoiicnrin g |

SPE QIAL SUBSCAIPTION DEAL!

You can subscribe to all the Black
Library magazines for 5105.00 US
5147.50 CDN and receive a brand
new regimental boxed set of your
choice for either 40K or Fantasy as
your FREE gift!

{This special deal replaces the free gifts advertised in the individual
subscriptions ads.)

EBIITEWHDEIH:E Wi vl aboi Wnls Dhes

T U.S. MAIL ORDER 1-800-394-GAME T CAN. MAIL ORDER 1-888-GW-TROLL T
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AIL ORDER HOLI

= T s ol e v

TlRED OF ENDLESS LINES"
Need to find the perfect gift for that special

someone, but yuu'r: not quite sure what to
get for them? Even if all you know is that
he likes small green guys, or vile bug-like
creatures, our Mail grdcr Trollz can
help you fill in the gaps helping you
find the gift thatll ma]f: the hohdays
mcmnrahlc All you have to do is pick
up the phone and we'll do the rest.

IN THE UNITED STATES  IN CANADA

Open 9 am to 12 midnight Mon. - Fri. Open 9 am to 12 midnight
Seven days a week! Sat. & Sun. Open 10 am to 8 pm

-rf
T e el

Get those ( Ty -
orders out ;
da door!

the US. Mail Order
the prices below are )

in U.S. dollars.

When ordering from
the Canadian Mail
Order the prices

below are in
Canadian dollars.

Check out these great savings!
© «$15010 $199  $9.00 Additional FREE Stuff

*$200to $248 $14.00 Additional FREE Stuff
. *$25010 $299 $20.00 Agditional FREE Suwff
»$300 10 $349 $27.00 Additional FREE Stuff |
 +$350and up  $35.00 Additional FREE Stuff

_In addition, on all orders $350 or

more, you'll receive EEEE
_shlpplng and handhng tht.

The Mail Order Trollz get so crazy about how
many orders they have to f1]l that they sometimes
throw in extra stuff without even realizing 1t!
This is your chance to take care of some big
savings. If Fﬂu'n: not ordering :nuugitl to take
advantag: of these awesome deals, then get a
group of your friends together and place one
gigantic order! All in time for Christmas!

G U.S. MAIL ORDER 1-800-394-GAME T CAN. MAIL ORDER 1-888-GW-TROLL T
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MAIL ORDER FORM

CODE DESCRIPTION PRICE aTy L?IEE
TOTAL
UNITED STATES CANADIAN 1S, G - RESIDENTS 0
MAIL ORDER MAIL ORDER  wumssawm e
6721 Baymeadow Drive 1645 Bonhill Road, Unit 11 mm-mmmuslg C
Glen Burnie, Maryland 21060-6401 Mississauga, Ontario L5T 1R3 .
S5 CHART
= e lan i = e e 1en =
g 4001 o § 8000 3 750 £ 4001 b § G000 & 7.50 GHAND
§ 8001 fo 58000 3§ 650 ups § 8001 o § 8000 5 8.50 TOTAL
ups g g& by E100,00 % B50 S BO.0N b E100.00 £ 9.50
S 51!}0.@: T $1E_'|:|.D{} F10.50 g 5 S100.01 1:. ﬂ1ﬂ.$ g:g%
23 DAY SELECT %5001 & &ven.  fisoo B2 o BNER” 1500 | | swray Paints and Primers

B Domse, A5, P - Crobars ari serd vie L8, Dokl S - Prarity bl
PR A, HI Crders are serivia Q0PG5 2 Dy Srvias

ADDITIONAL SERVICES

LIPS 2nd Dy Air - Cantingntal U.5. - Add $5.00

LIPS Mexd Day Ak - Condinerdal LS. oaly - Add 510,00
LIPS Mext Day Air - PA Exprass Serdce - Add 510,00
UFS Mext Day A - AK, HI Exprass Service - Add §15.00
UPS Sawrday Dalvery - Please call for detads

Forain Shippirg Chadges - Plaasse call far detalls,

T U.S. MAIL ORDER 1-800-394-GAME @ CAN. MAIL ORDER 1-888-GW-TROLL T

Thuredarhewk Shipping: recess your coder wilhin 3
B business days! Sormy, Thunderhawks cannot defivar ta P.O
Bomes, bul we can shig your order vis Canade Mest!

ADDITIONAL SERVICES
UPS Carada 1-2 Days - Add §15.00

SPRAYS: Pleass Inclide an sdditional 510000 Shipping
Chasges lor ordars conlaining sprays as thay ang classified as
Dnnagn-mura&:m and must ba shipped via Gound with &
. |

=)
F 3

Dee 1x Federal regulations, ne
spriy cans may be shipped
wsing any fonn of Al camed.
We can oily send spray cans
using  ground service.  This
Rtz ws e seling spray paints
and primers 1o continental LS.
and Canadinn addresses only
N PO, Baoxes)
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R.cach Your and Intu-.

Invites You to

e Once again the holidays are just around the corner, and the White Dwarf §
. is getting into the spirit of the season with the ever-so-generous Santa
¢ Dwarf's Sack of Goodies Holiday Deal! Subscribe today and not |

o, only will you receive 12 issues of the Games Workshop hobby
W~ magazine, filled to bursting each month with the good stuff every |
hard core GW enthusiast needs to know, but you'll also receive
your choice of 1 of the Citadel Miniatures boxed sets from the list
below, or any 2 of the boxed sets listed in bold type. We've even
snuck in a few of the guys who are "
in blisters now, but used to come in |
a box. So if you've had any excus- -
es about subscribing in the past, for- [ T Eateii vt
get about ‘em! Fill out the form and Camp ”‘.;“f ;”“"f’” i
plck yﬂuf g|ﬁ5 Uut ﬂf 1.'|"IE SEICR, e I-'IJ'.I'J_{HI_'.EH(‘J?.’ el

Y and be sure to let Santa Dwarf
! know you've been really, really

B
e good this year!

1 Bioad Argal Death Comparyis)
Suaca Mading Scouts |5)
Space Marine Bike (1)
Space Marma Fhno (1)

Soaca Maring Taclics Souad {100
Space Maring Land Speader (1]
Space Maring Combat Sguad [5)
Bpace Maning Assat Squad 151
Spaca Maring Devestasars (5.

Space Maring ARack E
Binoad Anges Honour Guard (5]
Space Marnine Ghaplain i | 1)
Aparnaid with Ghaca Chamgion |1)
Plagus Marines (5]

Eldar Jetbiis (1]
Elctar Guardisrs 18]
Eidar Shricker Jefdhe (1)
Srining Spaar Exarch (1)
Catsctan Jungle Fighlers Squad [1)
Tyrankl Termaganis (§)
Tyrarid Ganssinaless |6
Sisiers OF Bafiky Squad (5]
Mocron Raiders (7]
Dark Eids s (B
Dask Ekiar Raidar (1)
Crark Elciar Jaifike 1)
Drark Eldar Warnors {16]

Khorne Besserkers (1)
Chaos Space Manne Ahuno (1
Chaos Space Marirs Bike (1)

Chaos Bpace Maslnes (5]
Drcmnidar (11
Ork Buggy 1}
Ol Warbake (1)
Dk Boyr Suuad | 16)

Vs etk (1]

Aarbal tha Undedsaind | )
Chacs Charm (1]

Cnaos Beastman Charsot (1]
Azazal (1)
Beagimen [§]

Chaos ‘Wamor Hatberdes Agmt (12)
Ghans Wamars Aegiment (12)
Chaog Knights Regimant {33
Emping Hamdgurmars Agmt. (16}

Ore Boys (A)
Black Ores (&)

Mgt Gabira ".-:gl—r.'lll Harg]
O Bryz Fessgienanl (160
High EIf Tiranos Charod |1
High Ebves (8}

Dark Ebees (8)

Brefonnian Bowmen (8]
Diurthu Treeran Hem (1)
Do Kirg of the Wood Bl (1)
Anel, Wood EF Quaen of Magz (1)
‘Wood Elves (B)

Dwiart Gyracoplar (1)

Dh &

|
Sjuareen Wararor Lord (1)
Saaven Clanmts Regiment (20
Gofec Saletor Wamom Aogml. (205
Zombie Aegime (20

Empire Gropshoamen |16)
Empirs Sokliam Bogimant [15)
Bradonnian Hero on o Pogasus (1)
Bratonrsam Giggen Knaght {15

Lizarcmen Saurws [£)
Liznrdmin Ekinks (10§
Snoffing Pumd Wagoens (1)
Soblin Chaned {1)

Gobiin Doof (1]

Bret. Knéghts of the Realm {2}

Games Workshop Mail Order
6721 Baymeadow Drive
Glen Burnie, MD
21060-6401

Ol phoane vour order to:

1-800-394-GAME

'

Complete the coupon below and
mail with payment teo: i
Games Workshop Mail Order J'
1645 Bonhill Road - Unit 11
Mississauga, ON
L5T 1R3

Or pﬁrﬂrf' Newr arder to:

1-888-GW-TROLL

N S S R S —— — — — —

-

SANTA DWARF'S SACK OF GOODIES SUBSCRIPTION DEAL!

boxed set{s) fsted hers: 1}
2}

[ | would Bke to subscribe to White Dwarf for 1 year for $50 US or $85 CON. And have selected the

4.

Maryiand residents add 5% salas tax
Canadian residents add GST/HST, Maniloba and Quebec residants add PST.

' 7
i oo
- 2 g
T a4

Form of Payment; (please crole one choice) Check, Money Order, Master Card, Visa, {U.S. Only:American

Cradit Card Mumber: ..
Cardholder's Mame:

e R S

Phone Mumber Home: {  E— Work: ( ]

N T M R 4 S e R e

Sprta Dward wants pou o maks Sie your send liss i & e nght aowrtny.

Express, Discover)

—— e — A —— — —

0wt
—

Plagss fee frae o phodocogy this fomm
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