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The Fat Bloke Editorial

Cur brand new fantasy game. Warmaster, hits the
shelves this month! Warmaster concentrates -on
the cunning generalship of vast armies and althaugh the
miniatures themselves are much smaller than
Warhammer (around 10mm rather than 30mm), they
maore than make up for it by the shear size of the forces
invelved. Rick Priestley explains all about the new game
later in this issue.

This fesue also has a distinctly Games Day feel. This is
primarily because we review the last event but also
because we feature two of the stunning display tables
built for Games Cay 1853,

The first of these displays, ‘Vengeance of the Yampire' is,
as you'd imagine, a Warhammer display. This colossal
table measures 22' x 10' and took mere than three
menths to make. Depicting an Undsad attack on a
coastal Empira town, this display is arguably the best
Games Day display to date.

shipped over from GW Canada

The&econd display, a Dark Eidar
attack on an Imperial outpost, was

whera the table was conceived and
built before featurng at the last
American Games Day.

The good news for those of you
whio couldn't make it to Games Day
last year is that both of these
remarkable displays are now residing at our very own
Warhammer World - so. get yourself down for a visit! In
the meantime, take a peck at the aticles later in this
issue as we.have a closer ook at these monstrous
displays.

I'l see you again nend month,

Edﬂm and
Fat Bioke

SLOKE
fr buox

With Scotland only just recovering from the Imperial
assault on Brashead, where fhe brand new shopping
centre for the Glasgow area features ona of our newest
stores, we can now announce that Games Workshop
Falkirk is open:

12 Cow Wynd, Faikirk, Scotland, FK1 TPL

Garmes Workshop Beifast has long besn the sole retail
store in Maorthern Ireland, but Games Workshop
Lisburn has now openad, providing an entirgly new
centre for hobbyists in the province.

3 Smith Fleids Square, Lisburn,
Mortharn Irefand, BT28 1TH

Finally, in the Low Countries, Games Workshop
Nijmegen joins Amsterdam and Retterdam as our third
stare in the Netherdands.

Stikke Hezelstraat 48, 651142, Nijmegen, Netherlands

If you weres intrigued by the artist's concept sketches in
lagt month's White Dwarf, make sure that you check out
the next issue. Games Workshop Bristel, our first ever
‘Elite’ stare is now apen, and in White Dwarf 244 we'll be
showing you exactly what the new Elite stores look like.

OPENING NEAR YOU

Yet more Games Workshop stores have opened, creating whole new
theatres of conflict for Warhammer players everywhere.

GAMES WORKSHOP
STORES

Check out the awesome deals being offered in all our
Games Warkshop stores this month, the full details are
in this issue.

WARMASTER GAMING!

You can play Warmastar in any Games Workshop storg,
BEFORE it's out. From Saturday 4th March, every
Games Workshop store in the country will be running
games of Warmaster for you to join in, every day! You
don't need to have played any Games Workshop game
befare, our staff can teach you Evsrythung you need to
know! Dan't miss out!

BARGAINS GALORE!

Our new Games Workshop stores are celebrating in
stylel  Games Workshep's Lisburn, Northampton,
Stockholm and Mijmegan stores are all halding Grand
Cpening Sale Weekends with lots of amazing offers!

* Lisburn — 18-20th February

= Morthampton — 26-27th February
» Stockholm - 26-27th February

= Mijmegan — 11-12th March

Make sure you den't miss out on some great deals!



WARMASTER

SMALLEH MODELS - BIGGER BATTLES

SENTINELS
STRIDE IN!

Games Workshop's latest plastic kit
is the awesome Imperial Guard

Sentinel, released this month as
a three-model boxed set.

Squadrons of Santinels are

used to scout ahead of the

main force, They alsa carry
formidable anti-personnel
Weapons — us:.ially.-L multi-lasers or
heawy flamers.

The mew design was based on concept
drawings by Jes Goodwin and worked up

by Tim Adcock (ably assisted by Michael Perry
and Alan Perry). This issus, we take a ook
at the different roles of Sentingls in battle
and soma of the colour schemas
used by the Imperial Guard in their
many campaigns, Next month

we'll take a look at some of the
mudeﬂlng posmblhtlss the kit aHﬂws

Qur latest game is now here! Warmaster is a new scale
of fantasy wargaming, using 10mm figures to represent
vast armies marching across panoramic battlefields to
engage the enemy.

Ot this month along with the rulebook are the High EIf and
Undead armies. The following menths will sea the release of the
Empire, Dwarf, Chaos and Orc & Goblin armies that are also
detailed in the rules. Games Designer Rick Priestley explains what
is all about later in the issue, and there is also a fitanic batte
report to give you an idea of how the game plays.

Models from the Warmastor High Eif anmy

GREENSKINS
INVADE
MORDHEIM

The City of the Damned is a
place of violence and batile,
with the promise of riches
and glory for the victorious -
it was only a matter of time
before the Orgs arrived on
the scene,

This month's Town Gryer includes
full rules for using Orc & Goblin
warhands in your  Mordheim
games, complete with Big “Uns,
Shamans, Gobling, Squigs and
Trolls. ~ Thera are rulas  for
Animosity, special skills including
‘Eadbasher and Da Cunnin' Plan,
and Waaagh! magic with spells like
Fira. of  Gork, Clubba and
it Garrafit

fmperial Guard Senfine!




TOWN CRYER TAKEOVER

Mordheim, City of the Damned, has been one of our most popular games to date, outstripping all
our expectations. We've received a huge volume of letters, ideas and suggestions for new rules,
warbands and scenarios from enthusiastic gamers. So many in fact that we simply can’t fit
everything that we'd like to print into White Dwari.

So after six months as
part of White Dwarf,
Town Cryer is breaking
away o become a
publication in  its
own right, under the
auspices of Fanatic
Press and the Black
Library. . From  this
month Mordheim fans
will have a whole
magazine dedicated
entirely 1o them, full of
mayhem and madness
from the ruined streets
of the city. This also
means that you'll have
an evan better chance
of getting your ideas
published — so get
writing!

wl(_IDNPPlN! | WINNERS

Remember the competition
to identify the orlgin of the
name of Paul Sawyer's
Possessed Magister, Lord
Coronarius von Redig?

Andrew Collier from Ripon, Adam
Willer from Eastbourne, A Mansell
from West Bromwich, Andrew
Morton from Rochdale and Louie
Sharpe from Hackney all knew
that Coronarius Redig was the
name of a track by seventies rock
band Deep Purple {rock gods
accarding to Paull. They all win a
Possassed warband to battle with
in the City of the Damned — the
least we could do for people willing
to admit to knowing such a thing.
In fact Lowie Bharpe needs a
special mention for knowing so
many sad facts about the subject.

At the other end of the scale we
had a number of entries that
thought it had sormething to do

FPaul Sawyer's Possessed warband attemplis fo sacrifice the kidnapoed with Coronation Street!
burghanmeistar's daughter, in the new scenads from s month's Town Crver,

W s * ."'l:ll-i-.. .-*_" i g ™




NEXT
ISSUE...

CODEX
SPACE WOLVES

Beware, for the wolves are on the hunt. The

Space Wolves are far from being a Codex
chapter. They are wild and feroclous and have
their own unique force organisation.

The new Codex provides full rules for these barbaric:

‘Space Marines, complete with Blood Claws, Long Fangs,
Fenris. Wolves and all the other elemants that farm a
Space Wolves army. There will also be some rather
stunning miniatures to suppert the release of the Godex
including, in the not too distant future, a new transport
vehicle. We think you'll ba imprassed.

SALUTE 2000

Salute is a wargames convention run every year
by the South London Warlords gaming club. This
year is being held at Olympia 2 in Kensington,
Lendon, on Apdl ist. As well as all the other
displays and participation  games, Games
Workshop will be there with the guys from
Warhammer World and tha ‘nearby Kensington
stora, They will be running 2 huge demo game of
tha Battle of Schrolnetz Plain — the praquel to the
Vengeance of the Vampire Games Day display —
alongside participation games of Warmaster and
Warhammer 40,000, |

Call D20 8677 1776 for more details
or access www.salute co.uk.

STAFF
TOURNAMENT

We are in the process of holding our
international GW Staff Tournament - our
search to find the best players from our
workforce around the world. Currently every
area of the company is holding heats to choose
their representatives for the grand finals,
which are to be held at Warhammer World.

.grm_p‘ Niost of the Dwarfars have also cntered and fast years
winnens. Gordon  Davidson snd Alsssio Cavalore ard also
ifT contention:




READ ALL ABOUT IT!

Hot from the pages of White Dwarf, the Black Library is
proud to present its first issue of the brand new and
totally independant Town Cryer! Full to the brim with new
Maordheim rules, arlicles, campaigns and scenarios,
Town Cryer promises to be another fantastic hit from the
guys who brought you Gang War, Deathblow and
Firepowar! A must for every gamarl

THE GHOSTS ARE BACK

Ghostmakear is the second instalment of Dan Abnett's
popular series, Gaunt’s Ghosts, Full of the bleod-soaked
action we've come to expect from fhram Gaunt and the
Tanith First and Only, Ghostmaker develops and
axplores the varied and myriad characters that make
Gaunt's Ghosts so appealing. Set just before the last
great push of the Sabbat Werlds campaign, Ibram Gaunt
interviews and racords the stories and accounts of his
troops in an effort to capture and recount what it is really
like to serve the Emperor on the front fing.

JERICO
COLLECTED

Winner of the Black
Library's Best Character
Award in Warhammer
Manthly and due to
popular demand, here's
Kal Jerico — the graphic
novel! Brought to you by
the dynamic team of
Gordan Rennie and Karl
Kopinski, this fantastic
book contains all of your
favourite strips including:
The Hit, Yolanda,
Redemption. Nemo and
of course the ever
popular epic saga of The
Motherlode. This great collection is a must for both
Warhammer Maonthfy fans and all players of
Mecromunda! ’

NEW LOOK INFERNO!

Infernol is now bigger and better than before! But it siill
contains loads of features and short stories from the
grim and gothic worlds of Warhammer and Warhammer
40,000. Every issue iz crammed with action-packed
short steries, fantastic artwork, incredible ilustrated
features, comic strips and maore.

SERPIE RILK T Ak el FRL

L i e

IMPERIAL GUARD

NEW THIS MONTH

Possessd

Poasessed Magister (1 model per biistar) £4.00
Passessed Brethren (3 models per blister) £5.00
Fossessad Darksouls (2 models per blistar £a,00
Possassad {1 mode par blistar) E6.CO
Poesessad Mutants (2 madsls per bister) £4.00

Ireperial Guard Baltle Foreo (plastic boxed sat) £40.00

Sentinel Sguadron (plastic boxed set) £25.00
CATACHANS

Shy Maroo 01 radel per brisler) 500

HIGH ELVES
Spearman (& rmadols'3 slands per bliztar) £5.00
© Archers (B modelsd stands per blisien) £5.00
Feaver Knighis [6 model='d stands per blister) R5.00
Silvar Halms (6 modgls’S stands per blister) £5.00
© Charints (3 models’d stands per blister) £5.00
Heroes and Wicards (3 stands per blister) £5.00
; Repeatar Bal! Throwear {2 mocelz2 siands per bigler) £4.00
- Hero on Mighty Dragon {f madel per Blisten £8.00
- Hero an Glant Bagle {1 medel par blister) £4.00
UNBEAD
Skaletons (6 medels' stands per blister) 5.0
Skeleton Bowmer {6 medols'd slands per olistar) £5.00
Unoigad Characters $3 stands per blister) 5,00
: Cavalry {6 mocels’3 stards per olister) £5.00
Chariots [3 mogslsts stands per blister) £5.00
Skull Chukka {1 medel™ 2tard per blister) £4.00
Baone Throwsar (2 models/2 stands per blistar) 5400
-Carricn (4 modele’3 atands. per blizter) £5.00
Bone Giant {1 model per blister) £4.00
Sphdnx (1 modet per blizler) £4.00
Hexrg.cn Zembis Dragon {1 model per blister) £8.00

Wartiammer Monthly 28 B 1 o]
Citadal Joumnal 37 24,00
Infema 17 £2.00
Tewer Crges 7 £275
Ral Jerico graphic nowsl £4.59
Ghostmaker noval by Dan Abnatt £5.99







Mr R Priestloy e

Ar the hearr of i, the big idea is grear
BIG bartles. Conventional Warhammer
and Warhamener 40,000 games usc
models about 30mm high, The size of
the models places a natural restriction
on the type of encounter that can be
fought on 4 tabletop. This is cspecially
true of the fantasy same where a
rypical regiment of troops ocoapics a
relatively Targe dollop of the gaming
areg and  models st the game
virtually within spifting distance {and
oy can those Dwards spic). As g resule,
hig Warhammer games rarely

have a sense

Warmaster is the name of my brand new tabletop
wargame. It is a new game in alinost every respect -
the models are on an entirely new scale, the game’s
system is something completely different to anything
I've done previously, and unique tactical skills are
required to win too. Sounds kind of perverse, ¢h! So

what’s the big idea?

ol grand manaeuyvre, Waomaster is very
dilferent.

Right from the start T ser out to creare a
game that was aboul hoge armies
fighting over vast landscapes; 4 game
in which snaking columns of hundreds
of warriors might march along dusiy
roads towards a vista of famhs, villages
and towns, where flanking forces can
gallop  out  of sight of theic
commanders and reappear at the
covmy’s back, and where artillery
picoes must be liboriously drageed o
within range of their targers. Pare of
this vision of hugeness are 'hig
tabletop landscapes: rodring rivers
rather than piddly  litthe streams,

fortificd wwns rather than one or two
pokey houses, and - enclosed valleys
and rolling hills rather than the usual
flattish ficld puncruated by a lomely
troee,

S0, huge battles then - but how? The
obvious thing w do is w use smaller
scade models, effecrively shrinking the
sive of ¢ regiment and making more
use ab the grea available on che
abletop, Warmaster models are about
10mm @l for & human-sized warrior,
which is just about big enough w show
off the character af the race without
being oo small 1w paint, A Warmaster
bartlefield can easily accommodate
many hundreds, even  thousands,




of individual combatants.  Most
imporiantly, it can do a0 withoot
patting undue serain oo efther the
games sysiem or the plaver's pocker,

Warmaster is 4 game about generalship
rather than the prowess of individual
warriors. 1L is 3 game where steategy
coins far more overadl than the fate of
individual wardors or even individual
regiments. The most important pares of
a Warmaster army are units of troops.
In the game rules these are divided
into the following iypes: infantey,
cavalry; chariots, monsters, artillery
and machines. Unies in Warmaster are
always of a fived sive, varving only.
slightly  from one oop tvpe to
another, & trpical unic consists of three
“droop - stands’, a stand being a4

been  designed as miniature metal
models: and will be sold as  blister
packs. Fach pack conpains one cntice
unit. This makes it really casy to build
up an army oe ooadd it once you
have. strced. One  blister of models
always gives you one unit of woops.

Some units consist of a single model -
such as g Giant, a Dragon rider, or a
large machine such as the Empine
Stearmn Tank: This has provided our
model designers
with the
opportunity  to
ke monsters:
and  machines
which are much
farger {relatively
speaking)  and

A prit af
Undead archers
COREOrising
three St

40x20mm plastic hase ome which
rows of strips of warriors are fxed.
Sorae umits come in units of o or
even just one stand, but human-stzed
troops are represented by a2 unit of
three stands in most cases.

All of the different troop types have

therefore more impressive than. their
Warhammer cousing - Warmasier
Giants are indeed gigantic compared
w oedinary. troops and  Dragons
acmally tower menacingly over the
poor - infantry in an appropriately
terrifying manner,

Although  troops  are  the most
conspicuous. portion of all the armies,
characiers are important too. They
have lile fighting value but theic role
on the battdefield is vital nonetheless.
Infact, the key 1o successful Warmaster
generalship is/in the way playess use
their characiers. Chacacter models are
alsa fixed onto stands - the character
model plus his aides, messengers,

runners, guards . and o associated
hangers-on on the
same  stand in

whatever guandity
the player  feels
appropeiate. There
are - three  kinds
of characters:
Grenerals, Wizands,
and Heroes, and a
single ‘character’
pack conmins an
assoriment of
metal models
sufficicnt to make
al least one stand of cach.

As vou would expect, the armics are
based wpon the known races and
histories af the Warhammer world as
developed and described in the
Warhammer game, The variety and
trpes of warrions have heen modified
appropriately 10 lake account ol the
different scale. In 10mm seale the
difference berween a Troll Slayer,
Giant Slayer and Daemaon Slaver isn'y
worth worrving abhout 5o we just have
Slayers. Similarly, the profusion of
similar troop types in Wachammer is
something of an unaccessary luxary in
Warmaster where individual prowess
takes second place o strategy, and a
sword is Smm long at best,

The.trio plotograibs here
shoie thet despite a ks
significant reduction in size,
Wermaster nrindaliives are
Incredibly detailed and
reaily capture the character.
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When starting work on the game, 1 had
planned o include alf the armics that
are gurrently gyvailable for Warhammer
plus @ few extra because it would be
fun. In the end this proved impractical.
We calculated that to make the
Warmaster range, all our designers
wonld have o work for 2 whole Fear
without muldng any Wirhammer or

arhammer 40,000 models. Given that
I obviowsly had o réin in my grandiose
scheries o livle, T opled w indade six
armies. These are: Empire, Tigh Elves,
Tywarfs, Owrcs, Chasos Warriors and
Khemrian Undead. This is a2 good
selection of classic  armics, cach
different in appearance and the way it
plavs, The plan is oo release the
Undéad and High Elves ar once,
followed by one acmy @ month uatil all
siz are gvailable, All releases will be
coverad by White Thvar! in the usuaal
fashion: Wik has also bégun on o a
further range of ‘dead secrer smll”
which T am forbidden from mentioning
— excopt that T just did. Ohb dear!

S0 what mabkes Warmaster such a
radically different gamer For staroers,
unlike previeus Games Workshop
games, it comes only ds a rulebook and
not i boged game. There won't be any
plastic models for Warmaster — instead
all the desion resource has gone intog
privdlacing 4 range ol exquisite metal
models instead. All the rules needed 1o
play, including the aroy lists for all six
armies, are in the rulebook wself,

The game is plaved in turns much as
Warhammer plavers would expect, first
one side and then the other. The
sequence within the turn is also much
like Warkammer, with troops moving,
shooting  and  then working  out
combaits. However, the wily troops

move is vastly different and forims the
mwst important aspect of the pame.
Where Warbammer is undeniably a
pame gbout fighting, Wirmaster is
a game aboul  generalship  and
manoeuvre, Where Warhgmmer games
are won o lost in the Combal phase,
Warmaster gamhes are usually decided
when the armics moe,

There is no ‘move phase’ as such -
instedd the pliver moves his army in
his ‘voinmand phase’. In the command
phase each characier can issue orders
o endts neaby and a unit can mave
when it receives an order, To give an
order the player takes a dice test and, iF
this is passcd, the unit can be moved. A
character can give the samc unit
several ordess in succession, so it is
possible (o move a unitseveral times
during the same turn, Theoretically a
unilt can be given a whole serics of
oirders anc moved oghe from one side
of the table o the oher, Theoretically
thai isl In practice that rarely, il ever,
happens hecause of the checks and
batances worked into the svsiem.

When a test o give an order i85 failed
the message s assumicd w0 have been
lost, the runners have been capruned,
or the General's plans have been kostin
the fog of war, A unic cannot be given
orders by differens characters o the
sareie b, soc Giled order will bring a
uenil's move toog Tall, As g result it isn't
possihle o be certain of moving all of
the units i the army dudng the wm,
a0 it i85 viral 1o plan moves very carefully
indeed. A character who lails 1o give an
order can pive no more oeders thal
turn either, 3o other unics will probably
not move acall. Furthermore, iF the
General fails o give an oeder no
further orders can be given by any

characters that turn, not even by
characters that haven't given orders
a0 far.

1o allow the armics e keep coherent
banttle lines, units are allowed o form
im0y brigades which mowe as a body
and which require only a single order
[ fnove.  Soame  Iroaps  dre  mors
amenable 10 this than others — being
brigaded with a unit of Teolls is never a
good thing, for example. Another way
in which units can funcdon withowt
orders is by using  their ‘initiatiee’.
Uity that are very close o the cnemy
at the start of their turn are allowed o
move by using their initiative, so vou
don’t need w0 issue orders to units
that already have the enemy “in
their sights'.

Necdless to say, issuing orders can be
made more difficult by various factors,
These inchude the distance beraren
the character giving the order and the
unit he wishes to move, the number of
pimes the unit has alceady moved that
turn, the presence of dense terniin, the
prosimitly of enemy (roops to the unit;
and  loss  of  enthusiasm  due 10
casualties the unit hias suflfered. These
things mean that the posidoning of
characrers is every bit as important as
the positioning of woops, as the
charicters form points from which the
batrle s orchestrated.

Shooting. and  combat  are  hoth
conducted in a similar way Each scand
of troops can strike 3 number of
‘attacks' at o time and can take a
number of ‘hits” before it is destooved,
Mowst stancts also hiave an armour saving
theow in muoch the same way a5 in
Warhammer. The average value for hits
and atracks is 3, so, lor example, a
stanid of Empire Halberdiers has 3




attacks, 3 hits, and an armour save of
G+, To work out how many hits are
scored by a undl when shooting or
fighting combat, add up the unit's
artacks and roll 1 dice per attack.
Warmaster being a game - based on
tactics the score reguired o inflict a hic
depends not on the Aghting qualitics
‘ol the troops but upon their: tactical
posidon. So, an cnemy unil which is

‘in the open' s hit on 1 score of 4 or
more, a unit which is in a ‘defended

pm:ﬂnn is hit on a 5 or more, and o

unit in.a ‘fortified posidon’ s hit on a

6. Once hiis hdve been worked aut,
any whole stands that fall casually are
removed. Odd s ledt over ar the endd
of the phase are simply ignored - there
i no tedious recording of odd hits
once the phase is compleqe,

A novel aspect of Warmaster is that
combats are worked oul in cheir

entirety during the Combat phase. A

round af eombat is fought, then Iosers
reTredr, viémrw'l:':ursfm ':md'.i Furihi:,i'
one side is destroyed or unul [Tee
victorious side declings to press s
advantige and either holds its ground
or Flls back. The elffect of this is w
telescope the cffect of combat once
tro0ps dre committed — the result will
almosi certainly be decisive, As a
consequence, plavers must be very
careful before sending a unit {n the
fray. Well coordinated attacks are the
answer,  with  comibat bonus | atiacks
available for units which charge or
pursue, and penalties for troops facing
terrifving fics or thr.mg enemies o
their side or rear, Infantry can also
offer support to adjacent stands, which

gives them a bonus when determining
which side wins the combat,

The aim of the game is, as always, o
grind the caemy inn the dirt and jump
up and down on his mangled corpse,
Warmmaster achieves this by means of a
points value system which s used o
choose armies and 1o calculase which
side has won at the end of the bartle.
The game can he p]:m:d for a
pre-determined number of tums or
undil noe side has losehalf s nuniber
of units — points are then added up
and the side inflicting the most damage
an the enermy i the winner. The loss of
one side's General will also bring the
batile to a halr

The rulehook also includes 3 selection
of scenarios. These can be plaved with
B AT .xlrhc}ugh they are based on
encounters between spedific armics.
Armies can @HCmpr OoF Fave Coemy
SEHItf_TIJt':HE:r_. CAPIULS €Oy Convovs,
redieve  sieges,  kidoap  oavelling
princesses and pedorm other sunahly
Berode feals, One lnten:ﬁl:i'rgg aspert Of
the game which is ably demonsteated
by the ‘'Confederacy of  Sigmar’

sceririo is that it s perfectly possible
te play with several playvers on the
same side with different  plavers
representing individual charmcters, Ic is
also. possible to play dwo or more

distingl armics onothe same side, an

allied Fmpire and Dwar furce, fur
vample. This makes Warmaster idesl
tor pliving teamm games. [t also has the
added advaniage ihat 2 newcomer can
join-a big battle with as little as one

character and mf:- or three unie of

o0,

Wizards and magic are represented by
means of a sclection of spells Tor
cach mwe (wparc from Dwarfs who
disupprove of such things!) and magic
iterms. Magic doesn't play the hugely
desiructive roll in Wicmaster that it can
do in Warhammer but it can still swing
the battle in fvour of the player wheo
uses it wisely Both spells and magic
items reflect the importinee of grand
tactics;, anel tend w0 move umits,
prevent them moving, or impede their
ahility to fight rather than indlicting
casualics. There ds ar least one spell
for each race that is a simple missile
but these are hest used in combination
with conventional shooting toenhance.
ity effect, Magic items have been
designed to offer momentary bonuses:
either 10 combar clectivencss or a
chavacter’s ability to zive orders,

As owell as moles covering barttles, the

mlehook also inchiedes 3 commentany
oy umpiced games, sugEesiions how o
organise and play LAlTl]m:j.,na rules for
building up vetern units from game o

game, and riles lor using foviresses,

sicge equipment, ships and boats.

These are too detailed o describe

here, but are mosty presented as ideas

for, plavers o consider and decide

whether o adopt them in the form
presenmted or modify them o suit

themselves.

(b, and you can ger an entire army in
L at CECTVing case pogd

AP




Undead 1o Warmaster

iy Ligepu it e A R - Aty By

illennia ago, the Land of the

Dead was home to the
Khemrians, the first civilisation of
Men. These people were ruled by
kings whose power was so great
that they were destined to rule
beyond death; to rise from their
colossal pyramid tombs at the

Chance far Boltle the
Trnmh King hays ibe
Denper Lo incredse
the cettacks of all
stelruels dr ore it
within 2fican by + 1,

g the army (renerel,

appointed time thanks to the the Tomb King bas

powerful sorceries of their the bighest _
h ich 5 Coprmand value in

servants, the Liche Pricsts. sire Ehndend Ao,

The civilisation was desolated by
the fury of Nagash, the most
powerful of the Liche Priests, who R
usurped the throne for himself. danieity sgiell i 1he Kiche
Nagash was insanely jealous of the  Priest’s disposal is Raise
kings who would rise again after a::::’fﬁ;i‘;ﬁ;:::; :*’:":'
death whilst he and his fellow froiny
Liche Priests were doomed to
annihilation. When, after a long
and cruel reign, Nagash himself
was overthrown, he used his
magic to destroy the entire land.
His foul sorcery wiped out the
population and then, with the
Great Spell of Awakening, he
raised the dead inhabitants into a
state of undeath.

The Undead of Khemri are
doomed to eternal conflict, unable
to finally rest, as those destroyed
one day are risen again the next in
a perpetual cycle of torment. The
armies of the Old World tremble
when the Undead march, for what
greater terror can there be but an
cnemy which cannot know fear.




SKELETON WARRIORS

The Undead army is 2 challenging one to
play in Warmaster. Although the basic
Skeleton troops, the infantry, archers and
cavalry, are less effective in combat
compared to their living cou nterparts, they
cost much fewer points and 50 tend to
outnumber their opponents. Also, because
they never experience the weak emotions
of puny mortals, their
fighting ability is
unalfected whed in
coumbat with terrilying
troops such as Dragons.
They are immune o
panic, so never suffer
from the Confusion rule
and are not ar all affected
by the close presence of
enemy troops, sothe -1
Comuinand penalty for
cnemy within 20cm is
also jgnored.

Seeleton warriors are g difficell foe fo
corgletely eradicate, as the Livhe Priesis
tend ik rezise more and more. cfteriry the
corrye of o battle! Chre of the Lich
Priests' most deadly spedfs ds Raive Deced.
It can only be cast if there is a combal
within 30vm of the Priest, a3 #is sain
ingredients are fresh corpses, but if
srccessfid, three Skeleton infantry stands
are placed immediately into combal,
Many a Gererel's battleplan bas E:-m‘n
vieiried b tbix el spell

As with all chariots in Warmaster, Undead A cedossal bone crosshors, the Bowe Hurling magical screcmiing .!.kuﬂ.'s i

claricns are deddly against wnits canugbt in Thronper fives darty so Beavy that the ey, he Skl Chaldea is very i
the upen. The crew are also armed with they skewer not only the target stand  effective for confusing target wnits,

bowes, enabling them to make shooting et aelser ey 2o three staneds wnlucky

et feicks. eptinglh o be divectly bebind!




Although most of the
Undead army consists
of its Skeleton
warriors, bowmen
and-cavalry, these are
supported by
powerful monsters
brought to life by the
power of the Liche
Priests’ sorcery. No
Undead army is
complete without at
feast one of these
maonstrosites.

UNDEAD MONSTERS

e SR N NN W | S R S SR s

o gitterchs, 3 Bt and 300 @rmonr wele (Be Apbina o As it other Tndead, Carvfon cair’t usé inftiarive, bt dire 1o
dethiced opporeint ta face o the fleld of Faitle. Mot contend thedr abdfity to fly they can afways vetarn o o character at the
witd thiz nasty stat-fine, the Spbinx also causes terror in start of the Comnuand phase (no order is necded to do this).

fHeing focs!




The sfotoness nf & Hone
“delant inflicts g -1

Tomb King

comntand frenalty on
brigades containing ;
ane, Bk ey morg Prltstlt}'
than muake apr for i k_
with 6 attacks fyes, 613, Spta T

A Bits amd <+ armour

paint — a2 damn finc combination
as far as I'm concernod! It is
mainly made up of Skeleton
infantry, archers and cavaley with
a smattering of more unusual and
extremely useful monsters and
artillery. The bulk of the army
paints up well using a dry-
brushing technique over a black
undercoat (the Warmaster book
shows you how) whilst the
bigger monsters reward  careful
detailing, Skeletons aren’l great
troops and have a relatively low
points value — so you'll need a ot
of them! A couple of extra units.
will prove handy when you
cast the ‘Raise Dead’ spell {and
vour will!y, [

iy action, the difference hetween
the Undead and mortal armics is
considerable. Undead units need
o be given orders to do
everything — they never act on
initiative {they're dead - rthey
Acting as shounts for Tomnb Kings or Liche Priests, Zombic Dragons eedd +3 to thely don't have anyl). This makes a

riders’ attacks, cause tervor and fncrease their riders’ movement to 100, slow plod forward by far the
safest option, though it's pecfectly
feasible to strike against cxposed
or vulnerable encmy units with
the [ast moving Carrion,
Coordinating . your drtacks. with
magic support is the key rto
victory with the Undead,

Aennbic Dragons can also belch corrosive breath at an enemy up o 20cm aiwey or
use their three normal aitecks in close combar,-




3 With your fi f' rst Warmaster models lovingly Llutched in yﬂur sw{:aty palims,
yow’re ready to base them up and get painting — but wait! Due to their size
and the way they’ll eventually sit on a base we recommend painting each
strip before attaching them to their base (although in these examples we've
used unpainted models because we are, at heart, lazy gits!). Sit back as we
run through the fundamentals of basing up your Warmaster army...

Mast bxfantry and
cerertlr) slands conghrise
of teoer strips gleedd sicle By
siede, dnferritry gre placed
JSacing the fong edge of U
Base [ gy stelps with
standards at the frint)
are caveelry foce e
slart edpe, ar shown bere,
Meike srre both sivifs are
Jacing the sawie divection,
af course!

Tnfanery archers ave nwsimbled stighefy
elifferenrly. Archer usits foiloie o simifar
Jnraaation to otber Iy, o pou i
cavefndly cfip the strips fn-balf and place the
archer mndels facing the bise's fong edee.

Artilflery pieces are moicoited lengibuways omn g
Bz, e cavalry, The crew must be clipped
Jrenm phedy strip bul can be @rvaaged o e
Begse PT i) LRV YL oot Here is an
examplie of bow a High EI boli (hrotver can
B Braved,

CHARACTERS

Chutracter models ocome In
blister pocks. CORSQmiEE an
ssortment af strips,  edch
with a rember of individeal
modefs,  These  miust be
sefwrrated with clipfers.

A single Blister pack wall

Drovide enowsh models to

nuEke. q verdery of charecter

ftands 1o represent  pour

Gerera!d, Wiznrds or ferves,

figgeh chandgoier model smust e
placed ot a seinerale Bose (i doesint neatter which base edlge they face vs s dopst affect game playy. The crbier pleces can be stuck on
tBn B TEDREREIHAET Hhe CR@raCer 'S MIESSENEUTs, (N sonal standard beavers, bodygiards or lackeys. Ton can bave gread fur dosigring your
aten frdividua! character stands 1o sl the stple of yvagr g,




MISSILE
TROOPS




T}H: Iligh Elves are famed

for their craftsmanship,
poetry and arcane knowledge,
as well as their expertise in
the arts of war. This proud
race dwells on the isle of
Ulthuan, whose cities of
soaring spires and gleaming
towers are the envy of the
world. They once ruled the
Old World before centuries of
conflict with the Dwarfs
forced them to retreat across
the seas. Their power was
further weakened when their
island kingdom was ravaged
by civil war against what were
to become the Dark Elves,
who had turned to the gods of
evil in those troubled times.
The Dark Elves were driven
westward to Naggaroth after a
bloody struggle and the High
Elves distanced themselves
from the world, content to
study the mystical lore of
their ancestors on their island
refuge.

Now, the High Elves remain
an aloof race. They are proud
of their heritage and still feel
embittered towards the
Dwarfs. Their hatred, however
is reserved for the forces of
evil which overran the Old
World after the dominant
power of the Elves was
broken.

™ pligh Elves in

A fiigh Elf General is Slessed
teitl @ Comisraricd dlise af
20 the Blgbest n Warmasier.
This represesics hotkh bis
rroaps " discipline and bis
it @xfiertise and sohoolfig
irr the artof war

Fligh Bl Mleries giedad + 1 to e fmit's
ailctoks dred bave o contmgned range
af tlem. Capable of riding into
battle o chariols, Griat Dagles or
Dragons they can fend thedr sigaport
to wnits anyibere on the baltleficld.

o High B Wizards may
re-roll any failed
spellcasting dice. This
wrakes thent wruch

| arore fastent than say a
| coblin Shaman or a
Huermgerr Wizavel,




Spearmen form the core of aay High i army,
Massed ranks uf searmen supported by
archers nuake e formidabie opponent,
especially if deployed defending an obstacte or
Erigher mrownd as 8 i harder to Bitan
apponent wb_o_ uses cier to bis advantage,

High EIf chariots receive g +2 attack bonus when.
charging gn opponent in the open. This makes
them a fearsome progpect to face and focnses o
Pleyer’s attention on the banlefield tererain gs
el s Bis proops!

Stlver Heln Knights ave the shook troaps of the
.H{gﬁ.f .fJ_,I"mm_r Their excellent 4+ srmour sare
ard Mo move give them staying faoeer el
malifity an Hhe Labletop.




MISSILE TROOPS

The High Elves are renowned for the accuracy of
their archers. Trained in the art of archery as
s00n as they can walk, this race surpasses all
others at shooting. One of the first things the
eneniy of the [iigh Eives experiences on the
batrefield is the stcady rain of missile fire curting
down his woops. A spell mastered by the High
LIf Mages is fleaen's Kain, which blesses a unit
of archers with the ability vo fire twice as fast as
normal. Faced with such a torrent of arrows, the ; .
enemy can do little be but driven back while the  priep Bif Reavers are & potent mixture of speed and missile fire.
Silver Helms charge forward to finish them off, Altbotegh rot as beanily armoured as Sifver Helmis, their bigh
rbiifty wedns the Reavers are adept at baveping the flanks of
the cremy with a willrering rafn of arrows,

i i it et

e Eloen Bolt Throeoer, alve krowe as the Reaper, can
fiviz el fadse cone Bizél three shols i the sdre e, and
such vnlleys carn ensily devostoale endive ranfs af troofs.

= 2 SR A
Famed for the accaracy of iheir shooting, High EIf Archers,
wrenarted Reaters aoid Boft Throwers all feceipe a + 1 bonus o
Bit their targets, Back this up with o Wizard casting Heaven's
Fire feffectively allowing the wnft fo sbool fwice in the turn it s
cast) and it is eqsy to see bow Iiph Tif missile fire is fecved the
world over




FLYING CREATURES

The High Elves can summon numerous
flving creatures to aid them in baide -
whole wings of Giant Eagles and
ferocious Deagons. This means that
they can make swift attacks from the
sky or lightning outflanking
manocuvres to take the enemy by
surprise.

Bewrded from bivth, Dragon and rider
" react as one on the Faftlefield.
Wizeirels may .!rt@a-é Lo the
Jicld of batile atop e of -
tirese miighly credinres.

vt aefelition to thedr

afriions abifity o fiy,

" Dregons case

tervor, add +3

ta the rider's

aitacks aird alio dolch

fire mto their enerias - what
mrore copdd pond tant?

The Criant Bagles of the Aanulii
motaing are valiant allies who aid
the High Flues in baetle. Their 100cm
wravernent allows then o disrahi 1be
enenty s Brigedes early fa fhe baltie

High FIf Gencrals, Heroes and
Wizaredls may take to the skies.
on the back of a noble War
Hagle: This has the dduantaye
af fmcressing e rider’s
ctbicecks by +2 anied alvo
etiftinpy tBern fo sudr from el
bir 2entdl dspaiving their troobs
fo ictorl










{Irigmall],r desﬁgned as, Ilght scout vah:cla fl:lr
racﬂnnalssance anti g‘uanj r:iu’rg-r e Satttanei is ofter pfebsad

Cabways in the. vanguafd of the main army. Thﬂ'_,f pFD‘u’idE
dabaiied teremetry nf enemy tr'cn;rp mouemants anti

“there ha-ure heen njamr E&Qas whﬂh g S_ant!na_ls tIITlE}I}T
intervention has stafled or gven twrred an ensmy advance:

_The fantastic new
plastm Sentmel Iut is

sume of the | many roles

the hardy Sentinel
: scuut walfker perfnrms

the 18th Tallarn Begiment, durmg the pac:ihr.taimn of
'!.-’argan tII Cnmmande;‘ Mussb}r lad his Ser&t{nﬂl mumraﬁs




Evan the elite Imperial Guard Storm Trooper regiments are:

known-to employ Sentinels and they maintain several
squadrons, They afe used in operations where firepower is
reeded aver stealth. The Sentinel i tough enough to be drop--
podded ‘alongside the Storm Trooper jump squads and &5

The Sentinel scout walker's success comes from its ability to be

modified 1o any given battlefield situation, making it one of the

most varsatile unfts in the imperial Guard army.

1 i R e CODEX
i aur : i | o CAMOUFLAGE

iy

- jungle diseaption
gamouflage
- Wilderncss pattern
Bark Angels Graan,
' Ghaps Black.
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CODEX
CAMOUFLAGE
SCHEMES

Urban B
camoufiage :

E: AT

Sentinel Attack by
Rowland Cox:
An imparial
Senling spoars
&0 ke waif its
multi-lgsar.
Fowlard has
axplited the
muiti-pose nafire
af the Sanfing! kil
and has madeited
the Sentinal so it
ook ke it s changifig.

Dark Angels Graen,

- Above: Additional waapon fited — & hunter-killar
- misite fmade foim & Space Manne missie undier.

Codex lec Woeld patiers
| Bkl White.

Cndex Factory
] pattern
Fartress Grey,
Coday groy.
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'Icrng and 160 feer wide, an

mndels (there m,é,l}ﬂﬂ Zombics
| the game depicrs the epic s

by Ihf' \r"mnpi_m ﬁntoiﬂf: v‘un

&ub p}ota hﬂppemng all over thf dﬁpla}

. Ewu M?mmfue n&"sp{ i ﬁs&&‘ﬂﬁi?jﬁ’&f -!':,j we ::mzm's
= éfffﬁgw'gfwﬁm mﬁ:!ﬂgﬂ mﬂrm

months ‘to_make, Using thuusan
ong) - |
gglé. :

between. the forces of the .m.l

_________________________________ ‘:?E?f

[wttficd Empurf‘.* town Erf ‘itlgtt'burg : ; :

scenes as ﬂlt‘}' unf{}ld The be&f Ihrng :
about it though are tho small touches. You
catt spend hours spotting dozens of great




Left o inset: The
Viampire Eord, Anloine

By Mark Frarrisod iind
- pafrtod by foe Hill

o

E e
Skefeton Warrfors wiho are
altempling i encirele the
tan s defenders.

Laft: A Blood Dragon
Vemafitre sends forifa.
Skelaton reghment agatnsi the
Tialbergdlers of Talabecland

Right and fnyel:
Reiksmarshall
Wilbeln Hague of
Cdwlabecland.
Converted By Mark
“Heerrisewr dridd




Vengeance of
by Aody Fosus an

“Onc day, whe vou arc old and wesk mortal;

o you
- Maximallian: stared. once agem at thos: -

tereible, hating eyes, the
éyes that fooked 4t himd every minute of his life -
We shall reture far yon We shall dunk of you, We shall
sevenge mue eloved Blgbeir © 0
He Iooked out. ence mivre from his. goldes srmonr at the foul
lecch-thing Even as. his men’ destroyed the Vampise's: iinioos

halberdicrs coter the towa inl the tofaugs of Tilsbeclind At their
head rode o sters faced min woarlng’a monotle and diessid i
expensive cloih,. Upon- seeing zﬂﬂs

- meor and mlued 0

- “Reksmarshall Wilhelm Hlﬁfl'c_.;il
=y Rlaus? THE e :.,'),_" .
Maxl'!.'nij.[im.nudl:l:d.cfmnﬂf_._ﬂ'?. )
olly Jsmld. .Fr'[i}rur von Klaw

e et leme i
£ Tahabecland - ¥ou: are the Herr

on the way from all aver the Empue at the' Empirors with a0d The storm conld not resist: that voice and lightping fashed

‘to dig some defenses:
guardt The-

under @y command. We have alseady begu
autside the aity for the arbfery unit. qu&a: T Cily
fonl fiends 'Z_ﬁrﬂﬁ'éqhd.hr; Iu-r? s f’ A |3

........... | .;. A0S

youll

:gjrénxémtéhiiisi:d; tranps from e Stites o Tabbechad, Stilind,
- Averland aod ‘Osternark to - make 2 stand at the home of the.
S doemer hero of 2 the :Empire, the: fortified: hiebote - town of-
 from Alidort sboard the Imper

. idiosyneratic man but-: Hine commander, wha mapsged 10 irfnisc
- aconsiderable ‘defence in the scant fows bours: he had i before o

us, we haven't much time, T-have with' /i

the
d- Marthew Fletcher

3 Yoo

i e o
; Fﬂ: f.l}l'tg:.)'ﬁré. ot Can-‘h:in-lil:_fg:_l:[- Ris ‘wnﬂ.nds and phistted T
- eevenge He rebuile his hordés corpse by cariss, nursing his anpgs

¥

¢ now, whele cHies wore beng destroyed 30d -Ex:ﬁjj-:rar,-.-i(ail-

' Stysiburg. The Emperar cven sot a defachment of his clite goard
lal Getatship, Pride of Sigmir

The. Empite. forces ‘were. camounded by, Wilheln Higie, an
: AL OELCH he::

. Undead Dordes desconded upon Staphorg TR

- The midday sky wrmed black a3 fhovsands' of hats wod inseets

distended pon” Stenbuisd and ‘storm clouds | racked ‘the shy

Prisgisy the darkeess of/night %o previously beautiful div. The )

sea - dself - chinsbed anddhrbse dteelf againat the: hurbour walls -

disgosging = yictims, ‘the corpses. and. souls of the safors nd

ownstolk who had drowned withia ifs stomiach, Long dead fathers |~

Howeser. brfore voo ‘Carstein could carry out Bis decaes-long
. thieat fo-drink the mayor's bloud, & born sopaded.

. Witheln Mo, Reskimarshelf of Talbechiod, lod: his Qumriders
acions the square, their ataiotie glesming i the flashes {rom thor
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1arch into the
town so that

Sigmar’s (

Insert: A
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A.GEE'TS.'TR
| THE IDEAL CANDIDATE:

Has had some supetvisory experience or held a position
of responsibility
Possesses drive and determination

Has some retail experience (desirable but not essential)
Is outgoing, energetic and enthusiastic

Is possibly a graduate or looking for that first step on the
management ladder

Has knowledge of the Games Workshop hobby

WHAT WE CAN OFFER YOU:

e Superb structured training

» Competitive salaries, pension schemes
¢ Great discounts

e Opportunities all over the world

TO APPLY:

Send your letter of application and a CV stating your current salary details to:
Rob Griffiths, Games Workshop, UK Sales Personnel Depariment,
Willow Road, Lenton, Nottingham, NG7 2WS

Tel: 0115 916 8172, Fax: 0115 916 8024, e-mail: louiseb@games-worksho

]APAN

We are currently expanding the Games Workshop Hobby into Japan and are looking
for Japanese- apcakmg sales staff and translators (based in Nottingham) and Hobby
Managers based in Japan.

SALES - NOTTINGHAM
* Japanese-speakers
- Motivated and driven by results
s Good sales and communication skills
* Understanding of the Games Workshop hobby

TRANSLATORS - NOTTINGHAM
e Fluency in Japanese and English
| e Understanding of the Games Workshop hobby
} » Experience of Apple Mac computers preferred,
' but not essential ;

s Presentable
¢ Knowledge of the Japanese market

1f you are interested in helping to develop the Games Workshop hobby inan qutmg and"
expand] ng market then send your letter and c.v. to: Rob Griffiths, Personnel dcpartment, ;
Gamcs Workshop Ltd, Willow Road, Lenton, Nottingham, NG7 ZWS

HOBBY MANAGERS - JAPAN :
° Japanese-speakers
1 ¢ Understanding of the Games Workshop hobby
o Ability to market the Games Workshop philosophy
to independent retailers ;
| + Good organisational and communication skills. -

Tel: 0115 916 8172 e-mail: louiseb@games-workshop.co.uk.
Visit our web site: www.games-workshop.co.uk
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'_ Green sponed, Ecruﬂef‘mg (i 1 ona
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; Brodnd
: &g wamp, Z@g@thplﬂk L/ :
3’*!, ine Ligllenant's: cofimand, fhe

1 i"e wat‘er ws ’whrppga mwa . plataan's Pairol squad jumped to thelr
i l chﬁaﬁchﬂﬁsggt a 5 feetand st off quitkly intd the jungTa
GRe 8 ann’ther h&ﬁm bﬁ:ﬁmﬂedm & aajﬁef _drsappeﬁzed ﬁ‘bm

arbareal itamnsls added 1o dhe
cacophony. As fhe ferociols bubhlmgé Loy
-subsiclad, an ofly shesn of alien-blood”
spread - Acibss the mﬂf&h poals *‘Mmmﬁ?‘
‘surface, Lisuteriant Greon Hended the {ﬁ?@wﬁﬁ pullin
-st|uvsmardu§? shidgun . ba 3 @tﬁ’idmsﬂeﬂ
ﬁa’f#w hmimr&’rmaaau
mhr,w

! mma’msmg triss mmiﬁ gldt himself.
b %h&ﬁar’wmwu@ Ewaﬂﬁldh.
, Piatoon scraiching 8 clght days

%k Shung en Kis bagic

beiengnt” | Skorp

: hi
il 4 gh-‘ic: i
uwmew&tr. ozt 4
Pushing  his way 1 tha

They, W.&f'ﬂ M tﬂ gat ﬂp 'hg@ m.j
undergrmnﬁa a feli yards jrom  SECUTE the wreck whil By 2end a
?‘ﬁ swamp; Giaan puited a i o Fé%wﬂ-ﬁiﬂ §‘ i

taftorad parﬁhment mép * "Gkay, get it contact: u&ﬁﬁ Toothpick

finy notes $¢?‘a~'ﬂfed slong
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shuttle came fﬁ-’- ......
seeing an. enemy Fgrea miing
_.;""P - Along ine E-Dden"'r“aéd he&ﬁing

o ay

“Aay raTe gﬁtmti M&E?“ GrEEn'
asked, with a desp sigh:

“Hope, that's it S[mrrp replied with
B g :

s R

y The shuttie arash sie was easy i

fing; the craits headlong dascent

had smashed a swathe through

dhe trpas fifty vards wide and

aearty e hurdred yards long,

The shultle itself was about thirty

featilong, its angular nose was

‘ehmpled like paper Boginst a
-wedge- of dug up-dif and
._:é_l;"!a'ttered free Frunks. The
danding shig's Swings - Rad
sheared off roughly twanky
yards before the wreck had
slewed fo_a half, and a fire
“hlazed fitfully amidst - tha
splintered trees where tha

fugl from fe gtarboard

WG - h&d been
ignited hyspaﬁcs

"smameﬁ D’Q@r mamwm ot
‘ot a’ ’ine%saga feom . Gompany
‘“tha heaﬁset oWt

: ;.&ﬂm f& Bailt img spreadiii « and telt him to find Us & mute noth’
: shieat © Grean told Skirp, pushing niriseff
' ﬂf a hfﬁ i at*%ﬁe upngm dm:t s1gnaﬁu‘g to:Barnes:

'“Whn A

Toothpick: and his small paired squad
warg already in position on e far side
of the wreck, and as Gmeen gazed
around, he could Bed no sign of
movement: efther i the jungk of in
the orashed shuftle. Desiding that the
site wag alaai of onamy, he reluctantly

- fed the platoon from it salaty of Iha

; fr‘r}EIlnH

- eommand: sec.ﬂaﬂ ‘{ha maa[age was
heawy' mack&md m&rds the front

by & s-mn-;meﬂng haat alira from s
angainly - eniey inig Danwin - Ws
; Gregn | could - hear
: craahm anﬂ urﬂ@ng g5 the shittle’s
metal skin cooled emalicals in the

hurid junRgle ik TheCatachan. spied

& laddar-and snitry kateh just fonvard

of the endines, and as ha-_zmde--
aay from

& : Bﬂ .
e {erhg Aise-cone. his eves |

“GonstanhE scanmng, the Jungle for
:danger e aie grew EQQ[’EP fhe mrigs =

;pmme. p@rng q,,s Tamuﬂta :-cmfe'

. from Gis - shaat s eighteen inch

‘dicar, Green siowl banged thres
times. against e Hatch with the
pamimek the metalna t’r‘angs oic i
rmuffind ‘gohoss’ within frie vessels
interior.

“After. half 2 mleﬁ!e,:@rem heard

P

f{)ﬂtsteps rlnging Eﬁ@- e decking,

begaﬂ 10 fum. Gmﬁn staf pﬁ%l;k;ﬁ%
Gatnle of mings and: mﬂﬁﬁ bt
As the Baich spung qaewrth i c:realﬁ

of damaged: hinges, Gf

himself LUpwards, gi’ab}&hg e #ma; b

- of dhe manin the. bajchway. Thy

Ligutenznt's :ﬁu&rhﬂvere& it h\,r m
mian’s carotid ar'FE!ér i

hfss.ed Greeﬂ

bending fis Jegs ﬁﬁghmr tn take the

strain of Standing untharléddar witf e

- handhcid

$El:| iz gﬂp ﬂﬁd genthy: szth
’“ﬁle pilot. back Gath the  shutte,
“sheathing fis knife e he did so.

Ok Green reassumsd fhe young
na, “Bin Errothing te wary sbaut now,
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“Both of the others survived,” replied

/. Berin, rubbing at the red marks left on
- his throat by Green’s fierce grip.

,'_-ﬁhuttle carrying just three people'?”

. Just then a shrill voice piped up from
:deeper wnthm the shutﬂe -

 Company,

- "Both of the mhers’?”Green asked h|&

voice demanded

Green of Th;rd

“'m Lieutenant

- 24th Catachan
Hellbringers," Green called back. ‘I'm

here to keep you safe until another_

shuttle. can be sent”.

Someone shuffled into view along the
companionway leading to the ‘hatch.

The man was hugely obese, wearing

an extravagantly frilled purple velvet

‘shirt and ridiculously tight black hose, -

~and he was dabbing at his flabby
‘cheeks and neck with a
- handkerchief,

lace

“You are?" Green mqutred stepplng
haif into the hatchway.

*I.am Count Leopald Aleusis Del Rio,"
the man puffed haughtily. “Attaché to
the Imperial Army for Gevernor Los

Alberingo.”

“Who's the other passenger'?’ Green
asked the Count, helping Berin. out of
the hatch.

“| am accompanied by Nostradimicus,
Arch-Diviner  of the Scholastica
Psykana,” Del Rio replied. “He banged
his head in the crash; he is in the
pharmacrion on the deck below.”

“I'll send a couple of my men to get
him out," Green assured the attaché,
gesturing for him to leave the shuttle.
After shouting down to Barnes to send
fwo men to pick up the wounded Arch-
Diviner, Green slid down the ladder.

“Once the spook’s out of there, let's
get back into the jungle where we're
less of a target,” Green fold Sergeant
Barker. “Find me a good spot to set up
camp,” he added, glancing up to
where Darwin's sun was dipping
towards the horizon.

As-Barker's squad filed into the trees,
Green pondered. his dilemma. They
had to stay pretty close to the crash
site, so that they would be able to get
to the rescue shuttle quickly. However,
the enemy were bound to know where.
the shuttle had come down, and at the
moment he was probably standmg in
the centre of a constricting circle of
opposition forces. It all came down to.
timing - if the shuttle arrived first, he

‘and his men would be able to slip past
‘the enemy with perhaps only a

skirmish or two; if the enemy found
them before the shuttle, they'd really

~have to fight their way out.

~As Green tried to work out the best
‘course of action, his atfention was
- drawn back to the shuttle. There was

a sudden hissing of steam about

6. haltway along its length, and. an

emergency hatch was punched out of
the fuselage. Green watched Woods
and Alleaf step out, half carrying a
robed figure between them. The Arch-

‘Diviner waved away their fussing

attention and stood up straight, nearly
a head taller than the sizeable

“Catachans. His long strides carried
__him quickly. to where Green was stood
‘next to the Count and pllot Stopping
in. front of

N fto the ' Lieutenant,
Nostradimicus bowed slightly and
then. pulled "his hood back onto. his
shoulders. His head and face were
completely hairless, covered with
multi-coloured  tattoos.
symbels, numbers, hexagons and
pentacles were inked in red, blue and
purple across every inch of skin down
to hisineck. A small scab of blood
showed where he had cut his right
temple during the crash landing. The
psyker's eyes were purple as well,
and as his gaze met Green's, the
Catachan Lieutenant had to steel
himself to meet its unearthly stare.

“Ah, Gabriel_,_“: the Afc_h_;Diviner said,
smiling warmly. “Thank: you for your
assistance.”

“You know me?" Green asked, taken
aback by Nostradimicus' familiarity.

‘| know many things, Lieutenant,” the
psyker replied with a half-smile,

“Stay out my head!” snarled Green,
his hand straying to the gutshcer
knife hung on his right hip.

‘I am truly sorry,” Nostradimicus
apologised, taking a step back and
raising both his hands in a placating
gesture. “You project yourself like a
beacon guiding a ship home, | could

not help but detect some of your

thoughts. You have a very strong
mind. For an Ungifted...”

“Well, warlock, in future just you
ignore. them,” Green warned ‘the
psyker with 'a growl.

They had made good progress
through the jungle,’ despite. the
constant whining and stumbling of Del

Rio. Toothpick had found a hill a

couple of miles from the crash site,

Arcane:

and as Green and his wards
approached, the Lieutenant could see
his men quickly making a bivouac to:
camp down in.

“Barnes!” Green called to the heavily
scarred Sergeant of First Squad. ‘|
want you and your men fo lay a
perimeter fifty paces from the camp.
Cover everywhere, | dont want any
surprises in the night.”.

Barnes signalled an affirmative with a
thumbs up and then rounded up his
men and began handing out tripwires
and explosive charges. Green saw
them - spreading out through the
woods. As he entered the camp, the
Lieutenant found Skorp.

“Any news on that zimmer?” he asked,
casting a practised eye over the bent
branches and leafy roofs of the
improvised camp. Everythmg seemed
to be:in order.

“The Captain said the crash location:
has been relayed to the Naval liaison,”
the comms-man informed hirn. “Theyll
contact the Captain when they're
ready te launch.”

‘Keep ~me posted on any
developments,” the Lieutenant told
Skorp. If he was going to have to drag
the witch and the aristo through
leagues of jungle to the base, he
wanted to know as.soon as possnble

Some of the men had their camp'
burners out — small heaters-cu

cookers which used an energy cell to
warm a special ceramic - pla

producing no glow or smoke that could
be detected by an enemy or any local
predators. They were * cheerfully”
stripping and gutting the yellowbacks
they'd hunted earlier; three-foot long
lizards that were found all throughthe
jungles of Darwin Il and the staple of
the planet's food chain — for humans
as well as other predators. Green
spied Joothpick grilling a yellowback
steak on the end of one of his knives

over the plate of a burner. Pushing
“through the bright green leaves of a_
* crawling bush, the Lieutenant sat next
“fo the: patror Sergeant. With a slight

feehng ~of 'consternation,  Green
reglised - that ~Del. Rio = and
No_s_tradimi_cus_ had followed - him,
seafing themselves on a moss-
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“Sir, - just had ‘& communication: fam
QCr:ui-npélny."'S‘lmrgaipi?tdh'ad in, verriedly
grawing at & bpoken hilmbnait. e
zimer's on it way, But: thersls-a
glomm front heading this way too.
Seems ihe pilos having  Some
ditficiity with & hoadwind, 5o itll be
another half an hour. 1 the sioem raally
hifs Befare dhen, he may nat be ableto
mnd atall=n

whn

mmemtery Bégan whispering inio the
: 1?@ GO FFan After 8

@a{ o e ® Backold thern

Ban @ere | fel rhinites
_sp&‘%ﬁﬁ asﬁim%a -Na'?y
o o

Green onsidaped. he cptions. He
cauld wail MEE until the  Hmemer
attived — if it arived. Alternatively, e
forg%t aliniit the transped and
e on back fwaids hoime base:
i %ﬁ ther wesk's fravel to the east He
W hi&(ﬁﬂqers an:his knee as
e the blue-dreen
-Jﬁaﬁvtea\?a of & Prgsrs-Fingers
king around for same divine
i eves foll an e for of
against o

: hegan to buitd: Up oo th
“above thejr rrea.ds 15

. dgin @‘r&ﬂuﬁalw kg e u‘rfdatgmwm
; _fF‘e winds seniened even mioie,

:'r.uﬁe'ﬁn;;;' ey
“heard the fin

'ﬁa&p YOUT men sharp

the Sergaants Fifst Efgn rouhie
and we're moving en, o heroics, is
that u:haar? WE doret g ?mr Mty

The Saqgaants _rrodded in agreamer“f
:and et scrambled Back toethel men:

¥ou o, Croen dointed at Del Hin
it Nostraliicus. “Stay elose o mi,
do- cxacﬁ}r‘\ma'-t I say ard: ﬁl:srnmg
&Jsse

I‘&Ir% arf Ehe At and ihe
twperaﬂm heg to deop-alightly,
The leaves —werm. rusting with
ioreased ferociy and Green caught
glimpsas of dark-clouds ghscuring the
stars thiough the gags in e sWaying

Aungle panspy: The Stk appmched :
“even closer, s ‘quickening Rinds

!Earlngihmugi? the treswns. Drops aof :

 raift Began to spater onio the foad,
and guickly the seat
wes - henad mio-a dowsgour Within the
frees themiselies, the Catmthans wela

droplets.

well shelisred, andonly 8% the watsr
vas Hidh
o splazh

Bﬁ?ﬂg iha ,Jmaf?p& 7] hc:-w*i:
"-ﬁﬁa fgale.

fews miifes dj‘smglz ]i*éaé ﬁée%«s oo
ik foses any hgh I%%q |
L was aniidst ihj,&ét'.ﬂfﬁﬁll ihat Gresh
first bacams Eﬁar; af another

F’e—auﬁg

PTD"&-E'I'ICE'

jc il J}y,_ SEemng *éﬂ: ,aufhh
a,rchlng for ifs prey o MBW
feeling well for it was a e sign Egt

at Aeast one af e S;rhné

possibly morewere clase by, They

used their fingd pi&merﬁ 3 detsct theig

r'




fne allens mH‘rd siudmwmim&

S erawling  through | his | thou

- elithering thiough bis seul, Msﬁ_ﬂ -

i - instait the Seasation passed ai

el warth and: m;ax&ﬁg‘s‘ ﬂ&@ﬂﬁ iwt

im:»ugn his body. This was
-!—‘_" dangerous part, ‘and aver

a0 onais

EER

. hat par of his mind tharmg#d telithat
' tha visibag Weren't real beds:

Bubside uniil his thoughls Teft the:

. f m.nf roaate& heat m?h{mg‘ with the
it was ke 3 hmm tiriy w{ﬂ; - heawy fagrance of the many spicas

. ,nanatysad u.ha’-ifwas

tampting Hﬁsﬁ:ns. Slowly, inexorabiy

;vg,@at down siain and looked af the.
: seepu%ghﬂggmha laceration. He
Bush.: fuckily it

---J@awaném at.
"@5 menf"ﬂw aﬁriﬁt didit Rave

and herbsthe Catachans uasﬁ i their -
"”He ca!.ud ;alst!.k im n-dd

ﬂmﬂ@ fid Sabisfy the PoriofTing thelr own sials i protect |
¢ m&t%s@ 7 L :

*@aﬁw:has mather palled again, her - pinching the bri

yGite mbre insstont, “Gabal Giean, raggechy-chy

£ome here At oncel! With & sigh, e, blsad, ‘whils Blanter |

‘Began 1y sfand up, but as he did 8o, hand thiough 4he  Blire-

* B caught his 8% foreanm on 4 thom,
tedirig the §i€m Stifflng & iy of gain,

Ianer @f fiis:

‘f ..... -:ﬁm mflagea
c@gm the mdf&ﬁddr_zbb!aﬁmm
: : : head: claws ﬂi a;
themise Tigh fed isect AaTal Eccrpion bagin ’kﬂa@& s
rﬁ?&m &n?mﬂ%w ﬂmwsming- wiey Towards him, chiicisly drand by
:% and achd the sudden scant: gf Boad. He wanted -

sk 7 5 o leap upeand run away, but
mﬁnﬁﬂ mx&r\,ﬁ;i Movement was fhe worst I!hh‘sg Ha.

invertebrate mertaﬁga He eould see

th& 'g'rdx' pamk. {mﬁw m&.\ct las:

< dylt grumblmm of the baﬁ‘s
with Hie other sounds of -.rallage

pots claneing, the tasp of Saws dn

wood, tha smﬁ_e_m s:nf shriokhawks in
.......... _=.f:r93 i
Féu;mter ct‘rﬁtfren apd - the
onsasions] sheuts of 'th& merrh:nlk at
wesk. :

He f:cyld gEe ihiete 1ne ju:@a Was!

siowfy reghafing s lost ground.
. Ceeepers crisscrossed the Glearing.
- floriinta meze of fbrols tendrils

Maﬂg vand . waogrot Grawlaa:i-

,Sﬂl.'l"lla g ﬂﬂeu ;felrcrw
hue @msrs Slowly fuming red o
[;I;‘,:Fﬂ|ﬁ His gﬁanﬂm was drawn o *hs
stilkpimp, and he saw Katln filing a-

© Ublgket dith purified water, She wor &

- slriple, Short, sieveloss dioss and he

cotdd soe- the smooth’ curde. of her

. lage aad anms, herhmr grepped 1o Ber ;
. Shoulders i ¢
- Was. Siin “hersell, mﬁugh T

couldnt maks | opt e wards

. Everyore thaght he ivas oo ald for
Him. bt he ko _.'hagﬁhﬁmmd?ﬂmas
ich ashe fkeg her. w0t ©

His' mmr was D&Hiﬂg out to- him,

 telfing him hat mid-meat was meing

© senied. He could smell roasting grox. |
andhis mother was calling aven
" louder. He fought aganst the urge to
clamber oul from under ¥ bush thet
h8 was hiding in. Ha was fiying it

a!mld hiz sisiers: it they Sadght him

breath, Swhifd) thq ﬁ.;gﬂrp'rm “craviled |

across. b ﬂghs Mwas douie the
tengthiof a man 2 tr}umh@m of it
taken Up by its Bidky, clas, B8 tad was o warm, | S8
archad aver'its back,ﬁj.ﬁf‘trfamaﬁ af g

Et{ng ihis: was: !rppeﬂ '|'|.'Iﬂ'§ sc-me Kk

leit side of Gaba, he carefully :mved

his nght amm =0 dkat he could pick up.
ang of the many sticks Iying Sretnd
hir. With & stdden flick of his wrist

he-used the stick to fickithe BEOFLISHE
dire its back, and befare i could right
iseif, he drgve the: siick through'its:
mﬁdsa;;{mn cmshmg the hagmavare.

: 3 Jaﬂgmd~
“ta stand g f.}n-se mave; ar:_d_a_g@_n _hge_ sldu'.-r'la?ss e ﬂﬁ‘fﬁEF mﬁd donns
his clawed Hand o Bd i o ".
taanugmmugh his skin just aboye the Erasns headﬁhggg uﬁ?{iﬁ ﬁate; '
earisrinjury. As he blinked back taars - | thiough the Lisuterant's brair shards
af | pal{r he-looked at thie sBoond Cut.- gt psychic’ enery ieating st s i
Llautenarﬂ Green biiked heavily Sﬁd ;t n bt his fenbue heed an efof.

then stared at the fwo curs on his irea:g,' tosi@? hrms‘eFfﬁbm howhing i agony
Bight red against fis tafibed skin. He Jtand s fingers spasmed wilh shock,
was hoiding his gutslicer heile s tf;g; £ ang on the: fisilier’s
JaE0r Sham i dipoing wilh his own Tabe h@k}ﬂg bis' head ol
“Bload. Helogked at the four pale scars the mﬁnbnam deft by
“an his ami, evidenice of His plevicds ; #Jmfemﬁ“ peychic atteck Green .
encouniers with the Sﬂ‘”ﬂng;ﬁﬁrs fi  waitched N Romror ‘85 the witch pushed

ﬁom':a»momam 15 ffﬁru&ﬁhih&h has andd Ear&d-
%@a %%ﬁ el

Sleady.
Wz 0n DA, nd@%ﬁmgﬁe
over a hundiisd seasons old Aow. Agt
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Green: fth.g Lt :
tang, only & ?}rﬁnt}ie B
B, when ﬁ'rei_lgu«taﬁagﬂ ;

;smured *Sl-:mpMng himset to hb
fastiagain. The lyoung Calachiah
gr!tfeni his teeth gs-he fimped on, -
| plshing away Groen's hang when thes
Liglteriant feaned scitss 1o kel
- Gresn glariced left and'tight and saw
fhet &8 other squads wera farging
_afrous dhie foad now, Which was ' i g
Jagidly becoming & torrent @5 the  “Target '_ | mgh&ﬂ&d e:-uf "h :
g ‘.“J.uater f up between s muddyr g faletes it his Fﬂﬁerm hig:
e ;%‘1 Hliiged dowiihil, Wilh a :
’iﬁflz‘-zr Giraan made the redlins W
e ﬂ're Gppesie” side, gra;eful to i Brap
-\'ﬂ‘!hn the mrru:eal;r;g leavas  ance 2
e, Al tha, ways Et:m-asg thelops
fodd, although oply: o Jjew yards,
-Graan's shouldaf f}rhac#esxha& Hﬂﬁeﬂ,
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: éraensahml-:ie,r and Sarted 1
- him on Board, Gresh ook & few panes B
bagk so hat e was standing off the m -
‘tammiand be felt th shiftla Turch 42 o i
; e wa‘th engines increased 102 | ranie
i ‘&Eﬂ;ﬁ & dn ginate “gafoning fodr again. The graun:l buuchead
s dght ?‘ﬁﬂﬁ‘mgmeg#\ 5 drop awey. sldwly and e . _
EDENEtE S o glaried to it up towsrds kim i
- Exhausted, Green droppad his bolker -f.--Tﬂa‘i Wt waach !.rw Ciie e,
_.;w'ﬁjerkm;_ Ao the |:EI ‘eaﬂt agaum a; ey mﬁi@ie@ne ﬁi&&ﬂfy
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"IN THE GRIM DARKNESS OF THE
FAR'_:FUTUHE"THEHE;IS'IJNLY WAR..

2

wrenching out of their augmenled throats deep,

inhuman calls thal whooped acrossihe trackuway
and shivered the metal of the tank armour. They howled
the name of the bloody abomination they worshipped.

‘Small arms!’ ordered Oriiz, 'Use the pintle

mounts’” As he spoke. he cranked round the

‘Artocannon mounted on his vehiele's rear and angled
it at IIIE nedrast monzter. i

The killing staried. The rasping helch of

flamers raached his ears and he heard the screams of
men cooking inside their superheated lank hulls. The
Chiaos Marine he had first spolted reached the
Basilisk ahead of his and began to chiop i1s shell like
firewood with a chain axe. Sparks blew up from
punctured metal. Sparks llames, metal shards,
maal -

Screamlng Qrtiz Irained his maunted gun on
the World:-Eater and fired. He shoat long al-first; but
corrected hefore the monster could turn. The creature
didn’t seem to feel the first hits. Ortiz cienshed the
trigner and streamed-the heavy fracer ling at the red
specire. Al last The figure shudﬂerﬂﬂﬁmﬁwiﬁﬁﬁ
then-ew apark.

3 Qrliz cursed. The World Ea up
sort ol 1itgushmem that would kil i Riss. He
realised his ammo drum was almost ampiy Hewas.
- gnapping il free and shouting 1o his bombardierlor
a fresh ane when the shaduh fell on him... =

The' Waorid Ealers start_pdfh.agihq'zs_ lhey aduznced, -

F.
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OF all the Games Days held across
the world, the UK event is the
biggest! Games Workshop's premicr
event. also. includes  the Cimadel
Miniatures painting competition -
Golden Demon. Entrants, some
travelling from all over the globe,
seek toowin the ultimate accolade —
the Golden Demon Slayer Sword
and the  covered Golden Demon
trophies.,

Games Day is currently held at the
Natienal . Indoor Arena in
Birmingham, an excellent venue
c_umprising a huge drena and ewo
sepurate areas into which Games
'Wi_‘tﬂﬁl‘_mp packs as rouch as we cin

physically. carry  there. Fach year
since 1975, the cvent has developed
and grown feom ity very hulﬁhff_:
beginnings  ingo ity present
incarnation.

Every aspect of the hobhy s
brought together at Games Day and
e celebrate this we ship coach
loads of enthusiasts from all over
the UK for the gaming highlight of
the year. Tt's the place 1o be if vou
want [ mect the guys from the
Design Studio and see all of their
projects and forthcoming products,
It's also the place o see what each
Feet of Games Workshop is doing,
from Black Library publications 1o

At 10am on the 12th of
September, over 8,000
gamers descended on

Birmingham. Here’s a

glimpse of what happened!

the madcap: gaming of the retail
stores. It is as much ﬁfsigncd- oy let
our staff celEiJra_tt_ the hobly as it is
a show for you 10 expericnce and
enjov: The event pucks in loads of
games o play, huge trade stands
and stufl from all around  the
nation, Tt truly is an cvent NOT o
miss! '

Orver the nexe few pages we bring
you u taste of Games Day 1999, Wi
hope that this inspires yvou Lo come
along to this vear's event - you
won't be disappointed,

Che Webster
UK Exlibitions Managear



Meanwhile, ..
All the frenzied
activity at Games Day
makes Rick Priestley
ey hungry indead.

< atists and designers are 2
s friendly bunch and were on

LA EENRENEN SRR



GAMES DAY FACTS  ; Crowded House!

] Be!ie\;e it nat, the tirs: : i LS|
e P * Thousands of entiusiasts

ol long e spo wey - crowd intothe arer*a With so
back 711975 in fact. Cnly =

Jervis dobnsor was shle 4 TROY Qarmers in one aftd; a
1o remeamaer tais: : QC'E!E‘[ trme _15 QUErﬂﬂtEEﬂ and

B Garmes Workshoh tsed : you rmgh# EVET fﬂakﬂ_ S0Me

to bold sepersle evenls for  paw friends
Gofoen Derron arc '
Games Doyl

The Main Arena » Tnig years Games Day

] 5 s
The main-arena was filled § %25 the biggest ever witn
o i i - e 8,500 paople in
with franlic activity — from = attencance.
the hundreds of participation = _
» W Tris year saw record
games to the tofal chaos of & suirents for 4he Golder
o Damaon awsards, with some
Ihe speed painting &, e enare al wying 10
EC'I'I'I[]ETinGH.J o win the coveted double-

handed Slayear Swond,

B Ovar 700 members of
Garnes Warkshiop staff
warg on hand 1o make
SUre tnal he eum ran
smaotaly

| Thiz yoar, thare weare &
Slagaering 5282 equann
fzet ot gar‘ﬂlr‘q hf.uqs o

Costume Drama s
One of the hjghiights it

.gi.n;

s _ane gumt paﬂfy PO N - gl S T pRopic wio 4ot
Mibe Otourne -.dress-edaup +H Wﬁrhamrneir :
Events Planwing Mandger, Elﬂﬂ Warhamimer 40 ﬂﬂﬂ " ™
National Imi'nw‘peirem : Cﬂﬁhifﬁﬂﬁ P

8l tha winners of ﬁD;ir_IBI’f Earrmn *99 With pmtagraﬂhs A
of the winning entries, we'lt be shawc&smglsnmﬁ of

the finest painted miniaiures artyw{mm Whether /1

- you fust like. laoking at sperbly paintéd -ﬂiﬂd&!s

Torif ],fm.i,iancy your chances of winningat

. Golder Bﬁmarz 2000, make sure you
duntmiss Whtte M«%ﬁ gl




The Andy Sheppard Report

Andy Sheppard hosts an awesome
internet website which regularly
reviews this magazine, as well as
loads of other Games Workshop
games and miniatures. This year
we invited him to Games Day as
our guest. This is his story...

Mew Releases

Games Day is a great
chance to see forth-
coming mimnalurss way
before they hit the shops.

LU LB N RN N NN

‘ Cramcs Day "985 was

miy fiest Games Day

ever, Irondcally 1

hiad avoided them i
previous vears due to the
reporis and pictores in
White Dwart, which
typrically showaed scveral
thousand enthasiastic
garmers milling abour like
Might Gobling after a heavr
night on madeap
inusleooms, Mot my scene,
or a0 T thought, but when |
fAnally it the butler and
weril b0 Games Day "98, [
had to graciousty admit chat
I had been wrong. | had an
cxcclent time and i didn't
fake any amount of
persuasion o ger mae back
there this year.

At 10am on 12th Seprember
1999 rhe doors swung open
and umpteen thousgnd
people swept into the
Mational Tndowr Arcna.
Once the cyvent was

under way Games [ray was
siw hours of Games
Workshop mayhem with
something for absolurely
CVTFOHE.

LB R R R NN NN NN NER]

i the main arena foor
there was plenty o do. Yoo
could marvel at the
incredible displavs and
ditramas, You could @mhke
[rart in paining coness.
Yo comald joidn in one of
the many and varicd
pactcipation games, And
then there was the chance
2 pick up those miniatures
vou had been promising
vourse!lf for the past fow
wecks {including pre-
redease copies of Codex
Imperial Guard, the
stunning new plastic
Catpchans, Mordheim
warbands and so on), The
Mail Orcer Trolls spenr the
eortirg day velling at the top
of their lungs, whilst
dispensing special edition
Crames Dy Space Marine
Capraing to anvone with a
fesws quiicd tovspare. A very
nice miniatare it was tod,

There were 2 tremenchous
number of new or
foorthooming releases on
show, and these are part of
what makes (rames Day &0
exciting for the tmue Games

‘Workshop enthusiast,

irrespective of age (eeing
the rew stnfi hefore
everyone elve is ore uf the

Jrriviferes of befng el

Creirmey Sep! — bl 1iliaioe).
By the time your read this,
many of the mindatures

Studin Area

People waited in queuss
slrelching across the arana
just to 528 the artists &
designers behind their
favourite games and
miniatures.

. Floodgates Opent!
At around 10am on the
= 12th Saptember over

+ 8.000 people poured

» onto the arena floor as
+ the doors opened an

E Games Day '99.

shown mav have mgde it
intry the release schedule,
Yo may b ahle tor buy
them at your local Games
Workshop store. Some will
still hie unreledsed though,
and there s something
magical and appealing
ahout gacing longingly ar
fully-painted miniatures or
freshly-cast masters of new
mmcndels, up wo nine months
hefore they will be
available o by

Amongst the new
minirures on display diis
yoar were new Eldar
mckdcls (2 stunaing now
Banshee Exarch, now Dark
Reapers and new Gray
Platborms. Theio were
plenty of now recrwits for
Imperial Guard plavers,
with Inperial Goard Storm
Troapers, plastic and metal
Catachans all on show
{inchuding some with
demaolition packs and some
with sniper rifles) plus a
gizeable sclecrion of
Warmaster minianires, This
list really onby begins to
scratch the surface chough.
A very dynamic Space Wolf

Lowe in Terminator acmour
which | surmised could be
Logan Grimnar feow bave
tes gt q conifale of months
fei fivnel oadt, Lawr you
Arnelpf — Fer Rloke, Dark
Elelar Hellions, moedels still
at the Grreen Stoff stage and
much, much more could be
viewed, Some of these
things s1ill haven't been
redeased o mmaking i
quite a treat when they line
ey foar yoalc insprection dr
Gratnes Day.

MNew releases are not the
orly treats on offerat
Crarmes Day though. You
can meet and speak to
ey of the peogle belind
1the Games Workshop
gamcs and mintatures, The
Studio scction had the
artists and dlusteators cach
with a portfolio of some of
their past and frtice work
The Games Tevelopmeont
team wore also present,
including Toomas Firinen,
Gav Thorpe and Andy
Chambers, cach mking
UCSHICNG OF COrmments
friom passers-by abour thae
wames they helped o




develap. Jervis would have
brcen there (oo, bur he was
unforiunate enough o he
sick that dav. Jes Goodwin
was holding the new Land
Faider and looking pleased
with himscll {guite vightly,
having scondr = t's
colossall},

In one corner of the arcna
there was a carciully
constructed casting booth,
whoere you conld sce how
Citadel miniamres are
made. A fricndlvdooking
min-in thick gloves and
sifeiy gogeles.
demonstrated the act of
kizeping hot. liguid mectal in
the monalds and off of his
flesh.

Believe it or nof, los of
people dross up for Games
Day. Thisadds g log 1o the.
atmiosphere, and this vear
all of the Games Workshop
infiormation dosk staff had.
dressed upas medieval
wenches — fortmane |1, they
were all fernale (rumones
abomnd that Paul Sawyer:
veanated to come dressed as
Lelith Hesperax, but his
costuime was confiscated at
the last moment in

accordance with Acticle 3 of

the Gencva Conyvention)!

Hidden away beneath the
main arcna was thc Black
Likwrary sre, Diespite the
faer ehat vou have to trek
dowen abour six flights of
stairs 1o get there, poople
went down in deoves tosce
their wiondrons delights,
Tucked away in the Black
Library bunker were a host
of other must-sees, Black
Library artists and writers
adomed one wall,
marshalled by Andy Jones.
They were mernlv SIETHTIE
books and artwork all day,
and talking to aiyone brave
enogh o ask questions. A
huge selection of armwork
was on clisplay foo,
including art from fonare

Blck: Library publications,

Present and Asture Cramoes
Workshop compurer gimes:
were also on display,
inclucling Rites of War and 3
fortheoming
racingEshiooting game
inwidving those loveahle
ik This one was just an
early demo, but it looked
like a potential winner
me. Fingers crossed then
dnd hopelolly it will soon
see the bght of day?
Many pames clubs agreed

W Tun special.
diemonsiration games in the
Bowvels of the arena, and
these are always o highlighe
with their exotic scenery,
seratch-built models and
die-hard gaming

cnthusiasts. The standard of

these demo pamcs was high
again this year as last

Forge World models weie
on display lo the Black
Library buiiker, Their varicd
wargames terrain and larpe-
soahe maodels of varigus
‘apd-:'u Marings. mu:l an (_‘Jrf
dll,l_'ll 1} Impnr“l |i Armour
with their cxccelleot resin
tank conversion kits foe
Warhammer 40,000 werns
also on show (they even
hael o 40K-scale Banchlade
madel oo display!). The:
quality of these kits looked
ter be very high, rmaking
thein a templing
propositon indeed!

At the end of the Jday,

. Costume Parade

« Many of the staff, and

= quile a fow of you, really
: gat into the swing of
things, dressing up s
your fave characters-and
» lroop types.

a
“
[
&
"
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The Casting Demo

A friendly lcoking man in
thick gloves and safsty
goggles demanstratas the
art of keeping hot metal in
the moulds and off

his flash!

LES S SR NN NN TR N

Games Tay closed with a
final, grand coremony
where the winners of the
Golden Demon painting
championships wiee
announced aid presented
with their trophics. Then
cveryoane stagecrcd ofl o
their car or coach for the
journey home (apare feam
the staff, who presumably
spent-hours packing
everything up befors the
trip back o Nottinghamy).

In essence, Games Day s
all ahout immersing
yonrself in your hobby for
six glorious hours, There is
s much o see that vou can
almmost guarantee you will
miss some things (1 cfidn't
see the plastic spracs
designed wo narn the plastic
Space Marines into Space
Walves, but I heard they ane
superby. There is so nmech
happening thac vou simplhe
van’ttake it all in, but that's
nint & badd thing: You can
apend hours there and seill
not be hored, You can pick
upr bargaing, bay pre-
celease Dowsks aned
mindatares and paee
longingly at models ehat
wioil't o the Tight of day
for six months or more,
You can take part in
demonsteition games and
palnting conoess, belading
Giolden Demoen, which I
haven’t even tricd o cover
here because my
phomgraphy can't do it
justice fwe 'l be tabing a

Black Library

» Comics, Inferno! clubs,
Farge World, computer
ganmes and more iig
buricd deep bencath the
* main aranal

clower fooke gt Giddernt
Derpun jtext tssue — Fal
Bindee). You can quiz Ga.me&
Workshop sall about
calsting games and the
oncs they are writing lor
the fulare,

To be honest, T can’t hope
to cover cvervthing in this
report. Al T can tev 1o do ds
convey the scale of the
thing, and encourage you
o check it out for yvourselt
For wisirs, [ eonvinced
s I thar Ciamaes Day
probably wasn't foar mie.
o't miake the same
miscake! It's even

wirth going
Birmingharn for. , ,




“Let its charred, smoking fusk join
that of the wnupt Imperium of the
. false Emperor as it falls beneath

b the tracks of our -mﬂquﬂ‘mg
| fegmvtrs. |

| “No-one can stam;f E-eﬁ:fe s as we
E. np the suﬂ-rbmtmg ﬁmrtsﬁﬂm A

star systerns amf walch victoriousfy

as they weep their last pain-ridden
tears. Debase yoursefves before us
for we are the Legions of Chaos -

ngﬁ{ﬁlf masters of the gafaxy!

The LH ‘*‘J.OS B)&TTLF FURCI:. is an ideal
way o, start a ﬂﬁdghng Chaos Legion of to
" _:_furiher rtmfﬁrct' YOur. t‘xlstmg army. :
'f_.haos Batﬂc Fﬂrcc tnnfams

: _12 Khr;;m: Berzerkers, 10 Chaos Space
Makines, 1 Chaos Rhiso, 4 Chaos Space
Tﬂanqc bikes, 1 set of Gmthm tums
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_ Published op the fint Angestay of each Mannlich

Foul Crccnskms come

looking for a fight

Foul Greenskine from. the
wilderness have been
encoustered o the ruivs
searching for howaty. Their
preferred” tactic is that of
attacking the righteous
warbands ‘of our Empire to
steal their hard carned
wc:.l].t]:l..

They're tricky opponcnts.

as Ores are as fierce

TR,

BURGHER

a5 2 Wild Boar and thrive
on fighting The smaller
oncs kpown a8 Gobline are
1 different story, theyd
much rather stab you i
the hack than fight you
face to face, We have also
had reports of Tralls. and
other creatures with gaping
mouths full of teeth. You
have been warned.

MEISTER'S
DAUGHTER KIDNAPPED
BY POSSESSED

The hand of Possessed
cultists known as The
Cabal of the Scarred Pit
bave kidnapped Annz von
Verbeeck, the
Burghcrmeister's danghier.
Along with the reward for

vamd ool

ance - Lalr city!

J"'rlu.l.dh- 1AL

_Bumours abound..

her safe return, 2 further
reward of 300 Cold
Crowns has been set for
the head of Lord Ernst
Bé_rkm;nnt I"r'jlgisfﬂ'- ol
thl: Caba!.

TAAC: 10 the ruins,




F:"na]J.}l. 1 have
seturncd, . Hefurnied
from my epic
expedition into the pif,
having vanquished  all
whe stood berwech mie
“and iy wltimiate goal
= hie” gacrid hacon
butry. banisher ‘of
hunger!

But what do T find oo
my return? What cruel
hand has fate deslt
me? That charlitan and
!uEL.r_u:, Tuamas Pirinen
“has wsirped several
F::LEL'H ol ‘my heloved
tamme!

b all fafls into place
now - Pirinen it was
who insidiowshy: filled
my mind with feverish
'I!IIDI.I.ETJ'I;S of the Iluf}'
‘hapd, Yes. once | was
hooked he took over a
sizeable “section of (hi
angust organ sndl phicd
has Beretical trade 1o
all and sundry. Mo

:fungér will this be the

caze, however, for |

will have oo trick

with the foul heresies
espotised by M
Pirioen and his hand
af cranies!

My first. most urgent
fask: wad 1o gend the
‘towardly page-thicf
scuerying for his
worthless lile with the
Templars of ‘Sigmar
hot oo fiis deels {the
Grand Theogonistis 2
personal Eriend).

The second step. was
fu pu_:é}l: ihus
publication of his foul
gassip once and for
all. To this end,
Mordhéim bas been
cast out of White

hwart Eortfisath. Al

i5 not cotircly well,
however, far this
llnhul':.-' cahal has taken
ity idle fangue- wagging
andergronnd to brcome

a publication ia its
awn n"gi!'t.

Town Cryer’ will be
publishied by thiose
foul miscieants, the
Black Library, every
ather month and wifl
undoubtedly be packed

“with more fafes of

deead * fraom Mardheim.
Those tainred
followers of goings on
i the City of the
Bamped will no doubs

~sleke their fanatical

thirst for swchi oews
with-this new edition
of Town fﬁ'}-cf'.

With the sinner cast
from swithin-cur

midst there arc. oow
till.;:lT_'," J':a'gcs ﬁl.i[liu.g o
be filled.

And il them we

wall...




KIDNAPPED! 4
The
" beeo Kidoapped by the foul Possessed,
Tucunas Pirinen. ve  Edior of

Burghermeister's  daughter has

“this #

jourmal, looks at how she can be rescued &

by any warband brave enough to do so.

- DAMOB ROOLZ - :

- s siwd Goblins have been encomntered
amongst the ruins. With their nataral hast

for blood, 1 can ondy guess that they have

come o Mordheim looking for a fight |

with one of -our brave  mercenary
wirbands, After many months of stdy,

Mark Havener describes the tutl.mhv af &

& xurh;lmi of preenskins,

20

SHOW ME THE MONEY
The taverns in the sertlements around .2

Mordheim - make pood recriinmnent
< eemres for warrdors who can selb their
| services 1o the highest bidder. Here,
* Mark Havener describes two more Hirtl

Swords that have madi themselwes

seaibible: o the warbands of Mordheim.

WARRIORS OF COLD STEEL 24
Astudy of the rumours that-the Tear

. THE HANDS OF FATE

A stady - of 1]:4._ members  of . the
Possessed warkand the Hands of Eate
hy n‘_l’ll_"r master-physician Aly‘Morrison,

ABOMINATION 18
The dark followers of the Possesscel
dfe growing in strength. New o the
ruins this month s a Magister to bmeld
voue cult, as well as a terrifying
PDSE.IL‘.E\'ET'E.‘.CE and deranged l'}urksmrl._

of Kisley has sent a warband o our:

city. Rotamaster Michact Perry of the
Tadr's persomal hm!wu.lrrt bakes A
closcir-lonls, -




Daring the darck hours of Geheéimnisnacht, the Possessed
cultists revel in an orgy of violenee and sacrifice. It is the
cusiom: of these warped followers of the Shadowlord o
sacrifice a victim for the greater glory of Chaos during the
thifteenth hour of Geheimnisnacht, Somelimes they steal
away a victm who will e missed by relatives, patrons or
masters and a rescue atempt will be made o save the victim
from the sacrificial knife.

In this sccnario a warbdand s agempting €0 véscue the
sacrificial victim froaon the Posscssed, while the Possessed are
fighting to-complete the rinaal sacrifice.

Thus one of the warbands in this scenario should he a
Possessed widhand, The other warband could be of any ope,
even another Possessed warband!

Terrain

Starting with the attacker, each plaver takes it in turn to place
a piece of terrain, either a roined boilding, wower or other
major piece of tercain, Tuis suggesied that the lecrin is setup
within an area coughly 4'x4". In the middle of the plaving arca
vou should set up a piece of scenery representing the
sacrificial altar. There should be at least 6" of empty space
berween the sacrificial alrar and the clasest building,

A suitable model representing the sacrificial victim should be
placed on the altar.

ARG S

For Tuomas’ playtest campaign he concocted a special scenario for
two of the main protagonists, Paul Sawyer’s Possessed and Jim Butler’s
Marienburgers. The scenario has the Marienburgers trying to rescue the

Burghermeister’s kidnapped daughter from the Possessed, who intend to
i sacrifice her to their foul gods. It was such a great scenario that we asked Tuomas
4% towrite it up for everyone to have a go. Incidentally, the Maricnburgers did rescue
the poor girl from Fat Bloke’s clutches,

HarbanDs

The Possessed warband is deploved ficst and they can be
placed anywhere on the table except within 8 of any of the
table edges. The warband attempting the rescue must place
all its models within 4" of a table edge, out of the sight of any
of the Possessed models, with dr least one model next to éach
of the foar sides of the table.

Starting the game
The warband attemipiting 10 rescue the sacrificial victm
automatically bas the Arst nure.

Hreeing (Be sacrificial victim

As long as at feast one model in the Possessed warband is in
base contact with the victim, the ritual carries on and the
sacrificial victim may not move. Note (hat models Srocked

‘daren o slnmed do not count.

If there are o standing Possessed models in base-to-base
contact with the sacrificial victim,. he {or she) may v o
cseape. The victm can move frechy contralled by the player
of the warband that is attempting the rescue. The victim may
make an immediate move as soon as there are no Possesséed
mudels in base contact and after this will move normally in
the movement phase of the rescuing warband. The victim
escapes if he (or she) inoves off any table edge. In this case
the game ends (see Ending the game).




A thesis on the infamous kidnapping of 'the Bur.ghcrmci'stcr's
daughter by the evil Brotherhood of the Dark Méi_qh'.'

By’ ye honourable Editor of this august journal, Tuomas Pir.in'cn'.".

N e e e T

Recapturing the sacrificial victim

If any Possessed model moves into base contact with the
sacrificial victim (via charge, normal move or running) then
the Possessed player has recaptured the victim and may move
the model alongside the warrior who recaptured him/her.

Note that when trying to recapture the sacrificial victim the
normal interception rules apply, so the Possessed may not
charge the sacrificial victim if there are other enemies in the
way.

1f the Possessed manage to recapture the sacrificial victim and
move him (or her) back to the centre of the altar then the
victim is sacrificed and the Possessed win the game.

Sacvificiafl victim

In our own Dark Moon campaign the sacrificial victim was the
beautiful daughter of a rich Burghermeister, but the victim
could equally well be an important Dwarf Runemaster, a
Skaven Warlock, the chosen bride of a Vampire, rich
merchant, or any other suitable character from your own
campaign.

The profile below represents the weakened state of the victim
as well as the understandable desire to escape as quickly as
possible! Note that neither warband will try to attack the
victim with missile fire, spells or by any other means — the
victim is too valuable to both of them!

Profile M WS B8 5L
4 2 Z 3 3

0 7

W I A 1d
1

Equipment: None.

£ning tfe game

If at the end of the sixth turn the victim has not yet been freed
then the Possessed warband automatically wins as the victim
is sacrificed.

Otherwise the game ends after both players have completed
12 turns, when either warband is wiped out, the victim is
recaptured and sacrificed, or the sacrificial victim escapes via
any of the table edges. Note that neither warband routs in this
scenario — the stakes are too high!

Eyperience

+1 Survives. If a Hero or a Henchman group survives the
battle they gain +1 Experience.

+1 Winning Leader. The leader of the winning warband
gains +1 extra Experience.

+1 For the possession of the sacrificial victim. If the
game ends before the sacrificial victim is killed or
escapes, then whichever warband is controlling the
sacrificial victim at the end of the game gains +1
Experience point which can be given to any Hero
in the warband.

+D6 If the victim is
sacrificed. If the Possessed
manage to sacrifice the victim, the
warband gains +D06 Experience
points to be freely distributed between
the Heroes of the warband. In addition e
you may roll for the Rewards of the Shadowlord (see optional
rules on page 160 of the Mordheim rulebook) for any two
Heroes in the Possessed warband if you wish.

+D6 If the sacrificial victim escapes. If the rescuers
manage to move the victim off the table then the warband
gains D6 experience points distributed freely amongst the
Heroes of the warband. In addition the warband will
gain a reward of 50 gold crowns added directly into the
treasury of the warband.

+1 Per enemy out of action. Any Hero
earns + 1 Experience for putting an
enemy out of action.




Ores enjoy fighting and looting more than anything else.
Because of this, an Orc’s life is spent in constant battle - either with

his fellow Orcs or some other enemy. With its wealth of opponents and
loot ready for the taking, Mordheim offers the perfect opportunity for
an aspiring Orc Warboss to prove himself. What follows are complete
rules, written by Mark Havener, for Ore and Goblin warbands.

Among  the races of the player's tuen, roll 4 D6 for each Heonehman who is either an
Warhammer workd, none enjoy Ore or a Goblin. A roll of 1 means that the warrior has taken
the prospect of 2 gowl looting offense to something one of his nares bas donie ar said. Do
more than Orcs and Goblins, For not roll for models that are engaged in hand-to-hand combat
this reason many {drc warbands have (they're already scrappin’. To fnd out just how affended the
been drawn to the city of Mordheim micdel is, roll another DG and consult the following chart io
i and the wyrdstone that Lies hidden there. OF see what happens:
¢ course, Ores would much rather ambush
i D& Result

other wirbands and take their woyrdstone than
coflect it themselves, but theic goals are the
same gs any other warbund - collectas much
weasure as possible! These traits are reflected
in the following special rules.

1T "Erd Dat!™ The warrior decides that the nearest friendly
Cree ow Goblin Henchman has insulied his ineage or personal
hygicne and must pay the pricel If there ds 4 friendly O or
Goblin Henchman or Hired Sword within charge reach (if
there are multiple targets within reach, choose the one
nearest to the mad modeD, the offended warrior will

Epfﬂﬂf Rufes immediaeely charge and fight a round of hand-to-hand
Animosity. Oros and combar apainst the source of his ire, At the end of this round
Goblins enjoy nuthing of combat, the madels will immediately move 1" apart and no
mate thain a good langer count as being in close combat (unléss one of them
scrap, unlortunately Fails another Animosity test and rolls this result againg. 1F
theyre not always there are no fricodly Ore or Goblin Henchmen or Hired
viery discerning Swords within charge reach, and the warrior is armed with a

ahout who they mifssile weapon, be immediately @kes a shot ar the nedrese

scrap with! To friendly Ore or Goblin Henchman or Hired Sword. If none of
repiescnt this, the abwse applics, or if the nearest fendly mode] is an Orc

at the start of Hera, the warrior behives as if a 2-5 had Been rolled on this
the Ore chart. In any case, the warrior in question may ke no other
action this trn, though he may defend himsell i attacked in
hand-to-hand combat

2-5 “Wud Yoo 5ay?" The warrior is fairly certain he heard an
offensive sound from the neagest fricndly Ore or Gablin, bus
he's nor quite sure. Ty spends the turn hurling insults at his
mate. He may do nothing else this turn, though he may
defend himself if artacked in hand-to-hand combat.

G. “Ull Show Yeel” The warrior imagines that his mates are
laughing about him behind his back und calling him silly
nggmnes, To show them up he decides thathe'll be the firse one
o the serap! This maodel must move as quickly as possible
twards the nearcst cnemy model, charging into combat if
possible, I there are no enemy models within sight, the Ore
ar Grobling waerior may make a noemal maove immediately. This
move s inaddition o his regular move in the Movement
Phase, so be may therefore move tedee inca single turn if you
wish. If the extra move takes the Ore or Goblin warrior wichin
charge reach of an cnemy model, the warrior must charge
inwr close combuat during his regolar movement,

Distasteful Company. Many Hired Swords reliuse rowork for
Cres, as they know that Ores are just as likely o eal them as
fight alongside them. Ores may only hire the following Hired
swords: Pit Fighters, Ogre Bodygonards or Warlocks.
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Choice of warviors

An Ore warband must incluede 3 minimam of three models,
You have 500 gold crowns which you can use o recrut and
equip your warband. The maximum number of warriors in
the warband is 20

Bnss: Tach Orc warbiand must have one Boss: no more, no
less!

Shaman: Your warband may include up 10 one Shaman.
Big "Ulns: Your warband may inclode up to two Big 'Uns.

Ore Boyz: Your warband may include any number of Ore
By

Starting erperience

A Boss starts with 20 experience.
A Shamman suots with 10 expericnoe.
Rig "Uns start with 15 expericnoe,

All Flenchmmen start with (F expericnce.

T Bavacteristic increase

Orve. characteristics muy oot be o increased beyond the
maximum profile limits shown below If o chacacteristic s ar
its maximum, take the other option or roll again if vou can
only increase one characreristic, W both dare already at their

Gﬂubhl]:n :-‘surinrﬁ Tﬁ“”‘]:'"b"”d may inchude any numbuer of maximum, you may incrense any other by +1 instesd,
oblin Wartiors, though it may not have more than two Bemember thal Henchmen can only add +1 600 any
Gubling for each Ore in the warband (including Ore Heroes), o T : -
Cave Squigs: Your warband may include up to five Cave
Squigs. You may never have more Cive Squigs in your Profile M WS BS: 5 T W 1L A 1d
wirhand than you hd‘.‘(. Ciobhlin Warr s, Orc 4 & . 3 F 05 A4 9
Tredl: Your warband may include up to one Troll.
R e T e B o e e e e
s {
| Orc equipment fists ~ Oobm cavipmentliv I
: I
| Hand-io-hand combat weapons i
The following lists are used by Ore warbands w EVRET e o Dt e ST Ist free/2 go i
pu_k l:h|:':1 equipment. T L e 10 g j
; o SEA i s e R el T
Orc equipment list B 3 1
i
Hand-to-hand combat weapons Missile weapons 3 :
E Dragaer: o i inniEnEil bst frees? po Shortbow . ooveie i 258 r'
A R e L R e e 3
. B Armnour B
e T i e e et e T 10 g 7
b ; 7L T T T | O S 20 go
MOLDIDE SEAF & . ..o oy vy v i e 15 me i :
o s 215t T D e W 5 g
DR R, o s o oo e s 15 pe Helrat Y g
[ Bl o e e s 1t g T e S &
: Bouble-handed weapon .00 15w n‘\\w{\
; BEREAT 1o s s e e H ge A
P L e 10 g
i Missile weapons
ﬁ Crosshow - o e 25 me
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Armmonr
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1 &y¢ Boss

50 gold crowas to hire

An Ovc Boss is a tough and brotal warrion, who will theosw his
lads into any fight that he thinks be can profit from. He is the
strongest, toughest and most barbacic member of the
warband and if any of his Bowe think otherwise, the band may
soon find itself with one less miember!

M- ¥ B3 5 T W 1 4 Ld

Profile
Weapoas/Armour; An  Ore Boss may be equipped with
weapons and armour chosen from the Orc équipment Jist

SPECIAL RULES
Leader: Any warrior within ¢" of the Orc Boss may use his
Leadership characteristic when taking Leadership tests.

01 Hrc Shaman

40 gold crowas to hire

O Shamans are ouitdasts from Ore sociers Thiey ane gifted by
the Ore gods Gork and Mork with powers they can neither
understand nor completely contrel. Many join reaming Ore
wiarbands where they are no longer shunned for their
abilitics, but respedted for them.

= [Heroes w=

el oot den® asked the Ore Boss, all 'l:ll'[1[[_‘.!'¥:

s, ahe Big Ty 1rapi|r4] I.[I'\h[‘]lrf
ildl e o v
ordh, Mol owell

: :uu_] Fir
paching oy the wavband’s e,
steainect A5 ther up th
b s N el hviers aaleft. This o

packed op Lhru ill-. Al tphn] lor the jaurncy
ahiead:

e R A e

Profile M $ T W I A 1d
i 1

3 21
Weapons/Armour: An Orc Shaman may be ammed with

weapons chosen [rom the Ore equipment list An Org Shaman
MAY NEVE! Wear Armour.

SPECIAT RULES
Wizard: A Ove Shaman is 2 wizard and uses Waisagh! Mapic,
See Wazaph! Mapic overleal for his spell Hst.

02 ®rc Big "Vns

40 gold crowns to hire

Ore socicty i a savage hicrarchy where only the ouphest
survive and rise theough the ranks (often atap the bodics of
other challengers). Big 'Uns are such rising swars, and they
carey out the orders of the Oce Boss, If the Boss ever falls, it
is up to the Big "Uns to decide on o new leader (usnally
through personal comlbat).

M _WS BS S T

Profile
TS R

w1 A ld
1 §T o

Weapoas/Armour: Big 'Uns may be cquipped with weapons
and armgour chosen from the Ore equipment list



Sre Bopz

23 gold vruwns to hirc

Ore Bove are sgvage and tough, They fear nothing i they
can get their bure hands on, though they are even more
ignorant and superstitious thin most other beings in the
Warhammer world. They form the coré of any Orc warband,

Profile S i R ) ol S DT 7

SRS AT S5 S RS S TR R

WeapnnsiAomour: Bovz may be cquipped with weapons and
armour chosen fram the Orc équipment list

SPECIAL RITLES
Ardmosity: Ore Boyz are subject o the rales for Animosity
{(see Bpecial Rules for details).

Gioblin Barriors

10 gold crowns to hine

Giobling are often used as cannon fodder (as well as a food
source in lean dmes!) by their larger Ore cousins. They are
usualy not as well equipped as Orc Boye, having to make do
with whatever the (Jrcs da not want ar CANNOL use.

A 1d

Profile. B_WS BS 8§ T W I L

R T e R R TR R

WeaponsArmounr: Gobling may be armed with weipons and
armour chosen from Goblin Equipmem list.

SPECIAL RULES.

Animosity: Goblin Warrioes are subject to the tules for
Animuosity (sec Special Rules for deails). Note: A Goblin
Yarrior who fails his Animosity test and rolls a 1 for the resal

will never charge 1o Ore Henchman, thoush he will sell use:

any missile wedpons to attack as normal. Gobling dre far too
alraid of Ores to challenge them individually.

Mot Ores: Orcs don't expieet much from non-Oros, and: ane
therefore notunsedled if Coblins or Cave Squigs break of get
cut dow in batile: Tn fact, they expect as much from these
weaklings! Therefore, when testing t sce if an O Warkand
needs w take a Rowr 1est, each Goblin Warrior or Cave Sequip
taken ow of @ction only counts as half a model. Therefore, a
band of 5 Orcs and 1 Goblits {15 models) would only have
to-take a test if 4 models fell {4 Orcs or 8§ Goblins, or some
combination thereof}.

Useless Gits: Goblins never gain experience,

o5 Cave Squigs

L4 pold crowns to hire

Goblins raise the dl:"m‘l]v Cave Squigs. These creatures are 3
curious blend of animal and fungus, and are ::nmlmqed
masthy of téeth, hoons, and an.mv rEmpe CAna e .

Profi fe M

Weapnas and Armour: Big gob and t‘:rumhnl C‘u,.; qugs.
REVES use OF fetd WeADOns Of drmour

ﬁfnfﬁmm (Bought inn groups of 1-5) HEEERE

SPECIAL RULES

Movement: Cave Squigs do not have a set Movement
characteristie but move with an ungainly bouncing stride. T
represent this, when moving Squigs, roll 206 for the distance
they move, Squigs never run and. never declare charges.
Instead, they are allowed to contact enemy models with their
normal  Z06" movement. [P this happens, they count as
charging for the following reund of close mmha.l just as if
they il.ld declared a charge.

Minders: Fach Cave Sguig must abways remain within 8" of a
Goblin Warrior, who keeps the creanire in line. 1f a Cave
Seuig finds fsell without a Goblin within 6" at the start of its
Movement phase, it will go wild, From that point on, move
the Squig 206" in a random direction during each of its
Movement phases, T its movement takes it into contact with
another model {friend or foe), it will engage the model in
hand-to-hand combat as normal. The Cave Squig is out of the
Qres & Goblinsg player’s control until the end of the game.

Mot Orcs: Sce Goblin Warriors entry Tor rules,

Animals: Cave Squips are animals of 4 son and so do not gain
experience,

01 Troffl

200 gold crowns to hive

Teolls are not intelligent cnough to recognize the value ol

golbd, bul large amounts ‘of food can often instill a cerrain

foyalty in them.

Profife =~ M WS BS 8§ T W 1 A Id
R e ]

g Frli DS T
WeaponsArmour: Trolls do not require weapons to fight but
often carey a big club, In. any r.vzs,nt 1m11~; Can never be given
WEATHMNS 07 ATITIOUT,

SPECIAL RULES
Fear: Trolls are (rightening monsters which cause fear.

Stupidity: A Troll is subject to the rules for stupidity.

Begeneration: Trolls have a unigue physiclogy that allow
them to regenerate wounds, Whenever an enemy successfully
inflicts 4 wound on a Trodl eoll a DE, on a resolvof 4 or more
the wound is ignored and the Troll Ia unhurt. Tralls may oot
regenerate wounds caused by five or live- haser:l e, Trolls
never roll for Injury after a barcle.

Duinb Monster: A Troll is far too stupid to ever learn any
new skills. TI‘UI.Ib do not gain CRPULICCS.

Ah\?:k?ﬂ Huﬂgry A Trull rr:qun'u an upku_p cost. This
fed to the Tml. in nr-:‘!er 1 keep him lm-al o] thr.‘_, “A[bdnd.
The warband must pay 15 gold crowns after every game in
order to keep the Troll Tf the warbuand lacks the gold o pay
the upkeep, the Boss has the option of sacrificing a Goblin
Wartior or Cave Sguig w0 the Troll in Heu of baying food
{Tralls eat nearly anvthing). If this fee is not paid [either in
gold arin warband’ members) the Teoll gets hungr} and
wanders off in search of food,

YVomit Attack: Tnstead of his normal attacks, a Troll can
regurgitate its. highly coreosive  digestive  juices on an
unfortunate hand-to-hand combal opponend. This is a single
artack that auromatically hits wich a Strengrh of 5 and ignores
ATTIOUT SHves,
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Gr¢ special equipment
Sauig ProFer

15 gold crowns
Availability: Common (Gobling only)

This iteris o long pole with a trioof spikes at the end.
It is used by Gobline Squig herders o keep theic
livestock in line, Cave Squiss will recognize 4 Sguig
prodder and automatically pive the bearer more
respect, ds they've all heen on its pointy end omore
than unce! To represent this, a Goblin with a Scuig
prodder can keep all Cave Squigs within 12" from
going wild, instcad of the normal 67 {see the Minders
special rule under the Cave Squig entrey. Tnoaddition,
a Squig prodder is weared exactdy like a spear in
hand-to-hand comibat.

Ka® Cap Dushrooms

25 gold crowns
Availability: Commeon (il warband includes Goblins)

Macl Cap Mushrooms (sec the rales in the Mordheim
rulehook  for more information on Mad  Cap
Mushraoms) are a necessity for someonce wishing to
wield a ball and chain (see below). Formnately for Ore
warbands, Mad Cap Mushrooms are culeivared by the
Might Gobling of the Worlds Edge Mountains, and they
are much more willing o tade these to other
Goblins, Thoush normally 0 rare item in Mordheim,
Mad Cap Mushrooms are. a common item that costs
25 golbd crowns foran Orc warband that includes one
of more Goblins,

RBaff an® Chain

15 gold crovwms

Availabsility: Common ({robling only)

This s a huge iron hall with a chain amached, used by
the dreaded Wight Cxoblin Fanatics w deal oul
whirling death. Enormously heavy, it can only be used
whern combined with Mad Cap Mashrooms.

Range Strength Special Rule

Incredible Force,
Random, Two-handed,
Cumbersome, Unwicldy

Close Combat As user +2

SPECIAL BRULES

Incredible Force: Hecause the ball and chein is 5o
heavy  nocmal acmour - does very linle o protect
against it Noo ammour saves are allowed  agiinst
wounds caused by a ball and chgin. In addition, any
hit from a ball and chain ds very Tikely o ke off

someone’s head Jor oat least hreak some rihsl).
Therefore, any hit that successfully wounds will do
105 wrounds instead of 1.

Random: The only way o wield 4 bull and chain is 1o
swing it around in larpe circles, using vour body as a
cournte-weight. Unfortunately this is not a very
controllable fighting style, and as soon as he starts
gwinging his ball and chain a warrior starts w lose
contred. The lirst turn he starts swinging the ball and
chain, the maodel s moved 206" in a diréction
nominated by the controlling  plaver. In his
subsequent Movement phases, roll o D6 1o determine
what the model does:

DG Resule

1 The model wrips and sirangles himself with the
chain, The model is taken ot of action, When rolling
for Injury after the game, 2 eoll of 1-3 means . the
miendel is oul permancatly, instead of the dormal 1-2,

2-5 The model moves 2D6" in a dircction nominared
by the conirolling player.

0 The model moves 2067 in g random dirccton. If the
player owns a Scarter dice {avaidable from Gamies
Waorkshop stores), roll that 1o determioe direction. If
not, then roll a 6: 1 - Straight Forward, 2-3 - Right,
4-5 - Ledt, 6 - Straight Back.

IF the ball and chain wielding model moves into
contict with another model (Triend o fee), he counts
as charging into close combat, and will engage in
close combat until his next movement phise.
Oppanents wishing to attack a ball and chatn wiclding
moadel sulfer g 'lo Hit penalty of -1, as they must dodee
the whirling ball to get close enough to strike. The
brall amed chain wielder cannot be held in close combat
and will automatically move even if he swaris the
Maoverment phase in base contact with another maodel.
If the madel maves into contact with a building, wall,
ar other ohstriction, he is automatically taken owt of
action. Tn addition, & ball and chain wielding Goblin
is much too busy trying w control the spinning
weapon o worey aboul what others are saying about
him Behind his back, so jgnores the special rles for
Animosity:

Cumbersome: Because the ball and chain is so heavy,
i model equipped with one may carry no other
weppons of cquipment. In addidon, only o model
under the influence of Mad Cap Muoshrooms has the
strength to wicld a ball and chain,

Unwieldy: The great weight of the ball and chain can
easily tear ligaments o pull a wielder's arms oul of
their sockets. While someone under the influence of
Mad Cap Mushrooms will aot notice such effects,
when the drug wears off he will be in great pain. To
represent thig, at the end of the battle the controlling
plaver st roll for Injury for cach’ model that used a
bafl and chain, just as if the model had been taken ot
of actioee. T the model was actually taken owr of
action normelly, just coll ence for Injury — there 15 no
need o miake 4 second roll.
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Orc Heroes may use the following Skill list instead of any of the standard Skill lists available to them.

‘a® ead Oa cunnin’ pfan

The warrior has a thick skull even for an Orc, He has a special Only the Boss may have this skill. The warband may re-roll
3+ save on a D6 to avoid being stunned. 1f the save is made, any failed Rout tests as long as the Boss is not out of action.
treat a stunned result as knocked down instead. If the Orc
also wears a helmet, this save is 2+ instead of 3+ (this takes M
the place of the normal helmet special rule). wEff aw
The Orc has a thick, dark-green skin, possibly indicating Black
waaagg' Orc blood. Such is the toughness of the Orc that he may add
* +1 to any armour saves.

Orcs are aggressive creatures and some are experts at
bulldozing charges. The warrior may add +D3" to his charge

. | ‘eadbasBer

Orcs have massive physical strength and some of them even

’ere we o’ learn to aim their blows at the heads of their opponents, with
» obvious results. Any knocked down results which the Ore
Orcs often charge even the most fearsome opponents. The causes in hand-to-hand count as stunned results instead.

model may ignore Fear and Terror tests when charging.

|

.3

Waaagh‘spelli are used by Orc Sllamans. ;I'hev are :l‘-lﬂ}ﬂlﬁ ofﬁt “Bk)rt howlulg prayers to the boisterous Orc
gods Gorkiand Mork. : e , :

WI. iy s et j : / 5 _I"
i < A
-

D6 Result i L 5
R = "
1 Lcd’z go, \f,; _: /

The Sbaman's bowépg mt:zgomtev»dw kMz ,tr)

Agy Orc or Goblin wﬂ:hm 4 of the ﬁhs,man mli;&ntnmatlcally strike, ,ﬁgstqn hAnd 10- h&nd combat Qégardless of
eiher circumstances. e _ i :

Qi" Gerroff! /’-" e
A ?mge &reen ecrop!z;s”ch Jm\hd pm‘bes an enem}' away

iy
,‘\

i

Range 8" Movés any cneﬁm modLl within rang€ D6" directly au&"})ﬁ.&&mf he Sh‘lmfm If thts-.tnﬁ’gci' collides ;
-another model or a building, both suffer 1 $3,.hit. Note\qveryhtﬁndy fordroppmg people fr(g,ﬂ hlﬁi igmldm z

£ _w' h. May not tie’fcast on modelq in hzmd to haﬂd combat ) _ : i
e T i e
' ' Di

E g £ \ o T .
A r:m}ielmg green &ok of WAAAGH! eﬁf%gmrugt\ s fromr t‘be_
foe. T e[zrg}l}}mﬂly oz,er!oada the' bmzﬁ of u%{lz ulf

g 3

G:t 568,03 84 hits on thc dzgfmen}g mrgqt with no__armcn

\ e £ kg

£ N b
vm§§; corgf‘y,i’mg bzs énemies, 7 L
'Jthwﬂ'hdman dun ing thoir mxt tum If thc fSh'unan gaged in hand-i6-hand combat
 he may immediately mﬁfe 4" a st ol

{
[‘J 5  Clubba.

_ Difficulty: 6

; N 0 enemy may A

"t.?_

) Ints: _&;’1 normal club yath +2 btrcngth bonm and gwes the S 'man -1—.1 attack as w::]l,
ts un _:1 th 'h'lr};fdﬂ suffers a wuumi : x B i

Difﬁculty: S'

of the tvé bmhs cmfst‘s_-l_)' $3 hits; the boﬁvcan éqlther he fired both

.e:tvy{ dés{.st (‘ndﬁ]




2

®re tactics

Crump ‘em! The ficrce nature of Ores means that they are
abways ready for 4 good scrap, They would much rather kill
and rob than search ruins ooking for redsure. As such, they
are an excellent warband for yoor Mordheim games. The
following  are - things that should be kept in mind when
designing and running your Ore warband:

Goblins and Cave Squigs arc ¢xpendable. Ores do not
particularly care if these members of the warband die or run
away, and they are relatively cheap. In addition, Cave Sguigs
can easily hold their own against most foes in close combat,
as long as they have a Goblin minder close by to keep (hem
in line. Use these troops as your ron-line lghters. You can
lose twice as meny of them as normal belore your warband is
forced o mke a Bout test, so don’t be afraid o use them,

1rJI_u ""||:| "'-'M-r m___“

Trolls are scary: If you can afford o add a Teoll o vour
warband, do sol The abiliey 10 cause fear should not be
underestimated. owever, even without considering this
ability, & Troll is 2 nasty opponent. With multiple attacks,
multiple wounds, and the abilicy to regenecare, a Troll s
likely o stand and ke lots of attacks from the opposing
warband without missing a beat. In addition, its larger base
sive means that it can cffccdvely block a large alleyway
{or even a streee’y all by iself

The warband I have put topether is designed around
the vse of Goblins and Cave Squigs as the from-line
troops, The band is 13 models stréng, s0 will have 1o
lose 4 Ores or 8 GoblinsSquigs {or something in-
berween) before a Hout testis required. The Cres will
mostly stand back and shool with bows, only
throwing themselves into the Fay af it is absoluiely
aeeessary As the warband collects more money, it can

E Foa
i m_* elalagtini el __Ewlﬂb'l""'

o
[FTRE T b o EINTE_IF. EN’\E el EE

iml

purchase more equipment and add more members.
The warband could be expanded to include more
Ores, Gobling, and Cave Squigs, or the Boss could
decide 1o save up enough unrl

he can afford a hard-
hitting (and very
durable)
Troll.
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e Chogsin's T

v Cutler ha

Thrashers

i his Ore & Goblin warband from the O
Sprues ihined with the  Mord
s sprue, Thie v

warband's wenponoy very

Reinhold walked among the buddings, hunting for more

of the precions wyrdstone. The Reillander Capioin sas
alone, as he had spresel his sadiand throoghout this:
quarter. - Fhey had stumbled ufscy an skl Targe

voneentrition of the stone shards, and vere P}(}plﬂj.. E2e)
findd and gatherds modh treisure as possible before any
rivits gorwind of their fuid,

Minement 3t the cnd of the street brouehe him ot ol his
reveric: Three baady grecn mideets dressed - ins black
WEre
orange balls with legs ‘Gobling, thousht the metcenary
ter hirsell “damn® Bup wasn the figuresdin black thag
weirtied bitn, it was the crestures they were herding: As
ehiey came closer, Beinhold coild sée the chormons
mciths thet ovcupicd most of the creatures’ bodics:
Cave hqurp all weeth and bad 1o mper: anit three of thk 15
wike more than o maich for o smple buman, o matter
how Skilfod Jusas he \-I:uInLNJ oy dhisck inie the niarest
doowar: to aveid bring spotied, one of the Goblins
lookeddt him stemght in the cves Fhe littde creanire’s k

split tnba an oVl pap- “toothid urin, and he prodded his
Clave Squie fiioward mare quickbe The otlier Gobling
tollovvced suie: amd soon ail offthe LJ.":."J_[LH’L'\ W MU

doen . the marrow streer toward Keinhold. the: SERLIIES:
sounding forward on powerful Imﬂ- and the Goblins.

cunning hehind.

Evim determinalion set i his Teatures s Reinhiold
resubred To sl his Bl dearhy The Bsiliae w vight of the
Buickicr on his arm and his Bamily swiord in Bis hand

prodding forsard what Iooked  Hke enosmous

nab:rumd thr:_ scarred vVeteran Somew s
limbered wp his sword arm with @ few practive swings in
antivipanion of the coming conflict,
closer, now: liede mioee than 4 bBlock dway “ts becn @
good Ble. " thaupht the old warsior |:1-uu;1{v

and he

Fhe {ml'xl:m W

Cim

= sprues makes modelling your

sudldenly one:of the Goblins semblied on -4 loose SO

i the strect, jostling one of bis companicns. The second
creatnre Pissed his displeasure at this amistredtent and.

swung his: speac uc his chumsy neighbour, marmondy

missing him. Both Goblins had ﬁmppui now and laced -

each other in the sire ot spears at the eeady, jabbering

away ot each ather in their evil ongue; “The third
continued his tun 4 few paces, bur after noticing that his
comirades were nodonger keeping upf hic: 5!0;—)}\:&:! .wwell
and swisne around (o see what afl the commotion was
about, The noise stopped the Cave Squigs, and as they
tuened, the Girke. othed Awnsters Begin 1 whine in
excitement In the nest moment gl s Creaturcs wiere
invodveelin g sweivhing mclee. A5 Reinhild w afched o of

the Goblms thoust his speac into: the sight ann of s |

e, only Lo bHHt[ @ huge hm_ on:his deg fmm i L’&’\f‘
St A

l-'xpcf;if.'nu-i_ toaldd Réimhobd ihat while such fghis olien
Brokd out among the-green skinned’ folle _they carely |
[J!'Uu.d ta be Rl or Iun;_ ldbhﬁ;, i_"'.lg_:_u_lij!‘g1 e - take
ddvanuage of his’gond Hek while e lasiet, the mercenany
docked into the doonway he'd toved gomards earlies.

“Praise Sigmae for Bad tepipers.” by
under-his [m:qlth ks ﬁL nmdt_ {_r,ur:-:i ]m E'\i'

ahic o e warnion
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T Be gjan% Of %“t_efi

Not content with using the fantastic Mordheim Possessed models alread
available, Citadel Miniatures designer Aly Morrison decided to convert his own ev
warband of the followers of Chaos. To show just how flexible the plastic spru
available in the Warhammer Regimenis and Battle Squad boxed sets are, Aly has mad
the entire warband from these plastics.

Aly: | must admit that the main reasan 1 that you want, ;1nd the fact that it is also guite light means that
wanted. (oo oo L omy own Possesscd you don' i 0 pin v n'd}ulg in me._ — all vou need to do
;1l'b¢lnl] ¥ show what could be e [
sing plastic parts, With the
o, malun,t_. mmpl-.. t]]l!'l,t,-b |1u. WERpON .md head sw
Cisy to experiment with.

0 project gave e the perfect opportanity to
really delve into the ideas and armosphere of Mordheim, 1
" N = of artists like Pieter Bruegel and
g for conversio ] Ly, : X
TATIILS : were an influence durir
o buving  ind : <
components, plastic tot chegper, making
converting on 4 budget very easy indeed, With all these i swilling around in my bead, 1 set about
converting the warband,

concepiual sapge of Movdhe




&L btudv of the mtmh:.r gf the Possessed warband
kaown as the Hands of Fate.

By mad Master-Physician Aly Morrison.

THhe KDagister

The  components - were
mostly  taken  from  the
Zombie sprue although the
upper half of his body is
Skaven. 1 did this to bulk him
ol slightly, although
because he is a magic
user, Twanted him to
look quile weak as
mosi of his strength
wiould derive from
his magic. As you can
see - froin  the in-
progress shot, the
only real sculpling
work done was the
hood which [ made
from Greeon S The playing cards and serall were made of
paper dipped in PYA plue. T made the candles out of a picce
of plastic rod with a Green Stofl lame, To give the warband a
theme, | decided 1o Bive evervone i severed atm laken from
the Yombic plastic sprue.

The Possessed
I uwsed the Fantasy
o body and legs
because of their size,
To merge the Boar's
head o the body T
had o use quite 4 Tot
of Groen Souff, in Fact
overall T wused the
greatest amount of
Green Swiff on this
model, 1 also wvsed
some to build up the

evebrows 1o make the
head ook even mare
angry. The arms are from
the Zombie sprue and the
tentackes are Skaven tails.
In fact when 1 originally
sculpted the Skaven sprue
someone told me that they
looked like tentacles, This
gave me the idea to use
them  in  this. way |
probably.  wiould  have!

added more but 'ran out,
Encwing when o stop is ofien the most imporeant thing
about converting as somelimes you can g0 o fan For the
spikes on dts back T used the ones from the Ore sprue,
although | could have easily used cockiail sticks or simply
cirved them from a: hit of spare plasiw sprug.

The Mutants
I wanted  the
Mutants to have an
attack | advaniage
aver (heir. enemy,
With this in mind T
decided 1hat one
wenild  have  the
CRLICA AP MLCALION
and the ‘ather one
would have some
tentacles. Both the
murlels are based
on the Zombic
macels,  although
the one with the
extra- arm has a
Goblin body o
mrake . himv: look huanched over. When I was
positioning . the extra apm, I wanted it to be
somewhere where it would clearty be of use, so where better
than growing out of his head! If this waso't weird cnough, 1
also pave the madel a severed hand holding a fish sandwich.
For the tentacles on the ather model | again used Skaven ails.

15
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Spify Sarfsoufls

T had - actually lidshed the
warhand bt just had o w0
back and convert some more
models when [ realised thar T
hadn'e vsed the Warhammer
40,000 Chaos spiky sprue. To
muike up for not using it on
the rest of the warhand [ really
wiend o oen on these two,
Looking an it you could guite
easily use all the s on this
cool sprue. Both of these
Henchmen arc based upon
the Chaos Warrior body and
legs with Ore arms, For the
firstone Ladded the Ock Boye
shoulder pads with lots of the spiky
bits from the spiky sprue, His head is
o of the garsovles from thie spiky
sprue used e adorn guns on Chaos
tanks. To the back of the model |
added all manner aof chains and
severed heads from different places:

As [ wanted both these models
to look well armoured, 1 added
i the sccond the jaw guard
from the Ork Boyz spooe. 1
used the severed head from
the Zombie sprue as it looks
guite starceled, The shield is
simply one of the armour
plates from the spiky
sprue. The last thing 1
didd  was add  the
seversod arm o mark
themn as mnembers of
the Hands ol Fate.

Aleve Darfisoufs!

From the start, I decided 1o
convert -someone who wore
wiooden armour,
T achieve this |
only used parts
that contained
wood, hence the
Skaven  shicid
shoulder  pads
and  primitive
wooden chopper from the Ore
sprue. For his mask | used the
Zombic drum.

I wanted another  Darksool
with g mask so | used the skull
{rm the Ore sproe and horns
madhe oul of showlder pads
from: the Ok sproe. On wop of
the mask T added the wo
severed hands o the
Zombie standard, While T was
busy converting  this model,
someane pointed oul that T
hacdin't added a fish,
50 just to o please
them | sculpted onc
out of Green Smiff

‘T fe Beastman

This was the hardest
1o convert as 1 had
oy work out exactly
how o make him. 1
definitely wanted 1o
usc the plastic woll
hidd, To make the
head  look more
like a Beastman, 1
carved a full set
of  teeth  and
then added the

horns from the skeleton
sprue,  The body was
guite difficult to convert
as T wanted (o give him hooved
hind legs. To achicve this, | used
the Hack legs of 4 boar added o
the legs and hody of an Ore. To
the back of the figure T stuck all
manner  of stuff from  the

Mordheim accessory sproc and
again sculpred a fish oot of
Green Stuff

T Be Gaf

I was  inspired by
Hollywood o do  this
mgrle]l s all wiurbands
and gangs seem (o have
an oal in their ranks.
The siee of 1his mode] s
purely visual as all le is
in pame ‘efms is a
Brethren armed with a
mace and shield. This
figuic was the simplest
to make as he s just an
Orc with a Xombhie's

head. To make
himy look really
hizeare T adced: a
plate ol ‘apple
corcs o his back
made out of a
drawing pin and
some apple cores
nicked from Mark
Jones. o omake
him look a real

dunce, 1 added o

candle to  his
head. T think this model i the simplest comversion In the

warband, bul one of the most effective,




fﬂ}gg.ﬂgtﬁﬂggﬂ impm'janr thisg 15 mat to br frightened of a:x]:urrimeming and
L wanted the Brethren to Jook really  ©F SOUISE, NEVEr Lhingw o
hunn’:h'r:d over To achieve this 1 u.'}ur:1 10 see w hal other pr{rp1r are doing. Dm: of |h¢ things T E"T‘f_lﬂ\-'
mosL 2t Games Day s when modelless and gamers come up
tn e with comversions they have ddane. T oam  abways
impressed by what other people think of, Remember thar the
possibilities for conversion are endless!

lq-_:a with {.nhlm 1n1 qnﬁ :md arrn:. Ha
make them look really depruved |
used. Zombic heads  throaghout,
After all, wyrdstone can't be good
for vour skin. The buckler from the
Mordheim accessory sprue lonks

redt a5 i helmet so U pat one o all
of the speararmed Brethren, [ was going to leave i at that but
as a thought [ iried adding a severed hand. It looked like-a
kind of twisted crest so 1 ddnlt‘d one to all the helmets;

I wanted the Brethren armed with - a bow to look ceally
miscrable (followers of Chaos are not noted Fu their skill wich
the bow o he pmlmh]v hasn't ever hit anyone). To achieve
this I again used the bhody and arms of a Goblin to- make him
lesak pelly bunched over. 1 pot the rope piece around his neck
with the bell from the Zombie sprue hanging from it The
most miseruble head I could find was the severed one from
the Zombie spruc.

Vainting the warban?

So that the colours wouldn’t take anyvthing away from the v
comversions, | dedded on a very simple colour scheme. For
the most part | painted the clothes in grevs and blacks with
eondrasting skin tones. The highlights were also kept to a
minimuin with some arcas like the leather nog highlighted =
at ELH hui m.;lru_l wnh glu_*_-. v:u’m-sh Ipmmfrl the 154.1'b:-md

-IW:I}, I‘.Ii.'l‘r m} f'wnrluﬂT aim is to gt: back and arld :ﬂl
mannerof tattaos 10 the warband mmﬂ'}-r_rq 1!{1n e make
them look even mare Chaotic,

fhat Fepl?
by next praject will be an Undead warhand consisting.
of a lot of Zombies. T will probably use the same
techniques | have talked about bere, but who knows, T
will probably have come up with a different way of
comverting by then. T think. the most
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There are few sights as horrific as a Possessed warband. Deranged warriors

smeared with blood and dirt wave ]:tsz;.,ed weapons and chant blasphemonus

rites as they throw themselves upon their enemies. The most unsettlin g of all are

the Possessed themselves — twisted monsters made of the bodies of men,

= inhabited and warped by Daemons. Out this month is a new Magister to lead vour
- cult as well as a terrifyving Possessed and a deranged Darksoul.

Awp iviseeiie Shendason

The Possessed R e af -
theiy Srecicst CHepies, d o
Witk Hictor of Sionidn

IEE* S r e R K rm.r.fcf: frr. i ./z’xrr.L
ﬁ.r."fmr ers of the Shadeiond
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Sfow me ¢

The taverns in the settlements around Mordheim make good recruitment centres
for warriors to sell their scrvices to the highest bidder, Iere, Mark Havener describes
two more Hired Swords that can be recruited by your warband.

Hmperial Assassin

40 gold crowns to hire 4+ 20 gold crowns upkeep

Pofftics is a dangerous gane ced not all dangers arve forend
on the bartlefield. The Assassin specializes in removing
‘obstacles' with discretion, He will bire bimself onr to the
biphest bidder and salisfaction i guaranieed. The Assassin
calmly dispatches bis  rather distasteful duties with
Sastidionsress and finesse. In beliieen jobs, sick a micn will
aften joitn a wardering warbared in order o bone Bis skills:
assassingtion {5 not a profession for the slow or dullwiited!

May Be Hired: Any warband except Witch TTunters, Sisters of
Sipmar or Skaven may hire the Assassin.

Rating: An Imperial Assassin increases the warband’s rating
by 4+ 22 poings, plus 1 point for each experience point he has.
Profile =~~~ M WS BS 8 T W I A 1d
Assaksin S R S N R

WeaponsAemour: Sword, dagger, theowing daggers and a
crossbow pistol.

SPECIAL RIILES

Weapons Master: The Assassin is 2 master of weapons and
may use any weapon he finds. You may purchase weapons for
the: Assassin just as you would for any other member of vour
warband. TTowever, unlike arther members of vour wirkand,
ANV WEARGn vou give an Assassin is his to keep - he will noo
give it o another warband member later, 1o addition,
although he knows how 1o use them, an Assassin will never

use a blackpowder weéapon as such devices are far oo
conspiceous in thelr use for somicone in his profession.

Poisoner: Assussing specialize in the use of poisons. The
Assassin starts each game with his weapons poisoncd with
gither Black Lotus or Dark Venom. The controlling player
decides which poison the Assassin is acmed with belore the
gamie starts, and this poison does ot need to be aded for
And o, the Assassin cannot poison other warband members'
wrapons, nor awill he loan his out?

Skills: An Assassin may choose [rom  Combat, Specd,
Shooting skills or Unstoppable Charge from the Soength
skills list when he gains a new skill. He may also choose from
the special Assassin skiils beloor

ASSASSIN SKILLS

Backstabber: The Assassin specializes in attacking his rargets
when their back s ourned. The Assassin may charge an
opponent he cannot see (he knows vou're therely as long as
the target moded 15 within his charge reach. If he does this, he
surprises his opponent and receives a +1 1o hit him with all
attacks and any rofls on the Serious Injuries chare are a1 +1.
This bonus lasts for the fArst round of combat only, as his
opponent will swiftly recover his wits i he survives the initial
assault.

Hide in Shadows: The Assassin can blend into the shadoms
s thial his apponents will not see him. As long as he is within
1" of 2 wall or other linear obstacle (hedge, fence, well, etc.),
opposing models musc pass an Tnitiative test in order oo
charge or shoot at him.




‘Tifean Darbsman

30 gobd crowns 1o hire + 13 gold crowns upkeep

The Empire i not the only pldace that brec

e
glerymrend frn
e mpe"ul

May Be Hired: Any warhand exce
may hi lean Marksman.

Rating: A Tilean Mark:
+ 16 points, plus 1 point

M WS BS 5

rort,  sword, dagoer and

' gim never wavers. e
nge when shooting his

Sl Ty owee werehere Bests vond oo feavel

The argoment had been going for a solid fReen
nyirkates, witky lh‘1ti'h:.| pewrey budging from therr posiztion:
Reinhokd \lnnpl. o 168 press |-‘|Fﬁ fave {krw e Bis searlor

feed adveisary, the Ceadér Bf he . Daack wharband
Brwarts wiere infamons for theie stublormoess and this
mdividual seemet o be out to prove that his reputation
wis wiell foanded. Both warband feades had sarion
scattered  throgghout (he ruins of the kg hali;
Ergsshows were noched amd dimed on o stdes, wnd
the stress was showi g oy several oF thf: Heinmagn f.!(“:"'ﬂ
The Unvarfs secmed st ange byt ahn

Suddenby the door buest openy slansming one of the
membrrsot Reinhiold's baad o the walls Through the
ditciiway, harely able o enrer the roeny bueause of his

T tfi!ﬂn bk strode dn Ogfe mercenary, Lhe Creature

stofied. as soof as it was fuily il e soons T s
indecd 4 fu"h[rnu‘-" sight and the man: o the Opre's
et 'w.:mt[ir reaeied when the meonster prabbed the
crossbost froan his bands amed crashed St mea buge fise

:'.-'kl_1. there v are Ilm‘n'h"'. cricel the Brcact warbaned

leader; & sovle springing e his: normalle dous
Ir*.<l1|n: T R nmndc T wlarn FUILE E: ;_;:; hera: mew_

Archees
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¥
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voe st s

“H{}'\*f THUSMEASTEY heifowed che Opre: Fie threw: the
rLﬂ‘l"nlﬂLﬂ o the ¢ 1(,)‘1"1]” e g [|1'- ROt 1m:F fare !'H},!!t
up his ‘ehormons sword . preparing o ot thes ex
crosshominan: in Deos: Fls - fronr vidinn was fieen i
shiock, and could do nenhisg (o stop Tis fare.

Fortapately foc him, hiedidn need o) for in the nest
iastant thes Olere Froze, 3 ook of shock and hoeror fived
o his Bage, Thi creature s mowth moved:Slowdy, Bul no
soend excaped. Then the hullsme brae mpﬂlr_d frward
ane fell flce down intdy ehe- dust that conered [E1L' Hﬁnr
thit ol his hack proteaded a :Lu_,;_;u

Sterching 1 Lhe dooraay wes o man soneshul smallcr
thanaverage inheight with nondestript fooks and the
harese hineof 2 smile on s fce Hessoubhd have fooked
Ik tiny noblemin’s foppsh som #ie were Aot for 1he
utiiterian look o bis nigh-blaok clotfung and the urer
Rick of enation in his cyes.

Sdbss amedt asked Dirks the assassm than Reinhold had
bivgd.. The warhand [eader juse smited. Irdooked ke
thicy wwonaled eet o Sty afterail
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Michael: As soon as [ saw the
plastic Mercenary sproue that
Alan and T had sculpeed, T
decided to collect a warband
sfor Mordbeim, The o only
prallem was that T dida’t want
-t od straightforeard  warband,
. they needed o have a certain
slant. By purc coincidence,
: the plastics came in the same
. the Tzar of clay u Polish friend sent me a
Kislev has brilliane photographic book

; o B on the making of a Polish
sent a -l historical Alm. Tt was

: -warhand 10 packed with * ideas
our C.iﬁ".

By Rotamaster - =
Michael Perry '
of the Tzars

persopal

hud}'guard.

24

The Perry twins, Michael and Alan, were responsible For designing
the fantastic human Mercenary sprue. When the sprue first became

available Michael was inspired to convert his own warband with a
Eislevite look, using the existing Mordheim models.

that corresponded well with Kislev So there [ had it, a Kisley
warband, In games 1 would use the Middenheimer warband
list, as their special rule of extra Suength o ernes would
be in chardcter with men brought up in the hacsh climate
afl Kislew.

The Dercenarp Caplain Dical Turef

A vl can scd he is baséd on the Reikland Caprain with just
a ftew alterations. Tadded o plastic fur Jdoak from the
Middenheimer accessory spruc. [ sculpted a leopard head on
the cloak to denote - his high rank. The original wide
brimmed hat was snipped off and replaced with a blob of
modelling putty and stippled o represent fur. On tap of this
I added 4 cloth bag (made from green stoff) and o finish i
odl, a couple of leathers from the plastic Scldiers of the
Empire spruc were pushed into the putty while it was sill
wet, | removed his goatee beard as Twanted to give the whole
warband an eastern European appearance with droopy
monstaches,

T fe Champion Artur Fasinsbi

T thought this Champion would look greal with a double-
handed sword., The head was taken from the plastic
Mordheim sprue, akthough 1 could have oused any head
without a beard, as this model would be wearing a hig furry
hat. The head was toened to face the dicection of the sword
blade which gencrally looks better. Toalso added a2 single-
handed sword with a buckler over the cross. puard, as a
seenndary armament.

The plastic fur cloak was increased in size using green stuff
to cover the shoulders. The hat was modelled as before and
Ladded a moustache. T enbanced the base by adding pavime
stomes and 3 plastic skuill.

The figore, as with all of them, was undercoated black and
given gencrally three highlights of paint in each area,
getting lghier with each successive coal. T wanted Lo give
merst of the warband a subdued look, just picking our the
metal highlights so that the Captain really stuck out as
the best figure. T pained some of the gang to look
unshaven, which helps give them an air of menace.

T Be vest of tBe warban®
The rest of the warband were all made using the
Human Mereenary sprue and the Middenheimer
aveessory spruc, with simple additions.

For the Tenchmen without hats on T scraped
off tens plastic heads and added scalp locks in
the stvhe of Cossacks or Tartans, This seemed
apt lor these poorer members of the
warband. For the torsos Lused the Mordheim
body with the coat on and added a for rim
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using Green stuff The spear was added by drlling a hole
through the hand, Then 1 oot the lantern from the Mordheim
accessory spruc off ity pole and stuck it on.

The two Henchmen carrying the chest was an experiment to
see what could be achicved with the Mordheim plastic sprue,
The arms and hands proved the dckiest o convern. All the
parts except for the skull and rar were taken from the
Mordheim sprue.

Om small projects like a Mordheim warband it's abways worth
ﬁpendmg a bit of time on the bases, this helps a great deal in
bringing the figures 1o life. Plastic bits from the Zombic or
Skeleton sprue are ideal. Masonry, paving stones and armows
stuck in dt angles all look good.

You can easily indivicualise your own warband with simple
conversion work, just ook at historicad books or films and
tke ome o two simple elements from thein, eg. a gang from
Copher, the Araby capital, could he made by adding nurhans
and cloaks,

Using putry or tissuc (strengrhened with a coat of super gloe)
o make scarves tied around the faces of your models, vou
coutld have a banditrabber warkand.

Gluing Zombie or Skeleton heads and arms onto Mordheim
bodies produces a great Undead gang, The key s just to

experiment!

T R

8 STOHET HTMENT

%AHE Hq:lll{l'!'lﬂi# | EERERT
m.ma: T L G s
i '—|3| || | --|:|_-:_‘_.'{_ D0 Crap cipriena i
A LG, T S R o BaL e
APRCTAL BLLEs

I
L

LI Gy R,
B ‘_,“f‘lﬁ"_ T

T AULRS

[ Vamp wipesss

SFRITAL FLLES

|:|'.'.'fl..ii.'.l-l;'|-' o E“-’W Akt

S
'QE".J'\A RIS

|

1 D l..wr; g,:u--.-

a'il'.IJtI.. FULTR

]

o, AL o)

1'4-1|4:||-|::|

Figmeans TN\“J\E&E\R '%k\,m’;\ RN

| Bnggr

BT ki T
[ s e
L cunen

.L |4|*F3 A af1iEfni f."ha-
- r
I'L"I )

'Egl_}-'l .l o

| L |a_||m rr\

Stage L: The
Chasic model is
assenbled using
Derts fraom the
Mordbetm
Mercenary
flastic shrie
and the cloak
i the
Middenbeimer
CCCESSOTY SPTTE.

Stage 2: Lsing
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green stuff the deteil is pdded
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Ye final work of

PICO
GIACOMETTI

War ;'"Lrﬁst Extraordinairc

Show to he held -at
Griffon Gate Market

on ihe

Fifth of Phlugzeit

to raige funds for his
Widow and eleven
-:I‘u]dn:n

F REELANCE

WORK REQUIRED

Apprentice printer
seeks employment,

Trained by Paulus the Fat
at the Town Cryer press.

Cnrnact
Mattaus Huszar

at the sign of the Scorpion.

WANTED

Cedric the Scholar

For practising ye
irARK MAGIC

75

Gold mens_
Undead or Alive

PRINTING PRESS
FOR SALE

Made I:q,- master—craltsman
Max Apfel. Well looked

after. ane carcful owner.

100 Gold Crowns

S Y e @Oﬂm

Dargan Rockfist
. GREENSKIN -

SLAYER

Expert at eradicating

FOUL GREENSK INS

Fee 15 Gold Crowns

for cach comtract

PUBLIC
NOTICE

Ha ngings
This mooth's: attractions:

Alfred Rosesberg, for
stealing a lettuce.

Walter Bernard, for pig
burning,
Gerrit Puni, selling bad fish,

Maria Beynolds, for
Witcheraft,

Henri Gauvtier, for man
burning,

To take place oo
the minth day of Phlugeen

2nd Annual
ARCHERY
TOURNEY

Henryk Bergson invites
all men practiced in the
use of the bow 10 a
challenge of skill.

Tﬂum:}' to be held at the
Griffon Gate Plaza

on the
lst Fi estag of Phlugzcit.

Elves welcome.

Crpey <

Town Crycr Press

from foul Ratmen from below

" Payment of 10 GOLD CROWNS
for each confirmed kill

HIRED SWORDS REQUIRED
To dtfcnd

OBITUARIES

Pico Gizcomenti, lead poisoning.

Artaro Burcll, dicd from the
Red Paox.

Lucas Borcht, crushed inoa
boulder slide.

Johaon, murdered by an angry
customer,

Oiga Bubens, choked to death

on a fioe vinfage.

Black Sword, shot.
Black Arrow, knifed.
Father Adall Mulfer, stoned.

Henri Leibl, killed by a
Snatling

Jarak Blackblade, someone solved
their problem in one blow

Mattans MNichallus, Jost his
bottle.

- GREENSKIN -

CLOAKS

FOR SALE
10 Gold Crowns each

Hardwearing and waterproof!
Arrows fllat glmct off!
Expert Stitching!

Contact Elsie Rockfist
at the

Drunken Goblin

Your initisls: smhraidered while yom )

Maximilian Luce

TILEAN

Crossbowman

Can hole 2 golden ducat at
10 paces

Dead eye shot. steady hands,
expertly crafted bolts,

Will kill anybody
Wﬂh St}']t

]nhann’s Emporium

CLOSING
DOWN SALE
Everything must go

Interest free credit
{subject 10 staus)

Come to Yo Olde
Gate Keeper's Cottage.

NICODEMUS

PTTERE SAC RL N  a T

GREATEST WIZARD
in }’C
KNOWN WORLD

Pa}lmtui am w)-rdstunn

Follow the riddle at the sign
of the Bed Moon
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"« Regiment of Undead

. chariots

Pigh €1f Warhost

- Warmaster rulebaok
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STORES
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ALL THE

GAMES WORKSHOP

ACTION IN EVERY STORE!

+++lovenioading +++

decryplion ey valid......
4+ deCrypting +++

B ]

+++ COMPLETE +++

\.

Games Workshop Opening Times — Mon-Tues & Fri-Sat:
1ﬂ_am to 6pm. Weds-Thurs: Midday to 8pm. Sun: 1I]am to 4pm.

\

UK STORES
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* DONCASTER:
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EXETER:
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LUTON:
MAIDENHEAD:
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@ ANCHESTER [CENTRAL):
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" GANES WORKSHOP OVENTRY
BRETONNIANS

 This month we are taking a Icu:'-k at a Bremnnlan army frnm the ﬂuuen i
store. This magmfrcent army is the wwk ﬂt ﬂﬂuﬂ-nﬁuﬂM re

have,haﬂt:ﬁé’? With-Dave or an*_.r of the store staff about coliectmg; ai‘ﬂ:i
Bave Gundy «"‘palntmg armies. In the meantime, over to Dave to tell us huwﬁewent ahcrut
G r.‘t: M putting together this s’piendld Eratonnlan army. =
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| have always found Bratonnians very apoealing. | just love the idoa
ot an apny of noble knights charging irto batiie. ably backed by their

o doyal serfs and squires. and |started collecting iy Bretonnlan armiy
Cat fhetiest oooorturity Mow gha much hard work 08 zeady and |

have already en: u:ul_.fcd afew vic [IEIFI-;JS 1an~’~ alag, rj:-‘-.earq- !
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Cde.csom *‘thln“ dlffemn' Wt Tradibnngtly: Brr,-tq.—.-.[._-;nc. Aaye
- bt when | cems o paiat mic o
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Bratana armg,.- 1 decided 1o go @mgthlng differst as ¢ raady

swapted fo get 4 sobd, cosrent teel t s sy (alss, pamting all -

gl fa‘rifféfer‘t cataur %ﬁei‘rgﬂa st have been somethilng of 2

-~ hnigaki
-nf A

1y sl together and *)ﬁff

Gm[}thmg i1 et fallo
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: _uvjm Toran H!?'r’;ra{}layl:“.’a { e (resty ki 3

then tagsther for had-ibing charges, sHi gietecton from missile
ﬂﬁemﬂwan Pr‘nf:: :
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my Erchaniozs who & mousted an a Unicors, However, tagy still

= have e shr—lds with mlder licremibiems shm.l ng their loyslty o

the Frince. FIFI“I Iy | fidie difereniiaes "‘di‘hﬁ‘&ﬁ Ihig rﬁgmmm of

i knignls by e way i which the rad and-whits fizlds are splic = ore.
~has halves spii hu:uflzmt_hlll.r anotier hab halves L_.;,ut waricali white

the L rﬁgr TR i qgnarfﬁmd AL 1 : : f,,-?"f

G

LTy, OaUIng

£hig anid s:urrrlsg% ot = Goblin Fap pmmde;i pj.r the. ﬂs;er

: _- ar" uEB:t.Jifﬁr gvgsbﬁru% n=§s' and F’u:,.pmg L.p 4 a.gglv; 5




GAMES WORKSHOP
STORES

R

HLEmEE

BB HEITRE

=
S
=
—
=
-
o=
o
X
kbt
==
S

DL34EE WORHEHEP SDRRS BANEE WORESHOP STREN BEAES WOFRSROY SIDREE BAuEE WORIEROP SRS RsiES WOTTSAGS SYREE
bk T TN b Figh B

T . ke, . . Y i, R % £ THiBlas. o, . T . 0 b ™




N TEED. e W W . . W T . ==Y - . .. S
Lt e Trrantd Wil T T ™ ko il U e AT

BLUEWATER CENTRE:

here are no less than 20 Games Workshop stores in and acound the Sreater London atea. So : SO

if you're one of our hebibyists living in England’s capital, be sure to check out a store near to BROMLEY:

you. Whether you're a seasoned veteran or you've never been down to a Games Workshop, 6 sl oy
there’s a stalt of enthusiasts waiting to welcome you with furions battles, exciting events and S
let's not forget the latest releases from the Games Workshop forges. So make your way down to BRENT CROSS:
your local store, where the Warhammer worlds are waiting to be discovered. i s R Cafis
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#: THESE SHOPS ALSO HAVE
A GAMING CLUB!

#: WE REGRET THAT THIS
SHOP 1S -NOT OPEN
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WARMASTER GAMING |

MASSED COMBAT IN EVERY STORE!

Play the new Warmaster game in your
local store = UL it’s out!

From Saturday 4th March, every
Games Workshop store will be
running participation games of
Warmaster for anyone to join. You
can lead an army of High Elves or
Undead in ferocious confiict, even if you ha\re
never played any Games WGrkshup
game before. S

And be sure to be in your stnre un
Saturday 18th March when
‘Warmaster is released for an
awesome day of battles, e\rents
and stacks more! :

oS

EVERY SINGLE DAY
FROM THE 4" MARCH

S %

-t
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*All Games Warkshop stores throughout the UK, Eire, Holland, Denmark and Sweden will be-
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Our awesome Spring Sale
includes reductions on
hundreds of great
miniatures, including
e Battlefleet Gothic,
' Necromunda and
much, much more!

Get _hugé reductions on a
__hew game or an entire

. out hd down to your
local Games Workshop
while the offers last!

._--“---“‘_

g p art. Exact ctates may uaryr from regmn 1o regmn AII r.::ﬂ‘ers suhject to availability. E&DE =~ i



THE QUEST FOR THE

Alessio: The Warhammer Unlimited competition was part of this
year's Warhammer Girand Pageant. We triced o pive the plavers
complene frecdom from all the usual wournament limdtations which
restrct the way vou crcate your Warhammer armv list. Falardss find
the surreal aned imnapinative discussions plavers bave about the most
powerlul Warhammer army they can think of ' extremely amusing.
The Unlimired competition seemed 1o be a good clance o et
penple try those theories on the bartictield against other similarly
inspircd plavers, Tn other words ©see this as a kndghaly guest, the
search for the invincible army,

The following armv lise is an example of what Lmean. This Lisardmen
army s the most powerful force T oonld rhink of (although T was
temmpted by 2 magic hemy Vampire aomy o by a Brewonnian anny
with an allied contingent of Wood Elves).

HOW I DID IT..

The General. Lord Beardlaxan is a $th level Slann Mage-Friest with
the Binde of Cocacifa in his lefl hand for proecion agiinst nasty
mapic items fike the Slack Gem of Grar In his right hand he wiclds
the Sklf Wand of Keloih {which, conveniemly, is not s Magic
Weapon bul Wieard's Arcana) that he uses oo strike his opponents. In
combar thiz will mean thac any opponent should, on averape, ake
four Leadership rests per wen, and if amy one is failed he wdll die
siraighl away, with no saves allowed! The Sfeck Awsader gives hima
second unmodified 44+ save alter (he Shield of the Ofd Ones and
rebounds wounds in close combat, IF the enemy somehow manages
ro wound him, he can alvays use the Healing Polffon w pet back to
his impressive elght starting wouneds. The combination of Crows of
Corrrmand and Battle Standard makes him take Break wesis onoan
unmodified 100 306 (which he can of course: re-roll if he fails). The

INVINCIBLE ARMY

By Alessio Cavatore

Whenever fwo or more Warbammer players get together you can be sure that
| before the end of the conversation the subject of invincible armies will crop up.
Alessio takes a look at the practice of pumping your army up to the max...

Firead Banner s there 1o make him immune o fegr, 50 he cannot be

‘broken avtomatically by being cumumbered by fear-causing

cnemics, T abwivs choose High Magic for him - 1 think thar is one of
the best decks and with the Corisoation of Fqareds, my Slann will fy
as weell!

Minimaxal, che 1se level Slann, is in effect the General's familiar Toan
deploy him right behind Loed Beardlian, and the 1wo must oy o
stay engether st long as possible. Minimaal will stay in base contact
witly the Generil, taking cover behind him and protecting his master
froin enemy magic with the Amedet of Xapar! and the Destroy Magic
Seredl (v destoy thal nasty Crose of Years, one of the few things
Lord Beardlaxan feqes). Another imporiang fole of the Lso level Shann
i% Lo store a posser card {the Power Familiar effect) and anotber High
Magle card (the Spell Familiar offect) that he can elepathically send
1 Lord Beardlaxan to-cast. He can also issuefaccept unwantecl
challenges (the Waeriar Familiar effect). This last aspect will not be
necessary often, becavse P'moconvinced that almist mothing can
defeat Toed Beardlaxan ino closc combat (maybe a Blood Dwagon
Yampire Lond drmed with & Sword of Sestrwction and riding a
Zombic Dragon, as the evil Mark Anscombe sapgests. o On top of all
this, his presence alloms me to deploy a seeond unic of Tercadons!
The two Skink Heroes are effectively two Bving cruise missiles, Their
rode is oo charge the most threstening things in the enemy army
{(Lrreater Daemons, Droagons, Chaos Lords, etc) in awthentic
kamikaze spicit; sacriticing their life for the glory of Tord Beardlaxan,

TROOPS ON PARADE
The three skink units alloswe me 1o take the three Stepadons, Thacs
the only reason for taking the Skdoks! o op of that, they will ‘be
dheployed in frone of che army; shielding it from cnemy shooting and

Lord Beardlaxan's Tem

le armyv marches to certain victory
Fay wrigtals Mgk, Tohn-Fail anid




charging  wunits  (especially  charios).

Rememhber wr leave g gap berween the wnirs.

of Skinks enough for a Stepadon or 4 Slann
s charge through.

The twe Tertadon units should take care of
encmy flyers, fast light troops and war

mgchinnes, working in conjunction with the -

win Heroes. Finalthe the hitding power of the
anmy comes nmEindy from - the  fase-moving

Stegadon, | agsar Stasdoired), the hared-

hitting: Seegadon 2 fHamner of Might) and

Ih(: magicalh-hclplul Slf.'.'gddinl 3 fﬂamar q,r o

iatgf t.r{-:l.lurcs (see the ruJﬂ. for -monscer
unies on page 08 of the Warhiinmer
Rafebook.. ) and v o claim that the magic
banners’ cffects  apply 1w all  three
Stegadons, but thal is probably poshing iva
it 1o Far,..

And finally, recnember that all these models
excopt the Shann are atmed with Stcength 4
missile PN ancl rh.n: can mmcmne:.s e
handy,.

Lan you h:m: this srmye

CAN YOU BEAT
| THIS ARMY LIST?

To enter this mmpetltl{:-n send us . a

B
i
mE
<o
o
)
S
a
E
s T
B
=
-\q
bF |
o
P |
2L
-t
=1

I harrifying army st hlmsalfj The overall
winner will get td visit the Studio;
receive all the madelz that camprises
IHgir winning ammy and take on Alassio

Tha Alesslo Cavatore
Invincible Army Compatition, .
Gameas Warkshop,
Willow Road, Lenton,
Nottingham, NG7 2S |
Al privias most B i b Fday T Mok SO0
mlnerarohe.&nntha fafure Wihite Dwiar,

]I your entry o:

himsalf ina game of Warhammer, Send Ir

Models/ Unit MJW& ﬂsus T:W! I'A Ld Nw e
 |mnseLoRoBeARpLAXAN | | | ! -
mm 481565 816181041 Mg Whapou bluieof Coiacde 965
Ceremanlal Mate | Miagic Ward: Biack Akt 14+ na-ved) i
Flatfs Standard { Whisgie Heant: St of Comrad, Bsakimg Prdion
: ; mwmmm
: Dread Barmer
MAGE NENIAXAL | | !
INAEE e 43124482318 4 Mg lfam: Magh
i % Pesirny Mg Serol 190
mmm g g e At of Ko
<.} : :
| Hezo B 4:5 432634 4+ Nagkliem Backbem
| Spear, sddtrional bind weapon, ,.Mmm 5 : L Bhat; Qe of o
SHEK RIDER QLEE REREEE S 1?4 1'T"a' A N st iveih ool R
Spear, shorthonr fpeiatied) 5 L0 ! | !
TRRADH iz i3 4‘4.1.2.;1 ali
o 6 |4'|5 a8 lsiolsiala Mag Wrager: Gk Mg
Upear, adulfnal hand weapan i & ket 0 iwﬁ{-ieLni Wisspon: ¢ of Duath
RIPER EXX Bi2isigig ,rﬁ 1] g e Itaghn T Heart of Wae 173
TERRADON 23004412 13-
TiRMED 6|23 { !
ol tpoisoned) § shisld | 3[3 iU AL 85 CE
T SRS 67 5:3 3 _ f
el (iscned) 6 chieid Ll Gl Bat L @ |
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Nl fpsonedi 6 i | i ol il a2 |
ALBASIOHT | .
Tervadon Riders 6 2 |3i3,7 (1 i1 g
it O Gk o 416 4+ P
RAPON 373'11'4:_44 1ls!-
ETAFLIBHT
 SKink Tarradon Ridere a'Lz.s.s.z. ;
Spear, dhortbows [polioned} : Sl . L ;
TERRAROH 304412 1ls- i
SR 1210:7(6(0(25|86 4+
10 Skink Cron 219 718812 510 o b e s 286 !
Spears, shields, faven dl .
BATERRER i
STERADON 210716625 6|4 ;
dpears, shickis, fovalin 5 2 e s _
RCAN _ :
10 Skink Crew _z_g_u,_lz!i sl1i6|5 agi: Banner: Bamer of Sarvery 88
Spears, shibids, javelin 6 sher @Tq . | | i
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Games Workshop HG, Wilow Raad, Lanten, Maoltinghzm., : B ! e :.'_'___

- - =

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

MWarhammer World s a brilliant huhhy centre, which
includes ‘an exciting museum, a purpose-buife ﬂlribh‘iun
heall and a unigue store. | ;

WARHAMMER WORLD
MUSEUM ADMISSION £1

Guided tours of the Museum are conducted most
days. Adults accompanted by gamers under the age of
16 may enter free.,

Before you set off to visit us, pleas.e telephane to
ensure that the Museum is open and that guided |
tours are available.

Tel: 0115 916 8410

Warhqmmer__Wﬁrld is easy to reach .fru‘n:l the MI by car. It is
also only a-short taxi ride from Nottingham railway station.

CIT

OI’EN

Sunday 12th March 2000 '

ﬂnct more the doors of Warhammer World are thrown wide ﬁp&n
for the Citadel Open Day. Come and see the wonders of Games |
Workshop as we let you peek behind the scenes. Heﬁl at i:mr _| :
custom-built exhibition hall, we aim to bring you the ummrtamty to
see all of our latest projects, meet members of the ﬁuﬂ:n@gsign
team, join in on a host of participation games, poke your l‘n.'.ad into
the Warhammer World Museum and get your hands: ——————————
on a host of bargains!
?E"r{;kﬁ.l'ﬁ are p:rité'{:{: £6 an'r:_i'are an sale from our-Mail OQrder hoetiine DI'rfrﬁWi; _\,-'él.ii‘-- focal
‘store. Tickets are available now: This is a ticket only event and no tickets will be
available on the day In the past. the event has been highly popular and is likely (o

sell our very quickly. Get your ticket now to avoid disappointmerit! .
Mail Order Hotline 0115 91 40000. Lines open at 7am. i
-

e
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CAMPAIGN wmmo

Saturday 8th & Sunday 9th Aprll 2000

ollowing the success of

the Taneloth Crusade,

we've decided to do it
all  azain, in the second
Warhammer 10,000 campaign
weelend. So spruce up those
armies and dust of those
tactics tomes and get ready to
play in one of the biggest
games: of Warhammer 40,000
you're ever likely to take
part in.
The Warhammer World exhibition
hall will be laid out with-loads of
saming tables, arranged so vou
can take part in an epic conflict in
the 41st millennium. Armies will
be able to move fram table to
table: and  fisht battles, launch
assualts, make planetary landings
and all kinds of other esciting
stuff. Pausing only for food, the
occasional drink and snatching a
few hours '_slz:jep. this titanic clash
will last the whole weekend. If
the thousht of conguering an
entire world sounds  like your

idea of fun and you have a

painted | 500 point Warhammer
40.000 army then call Mail
Order now!

Tickets are  priced £30,
including lunch on each day.
Tickets are available from
Mail Order, or through the In-
store Mail Order service at
your local Games Workshop,
from 19th February 2009.

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

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




SLAVE RAID
AT MELFA RIVER

mmwen CANADIAN GAMES DAY DISPLAY ==

This year’s Games Day was our biggest so far. Held at the NIA in Birmingham, we even
exhibited a couple of displays from our overseas Games Days! One look at the Canadian

JB: It all began in January 99 when the
head man in GW Canada, Ed Spettigue,
decided to heold our own, inaugural
| Canadian Games Day. Personally I'd
always wanted to put together a really
BIG display table and to my surprise, Ed
really liked the idea. Asking Ed just how
big we should make it, he said, with an
absolutely. straight face, 8' by 16" Hmm,
this wiould bie a beast of a praject...

Taken aback by the size of the project and knowing there was
no way | was going to be able to build this anywhere else, | had
to go an bended knee to our warshouse manager, Aaron Zulak,
begging to take over a corner of his warehouse. Thankfully my
wife Tracey had joined the company by this time, because | was
going to nead all the help | eould getl | already had a mental
imags of how [wanted the landscaping to look. | knew | wanted
a river and beachhead and so Tracey got the task of doing the
water after she bravely said she knew how to recreate waves
using ‘a special resin. After ordering the buiiding supplies we
then took ourselves off to our iccal cinema to watch ‘Saving
Frivate Ryan’ again for inspiration,

When the supplies came in, | spent the avening cutting out the
styrofoam contours for the first four panels. The following night
was spent fracing arcund Ordnance and Blast templatas for the
shell craters. Whilst | was slaving away, Tracey was madly
painting her Dark Eldar army for the Canadian staff tournament
{this army would |ater prove invaluablel),

The project had been under way for over two months when the
miniatures were sent to the stores for painting, and
everything was running to schedule. Then the
bombshell — Ed told us we wouldn't be
running ‘& Canadian Games Day
this year BUT he had made

arrgngements  for 3
our table to be

96

display was all we needed to decide to show it to you!

displayed at the US Games Day, meaning the table had to be
finished a month earlier than planned!

At this point the US Studio chaps started asking guestions about
aur ‘mystery table', "What was it called?” Well, | hadn’t given it
the slightest thought! So after a brief discussion, Tracey and |
decided to name it after a battle honour acerued by the regiment
we were both members of during cur stint in the Canadian army,
The action was called the ‘Meifa River Crossing' which wa now
renamed as the 'Sfave Raid al Melfa River'. They also wanted
to know how big it was. Knowing we were almast out of time,
wa, shartened the board and instead of heing 8% 16" we stopped
at @'x12',

The retail storas started to return the miniatures we sent them
and they looked fantastic! Unfortunately with only nine stores
and a small number of warshouse staff o help with painting we
didn't have enough minlatures and no time left to paint any
more. |t came apparent that we would have to use our own
armies. Thankfully Tracey had har Dark Eldar army from the
staff teurnament and | had my Impenal Guard. After a night of
frantic re-basing, everything was ready to go and the display
{along with us) were transported to Amaerica.

All the hard work was warth it as the doors opened and pecple
crowded around the display, taking photos and commeenting on
the details that caught their eye. All | can say is a big thank you
to everybody who helped out on the project. Watch out next
year, we are planning an Warhammer 40,000 scale Battlefleat
Gothic boarding action...

ir's hard fo gel acress the
sheer size af fhis display in the

pages of this magazing — you realfy
have fa sea it ive. But don't wory as we
liwgd Jf 50 much we'ne had i senf fa is fnal
rosting place - the Warkammer Ward museum!




SECTION 1: THE BEACH HEAD

The first Imperial defences are overrun and the Dark Eldar head Inland.

o
[ Above: Dam Angels
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SECTION 2: THE TRENCHES
The Dark Eldar attack foses its momentum as they hit the Imperial Guard's second line of defence. Below: The face

Abowva: Grotesques break the fmperial ine.




Above: A Commissar




SECTION 3: DARK ANGELS ATTACK

The Dark Angels arrive in force fo the refief of the Imperial Guard garrison, but are they here to drive back the alien
invaders or for a more sinister purpose?

Lefi: Space
Marines in dark

B Above & Below:
Futrgiig wilf
heavy balter firs!
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WARHAMMER MONTHLY 28 -
Tha 'ali-antinn comic

INFERNO! 17 — _
Short stories, illustrated features, comics...

Getall me Iai&st rrem ahuut the ﬁlank L‘Enraw at our w’ehsife rm‘p ..‘?H"H"H-’ m;ﬂ:lmbrarr ook

- -{;" i ‘-.-.I



KAL JERIGO - The Graphic Novel

.Jen Gostaries m Bhg
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Warhammer
Chronicles takes a
look at the
Warhammer game,
its rules,
background and
game mechanics,
frequently stolen
from in-progress
'{ict-‘n:]i:pm::'mﬁ

l'u:_l‘l: at the Studio.
It also acts

as a forum

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

a liammcr

chronicles

‘This month w deal with some
optional rulés which you mighe like to
bry out in your Warhammicr games, just
for fun, The idea behind these rules is
o represent some of the problems of
commanding a real army which ace not
usially taken into account in a

wargame, Obviously it hardly needs 1o
b saied that you and your opponentin
the gamie shiould agree whether or oot
tn use these rules and if vou do; be
prepated W use your imaginadon in
applving them.

The Night Before The Battle

By Nigel Stillman

How much control doés the General
have over the course of events once
the batrle has begun? Not mach, When
the regiments start o move, the dust
rises, the smoke of the guns obseures
the view, confusing and contradiclory
ceports come rushing in and couriers
fail to deliver thelr vical messages.
Orders are misunderstond or ignored,
the most reliable subordinates have
alreddy fallen, the feast refiable don’
do what is expected of them, the plan
goes astray, the encmy do the
unexpected and so it goes on. What is
the Gencral to do except pat himself
at the head of his reserves and charge
in at the decisive moment to swing the
balunce, showing his banner surging
furiard, inspiring his Sagging troops
by hervic example, burling back the
enemy brealkthrough? He might send
out couriers o change orders or
prompi his subordinates into dotion,
bt the results are uncertain and there
will be incvitable, fateful delays,

The truth is thiat when the cannons
begin 1o raar, the gréater part of the
General's work is already done and
the ouleome is down o fute and
fortune. This being so, the plans and
preparations imade by the General in
the days hefore the batde, his choice
of troops, the route of march, the
choice of ground, the choice ol
subnidinates, inspiving the troops and
many other lactors, influence the
cutcorme of the battle greatly, Mergin
lies the greaier parl of the General's
work and where his talenis, or lack of

them, will seal the fare of his army. 1—]_1.»,
decisions and judgemients on the eve of
hattle will often be as decisive as
anything he does on the day - mayhbe
more s0: A General who is fortunge 1o
be-able o dircet the caurse af b.m]:-
cather than merely react to evenis, is
most likely o be one who has made bis
plitres well and taken everything into. -
avcount before swords are even drawn,

This aspect of genceralship i of course
thie Tast thing to be considered in the
average wargame, Campaigns and -
scenarios (v to deal with these things
and confront the plaver with some of |
the real challenges of command, The
wargame, however, places the player m
a fortunate position of control which a

real General could not hope o enjoy,
The wargame is not wrong to do this,
because a game which makes
everything varizble and out of the
players” conirol is no mone réalistic and
mch less ineresting, What is needed
are mechanisms for representing the
aspects of generalship which are not
usually aken ino Account.

The mechanism described here
operates before the baule begins, T
represents the General's judgements
on the days leading up o the Battle
and on the cve of battle itself: The
th.’_'rlLLS miade l]} the pla}rer as Greneral
vrl'ur.h can give his -arm]r arhantages i
the bagtle. Of course, the opposing
General will be doing the same, but his
judgements will be different. ..

i




Dhualces .1[lfl Ba.l:D.tlS who had

L Th; heralds browght 2 list of the

greatly diminished following, having
recendly retarned from 2o arduous
quest. Bamn de Foppe was demanding
the place of honour on the right of
the Battle line The expression op the
face of Baron fe Bon said ot all.

The King spoke: “Baron de Foppe, it
i my wish that you command on the
left of the kine. For although yaus
rank 1pd uu:rhﬂﬁv cotitles you to
Comnmant on: the nght the dInEl;[' 1o
the. lelt of the army is s great, I‘H‘.mg
cxposed 25 it i5 to attack from the

{lank, rhat this ]:llal:.: must -be taken
by the grestest contingent.” Delighted

with this flattery, Baron de Foppe JI

concurred. Then tuening to Baron: [
Bon, the Kang sad “Baron e Hon,
my- oldest and most trusted friend,
since. Baron de 'EHPP-E cannat he spar;d ]I
for the right Elaok, 1 choose '_p'cm: o
command “here, where your eXpericnce
will outweigh vour lack of troops”
Baron le Bon smiled, kuumng full

well the mind and wisdom n{ I

the King.

Before the Battle
J,m'é: the é’ifnin!,' bL&JrL th't h1ttle

he th.ur last mesi There is un]v
fne o do one more thing before
daybreak; when all effons must be

directed at gutmg the army up
-El-lld moving, I.n ﬂ'IH fas r]mf:t

* { :1[1 a fnunuf of war
* Equipment inspection
= Consult the omens.

® Sacrifice wo the gods

* Study the maps -

* The last supper

* lnspired oration

* Survey the battlelield

= Fraternise with the 1roops

Leader’s Personalitics
The et thing you must do is o
estahlish the personalities of yvour
subardinaie commanders. These
include all vour character models
and all the other leaders of undts:
{remember every unit has a leader

even if it doesn't hivve a Champlony,

In the case of units with multiple
characters only roll for the one with
the highest points cost, Do not roll
far your General, Aoy unit led by
the General will not be affected by
their original leader's personality:

‘Ome of the principle tasks of high
command is o know the abilitics of
vour subordinetes and, if possible,
ty gppuint the right men as leaders
of units: Even though the Genernd
will usznally not be able to change
urtit leaders (because they are

tribval chiets or feudal barons for
example, who can't be easily
rednroeed andd repliced), he can take
intey account their personalities
when making his plans, So, for
cxample, it would be best 1o th'plurr -
awell led unit in an imporiant
position in the line of banle:

All acries must toll to determine
cach leader’s personality an the
chart below. However if vou call 2
council of war this will effect

the resuls (secoover the page).

2 Resh gred fripetnons
Aanit 1&-:1 b"r th.u_-. Il_.ad;_r will

fﬁlmnsf' BEAINST GOy c'hmgjng
- from the fiani {111t unit ‘moves 47

Inlu.mv:, nn:lar} TESLdng.I‘jS[
Eeudership when enemies come
within 8" of the unit. A failed tesst
mf:m:- the unit charges them.

34 Treacherous.

‘This leader secrethy harbours
some kind of gmdg{ oris jealous:
uf}'nur pﬂsiuun As L.Lnlu'nl He

j unrd'jrrmrn ‘tuleﬁd ]:r}r this
: Tf:*.'idl;,lr il n'nt irhalge the LnL'm}r

Leader’s Personality Table (2D6)

5 Catitiones

A unit led by this leader will nor
charge enemies more than 127
aveay from it W occupying cover,
the unit Must test ygainst
Leadership to move out,

OG-8 Decisive, fntelfivent and wses
inilialive

Acumit led by this leader operites
exactly as vou, the General, would
wigh. The leader has understood
wehat s in your mind and knows
what to do,

89 Unreliabfe

A& undt led by ihis leader will not
rally when fleeing, he will just
assume the battle is fost and head
fior home, When pursuing, the unit
will rush off in search of plunder
far hehind the cnemy battle ling,
sovrollan cxrra D6 for puesail,

Y fmcomiperent

& unit led by this leader is poocly
rrgined and its cquipment s
neglecred, Discipline is lax and:
morale i low, The leader doesn’t
bother to inspect the troops.or.
crill thean regularly. Their pay is.
owing and their rations are
meapgre because he keeps most
nf'thf'- 1"mr.~'ni:'-1r I‘rrr'him':.a;ll‘ The
TS

and -1 BS.

FI-12 Bxport vetera -

This renowned leader has the.
devotion of his men, A unit led by
hirm-operites exactly as you woukd
wish, Fven better than this. the
it imay re-roll any failed Break
test o Rally test, The unit is $0
well trained thai they count as
bhaving +1WS.

: ...d-_--_ _;: &

,H,L 1t ,=+ "-ri-“




Call a2 Council of War

You suimnmon all the regimental
comumanders te your tent for a
coungil of war. You tell them the
hatile plan and ask their
opinions. Each one has bis say
while you sit quiethy watching. Tt
iz possible that someconc will
have a good idea to improve the
Plan or notices a fault, Who
koows what clse might be
revealed at the council? Take
note of who is confident, who
oy prove unreliable and who
was oo deunk o atiend.

Advansage: If you call a courncil of
Lo, vou fived out the strenpths gl
tweaknesses of your reghnental
leaders and their ability to act
dceording to Dldn. You can depioy
therm where you think they will be
‘wrast wseful for da least mischicl)
i the corging batfle, When von rofl
Jfor each leader to-deteraine fis
permzm’;zy Bofore the battle bogins,
yon e ve-rolf gny nndesirable
resulis once per leader, to represent
Promoting o replacenent for an
incometent orel You mgy then
sredaf around the resulis you have
volled to apply to the feaders of
FOUT ﬂwim_. fo rc-'préa'{m.f e
afhofitting your miost fristed
fieietenants to fead the most
fmmprortanl repdmenls (ive gave
levnrs you only stoap Personalities
Hor frodels),

If yoru do wol call o corncil of wedr,
ner reptments witl deplay for
Battle with whoever Bappens fo be
Hhelr feaders. Roll to establish
Jpersonalities exactly as descrthed
an e previous page,

Equipment Inspection
You devide to check over the
bageage and inspect the
equipment, especially
war machines, artillery,
sunpowder or sicge devices.
If soamething is amiss, you
instantly order men o pat it
righi. If anything has been
neglected, you will discaver it
before battle.

Advantage: Une missile unil or
betlery gains +1 BY or may reroll
ity msfire vesull in the coming
battfe becasuse you ordered thewm lo
sprerzed Moo il Tooking after their
EIiLEnE.

Disadvantage: One ramdom
character st be made an
exampie of arnd demoted o the
reirfes for neelecting iy ducios and
s will not take part e the baille,
He romeins under guard in the
Bagpane carmp,

Consult the Omens
Everything that is within your
power has been done, but there is
much that is beyond your
control. Maybe you shoauld
consult the gods for guidance. As
the sun seis, vou summon the
priests o scratinise the omens,

Whior cen prodict the will of the
gods; voll & 16 on the chart below.

G Keswlt

1-2: The omens are disroal:
FOuROFrOLL 15 ROL a9 auspiclowus day
to fight a battle and the portents
Incdicate defeai. Tnforiunalely, you
Bave o chofce when to fight,
beceuse the enemy ore glrecdy at
Frand. Thouph you ey be scetiice!
af stperstition, your miaps £Ire Hal
As e rinmroner sprecds, ey are
SHfed with a sense of dread, In the
coming battle, all troops will roll
three dice to rally and choose the
LECFSE P SOOES.

F-G: 1he mnens are favourabie;
tomorrons 15 g auspcions dey o
Sight and there gre porlenis of
victory! The news spreads through
the army filling the troops with
confidence and banishing their
fears. In the coming batile you may
re-rofl any failed Pawfc tests and
Fear tests.

Sacrifice to the Gods
It is wise to placate the gods
belore going into battle: Thivis
both prudent and respectiul. Tt is
best to ger the gods on your side
and L is certainly tempting fate
to ig:inm them. 'Therefni'e{jm"u
a %ncriﬂce Yﬂu call wpon the
gods for divine intervention amd
vow to offer up to themn the
captives and the lion's share of
the boody il they grant vou the
victory.

The gods are fickle: Roll a DG

D6 Result

1: The sacrifice was not acceptable,
The gods are offended! Vot only do
they igrore Your pleas for Belp, Bud
seek vour doonn, Whesterer the
Greneral suffers a wouwnd v the
cominy Bartle, roll g I On a roll
of a 1, this is e mortal wound cnd
the General is slatn, repardless of
Y TR WoEnds.

2-0: The gods are fmpressed. In the
corning bartle you may re-roll one
Sailed fes! apainse the General’s
Legdership during the batile,

Stud}r the l'\r'hps

You spread out all the maps in
vour tent and discuss the routes

of approach to the battleficld,
trying 1o guess where the armics |
will meet. You ask the opinioa of
your scouts and interrogate some
Iocals which they have rounded
up. This diligent scrutiny reveals
possibilities for you to exploit
with your anny.

Adverntage: You discover g way o
outflank the enemy position and
order one wunit of troops to
apgroach the battlefield by this
roete. Onte wnil of vour choice ey
arrive anyibere on elther side edge
of the table at the start of any of
your fws, then moves normally.

Disadvaniage: The maps miay
bare been inaccirate and the locals
miay beve glven misledding
fraforanation. The troafs you :
desprich by the roundabout route
weay Inse thedr way, Roll o diceon
the turn yote want thewt to arrive. ]
O a score of 1 or 2 they do not

arvive. You may dice dgein in

stibseguent tuvns If they fail to

arrive for three turns, they don’t - 4
frerit tafy ek il i




.Ti'ﬂ:: Lasr Suppr:r

Many of your men will not.
olitlive ihe next day. Why not
cheer them up by issuing double
m'hun.', S0 l‘hL r Ca have a least.

tj:q-m all the more lu}ral and
nfident. If any of

il asa}} count —H te bit in
&cmd‘ iﬂ-fﬁmd cum&ar ‘

! atl:hrayb made a hemi;: zmd
*in,.l;i}irmg spm:r.h to the tmnps

: mi Yuru SO a :lmp]ﬂy of
i:;uiﬂe-s and'p-mhmmt, "ﬂii\’ up:

! Aﬁimmmge The General mabes the

Speech al the start of the baitle
bij'me E!i:: as-:em.b‘,{&d troops, The

Survey the Battlefield
You decide to use the ]'a:.t
remaining rayvs of the selting sun
to leck over the sround between
yuur arm}r :md ﬂl'e EIEIY, S0 4%

deplos fﬂr l:atlll: Thc lung
shaidows reveal the lie of the land
angd eiug;.:tat puamhi]iﬁe&

Advantage: You nolice &
sl am_;'fmﬂjv w;:wmm ferrenin

b{* o p.!'rfce u'bm the beailfe &ﬁg:m
!n, !ﬁi? O bamfr: you ﬂiﬁ_}.‘

ﬂiep!r;g}'n.;em

Prisadvantage: Enenty sconils spol
Jew ﬁﬂd mkc*'sbbrs i rbf ool A

I e.ruiwsbip MCGHJPHH!H }uu o s
rask as your bwi}wmrd fs_,i"mm‘e

and wzH Rt be mirtr:gpﬂrf i the

Battle. Roll als ot 1@5«?‘5&#&?’1& o

e seore of 1, vou bepin the batile
Baring already suffered one twond.

Fraternise with the Troops

Yoo wander roued the camp
disguised as a common soldice,
laughing, joking and playing dice
with your troops. Evervbody
knows: who you are but preeend
fiot to récognise you; flattered as
they are to be able to talk openiy

wiﬂi the {ienernl himselil. You say .

the young recriis, hsth to mnr:h
grumbling about rations, pay and
tong marches and maybe rear
words of wisdom from yveterans.

st o =
T Rt

mmp Tr}ur rmm naoe -Emuu .!.Eml!
you care ahﬂmt a.‘%:em and share

Lt dmwr:rﬁfm.t dnd s iﬂﬁgﬁ:f with

.ric*tamzfrmﬁan i f:iie conig 'rﬁ.cz,rffe .

to rally.
isadvantage: You lose a pame of

dfce i r'f.-"? 'a‘ﬁw br;eg{'fsl atnel Best ri:f the

-ﬁﬂmow and lose an fteni of your
LT RO,

L6 Result
1-2: You meist part with your:
c&:enppcr rregie e,

Fedr Yo lose an exoric piece of
armoger (-1 armonr sove for the
Eftire game).

F-G: You lose your wearborse,
chariod or other mount i POTE e
or foor, rolf ageing.

Tha flem is fmmcds’me.l}’ mcbﬂriged.
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he Cr.»i-:-n:’ step retd uf dn trnope
MJTEIEL: Micha's cyes: w:r-: cmpn Agiins

like f]'ltl.- u]vm-.s WETLE 'D‘lu,.n |'||. WA T
stalking f]qopgl:._ﬂ;.:_ tangle or carwing fos

: I:..IJ:I'I.: g1 ana_ c|1...|1|:,-'~s i,'nt,Lr_n:.! OTEInE,
Inwardly the Lofla'td _-uai'u_d thers wa
s-:mwth::ls hr{mhn with thiz itlii'n I:I]awad- a:nd

- death had warped him to the g gaml where-
fie "U’ﬂld uu]}- b parmal: wﬂ's hlzd: in hJS'.
hand;
Onee again thi Colonel p;'nnauu.l::d this
wellrebearsed words, “For valour o hattle:-
and seevice 1o the Emperor of wnbouaded
vourage you cre herchy awarded dhe Staraf
Terzz bear n wn1h P’Fl{i‘l’ . miy yol msp.nr:
nthers: to ‘G'J‘Jr[hl.- l.ll.l.'f-\.l'\'ﬂll.r i the strvice QF
Man” The Codnoel complered: the dedication
in 2 single Breath Befage ginning thi ribbon
el T\ia'hux Llwﬁ
This one was_fur- wAE wal 3 whie sgear:
af “alicps, Killing their camemander and ;
E.JFI:I'I.!'HBE [t'l.l'.:ll' Fufnunan:d'pi:s.[ 'ut‘ni_-\];'_—ll.anc.k{i_ ._ 3
He [raned closecto Macho andacked "You— .
Want e to Tuok: aFide it Eor vaul son? Like
the reet? - i
.‘ﬂaﬂ_::n 'um_dd_n;;é }ﬁi'l_!r_l_jl_pi}' :
-.Jl.lriHhT Sad, YU g":-- Tz u'r:r\.d\: had=
barciy dcithe Calonels lips before Sl
J"-_‘Ia:l:i-:- ]'w:l.__ pl_I_J.uzc__d__ l‘gtl:_l::'i.!:ll!_:- _I!]!'nz ;l_l.rl.g|_u_: a5
soisien by as-a fish slippug Dnfoca steeam

Sly Tlarho ijnbuwl]:k 3 s{{pad af F]rlu _]Lnsn:ﬁ,
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A Warmaster battle report by
Dylan Owen, Alessio Cavatore -
& Rick Priestley e, A

—__-\_-..ﬁh ; i g z
g:;; The inaugural Warmaster battle report is a bit special. You see we've

managed to coax/threaten/beg the creator of Warmaster, Rick Priestley,
into taking part! So, sit back and read how Rick’s valiant High Elves get
on against the foul Undead commanded by Alessio.

set sall speriiss ihe ocean o Kbewmri. Some sy that be

sought the ancient wealikh buried amongst the fombs
i ofthat land, others that be merely souphi o escape frow: the
L dull routine of cowrtly Hife. Upon landing, be marched
[ acruss the wasteland 1o a long abandoned city on the edgpe
L af the deseri. His guides bad warned bim before they
- deserted that nio tete o daved trespass the ruing since -
e their fall a thousand years ago. The Flven Lovd sneered at
¢ ek supersiition. He was eqper to recover the Erivd treasure

q{ bundred years ago the High Fif bast of Lord Yisloriel

L tpbich be believed the ruins beld. Bu be wonld not Ay
( claim to his prize unchallenged. The old king of the oty was
 lung dead but be still ruled this land, destined to an elernal -
[ Ziving death by the curse of Nagash, He bad but one destre
[ deep dn fis skriveled beari, to defend the resting pleace of
¢ bis gricestors, From their graves, bis warriors stivred
b Hundreds of Skelotons rose to face the might of the High
| Elves willed info action by the fower of the Tomb King and

V. Bis serpants. The battle would be bitter aned Bloody...
| When Lovd Valoricl, the Tigh EIf commander, scanned the
Aous bills beyond the ridns e sucked b bis breath, He bead
bomt expested to Be miel By so mait) enemics. On the DUndend
L eirmys feft fland qwere positiimed o Brigade of Skeleton
o HeaFErors, Hoo massive pnily of spearmen shelftering bebind
- ranks of drchers. Bebind ihem were catcpulis, constructed
dromt the bunes of some Jong-cxtinct bebemoth, skulls piled
| beside them. Towering over the troops was a fleshless giont,
Frocking from side to side and bellowing fn o voice Hhe
| thender. Next were a mnass of fast chariots and mownted
| eearriors riding skeletal steeds, Posttioned in the centre was
b senit of deadly Rorvie Throdwers abord eolich clreled giant.
| vuliures, Carvivn, their bones profruding throwgh thelr
| tettered wings. fhey craaked mgrily as they eyed the
L @pprocohing Elves. T the left of these weas a Dragon ridden.
By o bunched, black-cowled figure. Flesh bung from the

| tHonster's conpse, sulpburous fumes streamed o dts

Auother lavge brigade of Skeletons grmed with spears and
bones grarded the Undead vight flank 1o ouglank that -

Bripacde meant entering the precarious rutis of e grcient
town. Their baltle line was well gudrded. The enerty general |
was no fool. Maloriel could seo Bim in Bis chariot of bone, a

mere. busk wrapped in decaving robes, Bs golden eroun
eirtel the glowitng orl wlich be clitched i by withered b
the ondy ddications of bis pathetic majesty: Dotted evenly
along the length of the Undead fines were the Tomb Kings |
Personal servants, e Liche Prigsts, gucrled masters of

the art of necromancy, who would belph comtrol Bis &
shambling arny. . i

Vizloriel seiled contemptuousty. This sorvy gathering of the

grave svas ro match for bis warriors, 1he general stocd fn |
Bix charior at bis army's centre where be bad coscenirated )
the main thrust of bis army. ranks of valiant Elven
shearivien on each. side of im, their fanks provecied by |
antits of archers. Oh Bis left Tank Be bad placed a coliomn
of Reavers, selft al dealing dearh with their bows, avedl |
resplendent Silver. Helms to preotect the repedter Bolr
throwers at the bead of the colimnn, ably commanded by}
Aevedebe the wnage who, as aheays in the calm before
beedtle, was deep in meditation, Beyond the wizard was a |
wnit of Efven archers intent on seclring the woods thats
guarded the entrance to the ruined towm. On bis right flank
were lhe chariols where rade the braves! of bis warriors,
uhnse valonr bad won them the #obt to Bear the magical 3
Battle Bavmer which bed occompanied Valoriel's hin iito
bartle for ceninries, Nearhy was the bevoic Naranniel Lovd
af Castle Starn, Valoriel fooked gy ab the clowds. His beart’
was gladdened by the slight of the giant cagles of Anngdil, |
kings of the sky So fhey bad come as promidsed. Belohing )
Heame towards the fines of Undead was Arrach, the Dragon
ricdden by Prince Falunieras in bix silver grimonr, The great i
serfrend! wied the Blasphemous form of the Undead Zombie
Dragon  with batred. The Flven general turned to b H
messengers. "Go, pey fleet-footed children, inforn onr fords |
thut battle shall commence. He nodded at fymfre, bis 3

second i copmand, whose white borse pranced reroously j

at the stench coming from the ranks of the dead, "Now we
shall win owrselves glor)™ s connl 2L S

; o e
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Battle report thingy...
| “rhe foree artfully arciyed before me was
a 2000 point vabant on my Standacd
1,000 point High I army. This was an
army | had used many dmes before as it
was the first for which models were
sculpted, As Warmudsier armics g0, the
High Elves have a major advantage in
Rick Priestiey that their General has a Commarnd
armies. 1o addition they have gooad magic spells, and a beoad
mix of troop types incduding holi-throwers, chariots and
Diragons, Because they are reliable and lack any obwious
weaknesses, Migh Elves are a relatively easy army to use,
especially compared with their opponents on this occasion —
the Undead,

The compulsory clement to the 2,000 point High EIF army is
four units of Spearmen, two units of Archers and the General
himself In a faicly Large army such as this, T prefer g bie more

missile support and so bave added a2 further two units of

Archers and 2 unit of bolt throwers. Against most Opponents,
it is possible o deploy the Elven missile unils broadly, or o
scarcer them abiout, #s their exirpordinary acooracy enables
them o score sullicient hits 1o drive enemy units back and

wvilue of 10 compared (o % in most other

throwy them indo confusion, However, against Undead this
would be a wasite (Undead are unaffected by the Confusion
rules) soomy plan was (o concentrate fire and destroy units
where possible.

A Wizard and teo Heroes fullil my command needs perfectly.
The Heroes will command the wings of the army whilst the
General beoks after the centre and the Wizard takes care of
thie special effects.

‘Fero units of Silver Helms and a unit of Chariots give the army
plenty of backbone. In Warmaster, the difference betorcen
infantry and cavaloychariots s a stark and obvious one,
Infantry ace good defensive troops and cavalry are good for
attacking, Whilst infantry wre more flexible, being able to
move through dense terrain and take advantage of cover, a
charging cavalry unit will usually beat any target vou send it
deainst, With that in mind, it's imporant to balance vour
army, giving il some fexibility and defensive staving power,
bt adding enough punch to mount anattack,

Tor holsier the agpressive element of the army, 1 added a
Diragon Rider. This §s a troop type unicue 10 the High Tlves
and so one T thought well worth including in the batle. This
absorbs a lot of my poinds, but with 6 attacks and 6 hils as
well as the ability to breath Gre and fiy, the 350 points asking
price doesn't seem unreasonable.

A anit of Giant Eagles gives the army some mobility and will
prove useful for picking off any artillery that the enemy care
to deplay Flying troops dre best thought of as squadrons of
adpcraft in so far as you send them off o perform a mission
after which they ‘home back’ for new orders. Although they
can use their initiative o attack close targets, flvers can't be
given orders by a character once they are aicborne - in the
rules that means more than 20cm awsy

Add & unit of Reavers o give some mobile fire support to the
cavalry, and all I've pot points left for is the odd magic item
and anathér unit of Spearmen. 'monot completcly happy




about the Spearmen as a choice, but there
are just oo few points for anvthing else. At
leasi | can use them w make 4 solid line of |
infantey,

Magic: | decided to use the magic to support
my attacking troops with. the Baitle Banner
for the chariots (50 points), Sword of Might
(L0 pointsy for one of the units  of
Silverhelms, and the Wizard pets lhe Ring of
Magic (30 points). This last dtem gives one
awtomatic spell cast. With just the one
Wizared, T decided to emphasise attack over
defence in the knowledge that IMigh Eif
Wizards can be very dangerous indsed. Mot
only do they have some very effective spells,
but - they automatically re-eoll a falled cast and
are therefore more prLdm:ahle than ordinary
Wizards. In reiraspect, this was to prove less.
than ideal and some defensive magic would
have been far more useful, bat it seemed a
gamble worth lakmg at the time and one
which had }?If'ldt"d ur,tur}' in the past,

S0, all ready o go with a total of 16 woop.
units csmb]hhmg my hreak point at a
comfortable 8 {in mast Warmaster games the
battle stops once one side has lost half of its|
units},
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We live again!
T was really
pleased when
Fat Bloke told
g thar [ wwas
poing to ply
in ‘the firse
Warmaster
battle report,
agdinst none
other than
Rick Priestley,
the author of
the game. Mot only that, T oalso got
to use the Undead, my favouarite
Warmaster army, Splendid!

I imiiediarely started tindoering. Firse |
had to buy the mandatory troops,
which for 2,000} peints are four units
of Skeletons and four of Skeleton
Bowmen  (remember  that thie
minimums - and maximums on the
army  sclectors  always work  per
thousand points?). T didn’t buy any
maore of these because there were
many other things which were more
appealing o me on the list

You must always have a General and 1
gave to my Tomb King a precious Orb
af Megjesty. On mare occasinns than [
can remember, this magic item hes
allowed me o ignore a filed order at
a critical moment in the game, bringing in the vital charge 1
needed o win. At 30 points, | think it's a very good buy for
ANy ArOTY

The next thing | considered vital for an Undead army were
the Liche Pricsts. Timmediately hought the maximum I oouald
afford in the game Jour), Having lots of characters is more
useful for the Unidead than it is for the other armies. Undead
cannot rely on Tnitdative o move when the cnemy is close, so
vl need o dssue more orders than any other army
Furthermore, your average troops are almost the poorest
close combal units in the gamie, bor they can be deadly when
used in combination with magic. Like in Wachammer, Undead
have probably the best magic in the game and the Liche
Priests are vour Wizards, In partioular, [ like the Raised Dead
spell, which allows you to create pew unit of Skeletons in
combal with the enemy. This allows the Undead to use one
particularly devastating tactic; charge the enemy in the front
with decent close combart troops and create some Skeletons
behind the encriy ranks. If successful, this has a devastating
elfect, reducing the number attacks the enemy have (because
they will be surrounded) and, more importantly, cutting the
enemy's line of retreat. In this way, it forced o give ground,
the enemy will be completely wiped out? To oy to use this
tacric at its best L bought four Liche Priests and gave to one of
them . the cxpensive but powerful Zombic Doagon (termor-

causing creaturcs are extremely effective in Warmaster,

considerably reducing the cnemy's actacks). 1 gave the flying
Liche Priest a Dispel Scroff for protoction against cocmy
g,

The best troops in the Undead list are, in my opinion, the
Chariots but unfortunately they are also gquite expensive, so
could only afford two units of them. However | gave one the
mighty Herrer of Shiclding, making that unit the céntre of
my amy: | imagined it as my Tomb King's bodyguard and
consequently (and to follow the spicit of Nigel Stillman’s
Khemri Warhammer lis() 1 put my Tomb King in a Charior,

AL this point T have (o explain what T call the ‘Rule of Four'.
Sinwe you can issue arders to brigades of up 1o four units,
minimise the number of orders you will need o issue in the
game, you showuld buaild vour army based on the brigades vou
will form o the battlefield.

The first two brigades in my army were already made by the
cight units of infantiy and to respect the rule of four, 1 hought
two units of Cavaley to fight at the side of my Chariots,
Brigades don't have o be made of units of the same typie, but
they perform berter if they are, so that their movement is not
limited by slower wroops. The next bripade is the Acellery,
made up of all the available war machines (two Skull Chukkas
and rero batteries of Bone Throwers). Long range shooting is
very important to disrupt the enemy battde line and the Skull
Chukkas are amongst the best war machines in the game!

Finally, I bought the maximum allowance of Carrion unils,
becanse fyving troops have an unbelicvably long reach,
allowing you to strike almost anywhere on the battlefield. A
very versatile and powerful troop type, especially oo kill
annoying artilery picces, The ability of war machines 1o stand
and shoot will often mean that vour itvers get anmihilated, but
nol belure maiming or destroving the vulnerable artillery
umits, & worthwhile exchange in my opinion.




The points I had left ai this point were quickly spent on a
couple of large monsters: g Sphinx and 2 Boae Giant, 1 dan't
expect them to achieve much, but being big and scary, they
normally distrace the enemy from the really dangerous units
like the. Chariots and can lake quite a lot of punishment
hecause of their high Armour value, The Sphinx is quite good
at this and, if vou pot it at the front of your army; the enemy

ml_l have 1o shoot ata model which should discard two-thirds

| TOMB KING CAVETTA'S UNDEAD HORDE

of the hits sulfered - it is much more eesilient than the other
Undead. Tapefully the encmy will spend some of: his
resources. Lo kill these relatively uni.mpnrmnr. models while.
the rest of my anmy advances,

My dark and tavered legions are now ready to meet the
gix,.umng Elven warhost.

+1

Wizard
I'nil.:-tus[r-uus ’-[uunt, +3 -

Ldche Pricst Aferti
I! Hemerebie Dreggon

Meedetins (3 wnils) Infantcy

iR (2 yndls)

Monster

+ l'I'N'.'.lI

TLFTAL 2005




Ha

the -s:mplr_-ﬂ: .md qul:_kut method of s
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The armies would et up 80em away from cach other in a line

and they would wse screens o hide their deplovment from
sich other, They also agreed o keep the victory condition
i i well The winoner would be the ficst one to kill the

 General or to reduce the enemy's army to half seeength.
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With the scenery set up, the victory conditd ser and the
armies deploved, it was time to remove the deploviment
screens and let battle commence. .
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HIGH ELVES: Turn 1

Aerefidhe the Mage was the first 10 react. e muncered an
incantaticn and 4 minbow of lights danced above him. The
archers far 1o his left acknowledged this signal and hurried
to the dense woodland that lay between them and the ruins,
Well-drilled, they soon reached the wees, and ook position
to fire at any Undead who dared upprc_?.u_'h.’

Next, Aerciidbe bade the Reavers and bolt throwers forward
into a battle line and motioned 40 the Silver Helms o join
thern. e flew ahead of thém on 2 magical coud, his stern
gaxe locked on the unending line of Skeletons.2

Valoriel's standard bearcr motioned at the brigade on his leit
o march forward. The archers moved o the front of the
formation and the brigade manocuvred into two lines. Next,
the chariots were ordered forward. They rumbled towards
the enemy. manoeavering into attack formation, their right
flank protected by a copse of oak trees. The General looked
towards the Eagles but they were but distant specks in the
sky, Fle wrged his chariol forward, maintaining proxind
with his foroes?

Meanwhile, Iymfré rode ahead of the other brigade with
shouts of encouragement, Alas, the High EIF infantry failed to
share his enthusiasm and advanced only warily, failing wo
match the speed and efficiency of their kindred on the cight

Naranniel urged the Silver Helms on the right flank forward.
They galloped alongside the chariots, the High EIf Hero
mirning awdy 10 be closer to the Eag]e.s The Dragon Armrach
hissed at the lines of Undead but its rider Falunieras had
been ordered to hold his ground unel the dight moment,

The ranks of the Undead were still too far away for any of the
Elven archers to shoot. They tensed their bow strings in
readiness,

UNDEAD: Tum 1

I Valoriel's surprise, the Undead army stood rooted to the
spot, A chill crept up his spine as a Iow mucmur rose from
the Undead lines: the foul lianies of the Liche Priests
anempring to bind the Skeleton warriors to theirwill, On the
[ndead Teft flank, a single brigade of Skeletons shambled
forward towards the wood near their lines but had not yet
reached iis leafy coverd Suddenly, there was a terrifying roar
and the ground shook as the skeletal lon statue sprang 6o
life. Valoriel grew pale. This was a Sphinx. Me had heard wles
of such creatures, guardians of the Tomb Kings' pyramids
who were brought 1o life in times of crisis. Now one was
trampling towards his line of chariots. It reached the edpe of
the woods and raised sell on its hind legs, roaring and
clawing towards the horrified Flves,

I The Arclers e Biven fw orders © ot wmoe forwand and one in eider

the wacds, A characier can continee givieg orders wetil be fails Bix

Coramermand wrlt

2 b Wizard s amiazingly miccessfel @ ordring s froops - seven
stecodsies oml o .

F i brdors cemicit be gt 16 G Ot AF RTREE 0 G Charener s commoit reivg
¥ Aot wee increclitly sl with bis Commdare rolis, Sesilivg alf but fwo, As

ol st Bnlf etrvy Mol o0 remand edrtulf modtonois fur bk catine [ e
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HIGHELF: Turn 2 Liche Priest Aletr ind

) TEr his Eombie 1 |
Unperturbed, [ymifré  shouted at the truupa he ol
: clash with the High

J.' Frragog: roder,

close the gap on l'hL Il._i't ﬁ:r&.h'ﬂ'u: ‘-1‘.-1‘:‘[ forvards
towards the ruins, followed by the units of Rea and
Sifver Helms hoping to outflank the listless Tndead.
MNarraniel reached the Eagles, waving his swored in the
direction of the ¢nemy in the bhope that they would
understand his order, the proud Ezgles just soared
ds. Why should they move in o

Their respect for rh-.

< hi

mationed r.i.[llT‘Iit"!".IS 7] urbe his ]"H".lgull

support the chariots. The Dragon soared el
theough the alr, hovering in front of the odkwoods.
Bolstered by the presence of this grear creature, the
chariots readied themselves for the charge. Valoriel bade
the Silver Helms position themselves just behind the
chariots, His attack plan was ready, poiscd to bear down
upon the rapidly approaching Sphinx, Valosi :
trundled towards the creature, leading his woops from
the front,

Because the Undead had remained in place, the archers
were still frustrated at being unable 10 shoot at
anything.

3 IIH Eif Hero rolled a Slander fo




UNDEAD: Turn 2

The Liche Priests’ riteal maotions became more frenzied, vet
the two bugd brigades of walking déud still did not respond,
a thouwsand empry sockets staring vacantly at the steady
approach of the High Fhesd Towever, on the lefi, the
catapults positioned themselves on the crest of the hill, in
range of the massed charviows and cavaloy of the Eives. The
Bone Giant pounded his fists on the ground but did nothing
more than jssue hullmmq thieats: The Sphinx continued
sogirling at the chariots and cavaley massing against it. The
Tomb King scemed to have trouble controlling it. He raised a
withered hand clutching the orb which now pulsated with a
faint glow. The Sphinx shook its skull and leaped formard,
though not far enough to rcach the mass of mounted High
Elves.

Slowly Happing its ragged wings, the Zombie Dragon
launched itsell into the air Its rider pmnterl muri:ndl}-' at the
charios :md with blood- r.urd.hng, SCreams. LIH;' C.:rrmn

the l_mplc';q m_'eu_f :ml:l hums,_ the anhlr:_l]f_agnn :-prpim;_

down 1o join the slaughtec”

The Liche Pricsts on the
ground crept forward. The oo
closest to the  Elven  haule  lines
gesticufated, croaking evil incaniations, The ground
in the wonds behind the Dragon and chariots crupted as
dozens of andimared bones rose from long-lorgoten graves.
Bony fingers ripped riders from their chariors and pulled
down horses. Arrach the Dragon swarted at the Skeletons as
they erawled over him, hacking ar his scales with jugeed
knives# Valoriel looked at the scene with disbelief? He had

B W comidn 't Belicve it Alvssio sl o'om?u‘u gl rix: S'&e&“mng arelers;

T Foen ozl £ 5 e fnge model, she Zosbie Dragro avd atber charocter
mcants ondy indivecily u_{?’m it M’d‘drfmq Bireiees atteilen ter thie setiick
e the it they bave foined. The acverigpe of characters i that they e

ol B feitfedd B the entire unit they are with 5 afso destrayed.

T rha sven Dm,‘gun rider dtffers fromn the Zoambie Dyagan fn that 4 iz
treated s o wnii, Aol GhRrATEEr ROt 20 can e S b susffclent fds,
g Normally Drapores cetve fervor mdm'mg £EN AN T meal's mrark.; Emr
Sireditiins @e deiane fre ohiv, O coprss, the Eivas sifior the aficts OF ferroy.

Bocaese the Zﬁmbés Llr'qm i aﬁ!rar{#rxg wm‘; e wrts |'.5r{.¢.!n'mrr.

spe!! Alessi nsed it tu attach the .'-.ﬂr,wjnm .:bg T amj o Mr.-:'.ia n&a{r
retrent ensicleg sholr destriction,

entered battle against the Undead without a scooll 1o dispe]
such sorcery!? The Carrion pecked at the charipr riders,
swooping them up into the air and dropping their Dheoken
bodies: upon the ground. A few of the surprised Elven
warriors hacked back a2t the Undead birds, killing several
before being caught in the maw of the Zombie Dragon and
being swallowed whale, Thken by surprise, Arrach reared up
roaring with rage. Falunicras :rhppLd from his saddle and fell
to his doom, carved up by the knives of the rised dead.
Hiderless and panicked, the Elven Dragon flew into the sky,
Skeletons still clinging 10 ity scales, und swooped away from
the battlefield. A gasp of dl:-m.,u n]:rplf.d through the Elven
Cinksar

The Skeletons retreated inio the tourky depths of the woods
and one flock of Carrion and the Zombie Dragon retuened to
the saferyr of the Undead mnks. 2 The other flock of Carrion
WPt into the Silver Helims who had stood behind the
chariots, The Elven knights disappeared in a confusion of
black feathers and sharp 1alons. Protected by their armour,
the knights: counter-charged, skew&nng many of the giant
mlturﬁ's on ﬂ'n. x_nd-i of their i.ﬂ.'t'lfjt‘"‘i The ru:rnmnmg C.u:nun

raucous 'zdvghtt»r-’.f

ferrarin rr,n'r?s'ﬂ.d-!‘p m:ih's el carRolar wﬂf il gimenke au.n’_)e_,l'br i mm :.: iE
-:!’e‘a‘rf'r?}'td frazre .farge rernit stech a8 @ Dvagors iides with o E.u_.ﬁj six fits,

,rawwmg nrndmmwg TS TR ra.rfrr.riﬂﬁw_]. 11 frewh combgt r,s_,limgn&t. rPJE'-
corthot fiisd onfy ehaing e (here s mo ore foft 50 forine Or e
et RR) s i g wra,

A Noelyers canno foliote up flying wnits.
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HIGH ELE Tan'3

Driven 1o fury by the deaths of the charioteers, the Silver
Helmis charged the Carrion. ' Narranniel, weeping with fury,
urged the Fagles to avenge his fallen kin. Enraged, the Ragles
dived into battle. Aereidhe ordered the bripade of Reavers
and Silver Helms to charge round the ruins and engage the
Undead’s right flank. Alas, the riders balked at- the sight of the
silent, cndless rows of dead warriors staring menacingly at
them. 5

Iymiré finally managed to complete the battle ranks of the
infantry brigades and General Valoriel, eager for revenge,
wheeled the rght-hand brigade to face the approaching
dphinx, Acreddhe swept through the air, blessing the Elven
archers with the @il of Aearen’s Fire as they prepared to
shoot.# Thus enchamed, they ler loose volley after volley of

St chgraeters,

15 aaital trian suffer a pencliy i piven an avder wben close to oty iroeps. They comaun
v Ehelr Tndtiafive o chavge wetll thefr neadt tien ae ol Inittalive phase oomey befare the
Cirders flase, Becaeere the Wiz finiledd tor covler thewr fo charge, they are sitting aucls for

e Sheleton anchers,

15 This Diven shel! relforos e wenil o flre Bedoe i owe rod. The Blves are so skillen! et wiaglc

that they carn vl e feeileed o vofl

I7 ver if ehocting fasd fer sty a iy, e sty e to el Sk srder the orstangbt
T T Direlecwd cvchurs b jo retrerd befire the Rrsovers' crrow fire bt the wrlt Bebing
rigteseed oo P, NMoreaclly, of it wfaich st rolread sro iy sl g 2uffer comftasion,
which severely diseapis 8, Tt b thiv case, bevawse the Undead rumver sulfer from oomgusion,
waliing bapens. TBis means that Lndead are particalanly difficilt to sBT by howfice i

="\_ 1here Is arncrber e sty iing them firorh beldng
i+

M4 i eleasis emsgh for the errtys v sve thelr fitiative fo charge, nithut noecding orelrs

arrony fire upon the stone monstrosity, which was forced
to retreat before the stinging hail of iron.”” The Reavers
fired at the Skeletal ranks but they remained
unperturbed ™

Meanwhile, Narannicl had charged forward into the melee
against the Carpion, and the Silver Helmis, their courage
bolstered by his sudden appearance, lunpged at the
Undead birds. The Carrion definntly flew higher, avoiding
the full impetus of the charge!® but fell straight into the
claws of the Fagles. The Blven knights were showered
with bits of bone and rouen flesh as the entire flack of
Caurrion was torn apart. Victorious, the Silver Tlelms and
Giant Eagles fell back a safe distance away from the
rernaining Ciarrion, Zombic Diagon and Sphinx.

UNDEAD: Turn 3

At last, the Liches and Tomb Lovd managed to waken the
Undead warriors from their slumber. The hone throwers
wiere drageed forward o close ranks with the Skeleton
brigades and the Tomb Lord manoeuvred his ranks of
cavalry aned chariots to form a defensive curved Hne facing
the Blves, The brigade of Skeléetons on the ieft Aank were
commanded 1o take the woods beside the cavaley, Valoriel
cursed. Tt would cost many lives to break that line.
Formunately, the Bone Giant still refused to move, staring
blankly forward. Back near the cakwood, the Liche Priest
riding the Zombie Dragon succeeded in making the Skeletons
in the woods shuffle forvard 10 atack the Elven archers in
their flank ¢ The Sphinx, was commanded to charge the
archers in the front while the Carvion swooped at the Eagles,
tearing at them in mid aie Valoriel gripped his sword as the
Zoinbie Dragon rose into the aie and fapped wwards him,
drocling gobbets of black mucus.

There was chavs on the Elves' lefr flank. Tymifed had spureed
his-steed wwards the cavalry but before he could order them
away, they were cut down by missile fire and by the bone
missiles of the Undead bolt throwers. Two nearby Liche Priests
raised their arms and fung bolts of pure darkness at the
survivears which exploded, eviscerating steeds and vapourising
fully armoured wareiors 27
Those who still  lived
turnicd tadl and fled back
to where they had  come
from. The other teao Liche
Pricsts oo the Elvén
right Hank attempted o
SUIMIMION MO WArriors
from  the . grave, without
BLICOESS.

With piercing screams the
Eagles dodged round the
cuinbersome Carrion . and
slashed at them with their
talons, felling several of
the creatures and forcing




them back. The Eagles never let the Carrion recover, falling
upon them, surrounding them, allowing not a single vulture
to escape.<? Screeching in victory, the Eagles swooped down
upon the Skeletons which had attacked the Elven archers.27
Meanwhile, the Sphinx was being shot at as it bounded
towards the archers. It reached the unit bristling with
arrows.?4 Like a cat among mice, it clawed and snapped at
the terrified Elves, crushing bones and pulping flesh. In
turn, the Elves overcame their fear and hacked at the
monster with their swords, chipping away at its stone skin.
Some of the Skeletons which had charged into the fray
continued to attack the Elves in their flank, slaughtering all
who faced them,?” others rurned to swipe at the Eagles
diving down on them. Several Giant Eagles fell to earth
mortally wounded and the ferocity of the Skeletons' attack
kept the birds at bay. The archers succumbed to the Undead
and the survivors were pushed back towards their comrades
forming a confused mass.?¢ With a triumphant growl, the
Sphinx pounced at the retreating archers, followed by the
Skeletons which also smashed into the Elven spearmen
behind. The Elves hurriedly formed a defensive position and
the Skeletons were skewered by a wall of spears. The

archers, however, were cut down to a man, the screams of
the dying was terrible to hear?” The spearmen could not
stand the slaughter and they stepped back further into the
morass of shiclds and spears, surrounded by the persistent
Skeletons. More Elves fell to their cruel blades but this time
there was fiercer resistance and the Skeletons were forced
back by the wall of shields.28 The Sphinx, too hurt to fight
further, fell back beside the Zombie Dragon to recover. The
surviving spearmen and the Eagles, too tired to continue
fighting, decided to reform facing their enemies. The
fighting had been vicious. Mounds of dead and dying Elves
littered the ground, sprawling among the shattered bones of
the Undead.

HIGH ELF: Turn 4

On the other side of the barttlefield, Aereidhe ordered the
shattered ranks of cavalry to charge once more, but they
took one glance at the solid line of Undead archers and
decided to hold their ground. lymfré turned his attention to
the brigade of archers in the centre of the army but his
orders to advance to support the cavalry on the right were
lost amidst the moans of the dying. Naranniel gave the
command for the spearman brigade which had not yet seen
action to form a defensive line behind their comrades, who
had managed to bring order to their ranks. Valoriel's banner
bearer waved his standard, motioning the Eagles to fly back
next to the Silver Helms. With a series of commands, the
other units of Elf spearmen likewise formed a line to blunt
further Undead attacks. Valoriel manoeuvred his chariot to
where he was needed the most, in the centre of the army.
Speeding through the air on his cloud, Aereddhe let loose

.the High Eif General desperately reor,

19 Gut of twelve dice, Rick only scored only one bit!

20 fiad they been normal troops, they could have used their Initiative to
charge as they were close enough during the Initiative phase. The
disadvaniage of Undead is that they cannot use nitiative so nuust always rely
on the arders of their leaders to charge. However, they ignore any modifier 1o
the leader's Command roll for their proximity to the eneny.

21 The Death Bolt is the Undead version of a spell that can be deadly against
damaged units,

2 5 1
22 Giant Eagles can pursue Carrion because both are flyers.

23 If the combat with the Skeletons had been resolved [irst, the Eagles would
not bave been involved in the combat because they would bave still been in
combat with the Carrion. Alessio was too confident that the Carrion would
win against the Eagles, so be chose lo enact this combat first. Instead, his
Carrion were destrayed and the Eagles followed up and participated in the
combat that bad yet to be resolved.

24 afissile troups can fire at a wnil that charges them in the front, though
cannot drive them back (hits caused count for the first round of combat).

25 rr .
=2 Units are very vulnerable to attacks from bebind and on the flank.

26 The archers are LPushed divectly away from the Skeletons (units always
retreat fram the enemy unit with the mast number of stands), They are forced

into another Elven unit not in combat, which must make way. Both wnits bead
to lest to see if they became confused. the latter unit rolling a 6 which meant
that they did become confused.

27 Combat is simultaneous in Warmaster. Before their destruction, the unit of
archers tried to inflict one more bit on the Sphinx. It bad already taken one
hit from shooting and one from the previous round of combat, so if the
archers bad been lucky, & would bave been reduced to balf damage, which
meant that its Hits and Attacks wounld have been balved. But the damage has
to be inflicted all during one turn, so it is very difficuit to accomplish this.

28 Eyen though the Skeletons destroyed one stand and suffered no losses
thermselves, they were made to fall back because they bad only caused one bit
aned the High Elf Spearmen bad cansed two. The High Elf Spearmen stand bad
suffered rwo bits previously this combeal round, so the thivd destroved it. The
Skeletons, with its full complement of bits, was reduced to one so remained
in play. At the end of a combatl round, after initial combat, purswil and
advances, all bils remaining on a unit are removed, so a stand noi destroved
relurns Lo full strength by the next turn.

=Y taking no chances, Rick wants to weaken the Sphinx with the potent Hail
of Destruction spell so wuses bis one-shot Ring of Magic to ensure it is
antomatically cast. Alessio’s timely Dispel Magic scroll puts pay to that plan
though.




Magic he always wore in battle. The spell fizzled into
nothing as a Liche spat forth the invocation of dispelling,
recited from a crumbling Khemrian seroll 22

UNDEAD: Tum 4

The Elven commander waited in repidation for the Tomb
King's nexd move. TTis vight lank was in @aers and his atack
on the lell had been thwarted. A Liche Priest made an
eldritch sign and the Sphinx leapt back into combat.
Aeredfidhe hovered divectly in its path. Panicking, the Mage
Hew for safery back to the EIf spearmen® The Skelewom
warricns on the left Aank of the Undead were suddenty filled
with necromantic vigour and sped aceoss the  batcletield
securing  the oakwood?? The Tomb King cmotionlessly

) Characrer stands can never fe charged or browgh fo combat, If ar enenry
stignd mowes Meough @ oheracter, dhe charecher mnst See F0om back to a
Fraeeelly it I e eanmat do s, be 45 captured (o bad the Wizard boen
cesrehr-by the Sphdvee, Becooadd Bee Beow canten.

H mie dmportaneoe of woods it gamee i thal andy infanteg cen paoe ot
Sz, 50 fin phis cae phe Sheletons are safe from gtk fromr the Togfes or ik
Sifuer Helms, Hoeevar 4 48 sore il fo arder writs fn dense ferraln such
s cvnanedlamed. Alvssda fatfed in Bz tivd atterape io order the Brigads becouse
o this,

A2 The Skl Chuldha & wal arfy i devastating ariiflery pioce but also bas on
ticreased chance of causing confusion mmong the ranks,

sarcerous fire at the Sphiny, powered by the ancient Ring of

commanded the catapults on the hill into range aned
beckoned forth the Bone Giant, which obediently lurched
forward towards the Elves.

The Skull Chukkas were now in range. Screams pierced the
air as gibbering skulls were burked at the Silver Telms, Many
of the Tlven knighes fell, their armour pierced by the sharp
shards of bone as the skulls smashed on impact. The knights'
horses panicked and fed away from the skull catapult, their
riders barely hanging on.® The Liche Priest riding the
Zombie Dragon launched a feath Solt apainst the Eaples,
driving them back. The rwo Liche Priests on the right
Undead fank moved forward, smashing the battered cavaley
brigade with Death Bolts. Wnn']ur-: and horses fell screaming
in agony as the dark magic blasted them. The survivars
rrned ail, panic-stricken #3

Anather Liche Priest screamed out the woreds of 3 poisonous
spell and, 1o Valoriel's horror, Elves who had recently fallen
rose up W attack the rear of the unit of warriors charged by
the Sphinx. Stricken with horror the spearmen tried 1o
escape their Undead kinfolk, Shwughter ensued as some of
the unit were trapped between the spears of the dead Elves
and the vicious fangs of the Sphinx. Dripping in gore, the
Sphinx followed after the retreating spearmen but they had
fallen back towards their comrades, who belped them drive
off the stone puardian ## Cheering at the sight of the monster
bBacking off, the Elves swept forward (o surround it. They
embedded their spears deep into the cracks that had
appeared in the Sphinads hide. Roaring, the Sphinx Tashed
oul sl the Elves bur was in too much agony o cause
Ssullictent casualties, Neither side succeeding 1o hreak the
other, both relreated 35

HIGH ELF: Turn 5

Now Valariel's wisdom ol deploying his spearmen behind
the front line became apparent. These charged the Undead
which had heen risen behind the Flves in front. The Ebles
were grimly resobved o put 1o rést their comeades who had
been turned into the Tomb King's puppets, In the meantime,
Narunnicel beseeched the Dagles 1o Oy 1o their aid bue they
were cireling too high to respond. Valoriel barked orders at
the brigade in front of him to form tao ranks of spears facing
the main Undead army and a rank of archers 1o prepare for
the expected assault, with a rank of archers covering the lelt
Mank. His army having now formed the semblance of a
defensive position, Valorie! charged resolutely indo combar
with the risen Elves. Aereddhe, having achieved no response
from the frontline spearmen, glided towards the Sphing o
resolve matters himself. A blast of magical energy smashed
intoy the Sphins’s side and ic staggered away from the EIif
Mage. Valoriel rampaged through the mass of Undead,
gladdening the hearts of the Ebes who cut the Undead o
pleces, reducing them once more o corpses. The way
hacked clegr, Valoriel and his wargiors now faced the brgade
of Skeletons leering at them from the woods. Cautiousty he
ardered his men back, his chariot would have been uscless
in those dense thickers, and he grimly bade them o scand
firm.

IF e craley Beconie comflised in thiv drslance Becange whenaver g stans
aeeds tn roll for being mededd Back fy shooling or teagic (i ol 1 dioe per
Bt dabeesy), iF amy dive comes upy g 0, the wrdt becomes confused,

F b s cuor dbe Thnly FAF Speaenmen et woneled Daee fogd beel, Deestge 3 Bed
JSrillen back d Hrle wdtl @ neiphboring wncommithed i, et st ooeld
1o Belf supfart i, increasing the gk Elves conmlal resudt aned winsing the
coribal,

A3 e Blver maieged fo redwce the Spbink to Balf strength becaise they
tafitcfent 3 BRI in ore combar fhase. But Bod sdes infTicted ondy 2 Rits apiece
I vy fogr enpogemient resielitng e o drane. This seevint Sheed bogh wundts Digal
to fall Back.




UNDEAD: Turn 5
The Silver Helms had just rallied when the Sphinx smashed
into them. The Skeleton infantry lurched out of the wood,
and charged alongside the Sphing, while the Skeletal
archiers shambled out of their cover to protect the Bank, The
Liche Priest riding the Zombie Dragon willed the Bone Giant
forward. though i was too slow to reach the Elves. The
Bone Throwers moved closer and the Skeleton bripgade on
the right Bank marched to the crest of the hill, The charios
and cavalry remained listless where they stood, the Tomb
Kirig powerless to indfuence them, o

The Liche Priests crept forward once more, clanting. With a
hiss, the Zombie Dragon spicd the Elven general fighting in
the fromi tank and glided forward 1o join batde, Valoriel
prayed w his gods for succour e kissed his blade as his
chariot drew closer o the stench of the Zombie Dragon 57
The Tomb King abandoned his position at the centre of the
ariny and his chariot rode forseard closer to the battle,

Mow the Trudead ler loose with evervthing they had.
Sercaming skulls smashed into the centre of the TIF army
forcing back the units they struck. Elves ran fom the
missiles sobbing with fear. The bone throwers spal their
spears into the archers facing them, pushing them hack with
the force of their aack. The Skeleton archers an 1he hill
were now in range and slew most of the hapless Reavers
with 1 rain of arrows, the survivers retreating for caver, 4

Liche Fricst scatiered more Flven archors with 2 well-aimesd

Death Bolr. The High EIf army was shaking beneath the
turnull of Undead missile fire.

But now the Silver Telms were eager to demonstrare thedr

prowess. Singing songs of banle, they smashed into the
Sphing with their lances. The manster fell back, looking for
a-chance o pounce, bt the Elven knights followed up thelr
success and the Sphinx's scream carried across the
batticfield as its skin cracked, Chunks of stone fell from its
body, it dropped to its knees and keeled over, smashing into
picces. Exuhant, the Silver Melms swepl into the rear of the
Skeleton archers, mampling them intg dust. The  Sibver
Tlelms murned to fuce the batle hetween their General and
the hideous Zombie Dragon.i7

All 1on late. ., The Skeletons and Flves hacked and slashed at
cach other with furous anger. Valoriel ploughed through
the ranks of Undead with his chariat, The Zombic Drragom
erushed whole units with its claws; snapping off heads and
limbs with its jaws. Nearby, the Tomb King stretched out his

arms and displaved the wus extent of his power. Tlue fire
Hickered across his body as he pointed at his roops battting
the Elf General. The Skeletons were filled with unearthly
swiftness, leaping over the stabbing spears of the Tives to
slash at their faccs or rip out their hears # Loed Valoriel
sounded the order o fall back, THs chariot rambled over the
living bodies of his own men as his terrified horses struggled
1o get away from the Dragon. Te urned his chariot once
more to face his pumsuers. His men were cut down like corm
before the Skeleton horde. Valorlel sereamed defiance at the
Zombie Dragon which towered ahove him, In the chaos, his
standard bearer had been dragped from the chariot and the
Lord Valoriel himself now gripped the tanéred banner. In
one final cffore, he hured it'at the monster as its fetid maw
closed around him . 5

3 Keresmber Wat these chargoters only dndérecely infiuemnce the ennrber they
37 4 vy can oy dlcleerce orce during o comnbal pheoe, Te fhis instance,
the Sileer Helms, after pursning the Sphivg and destroving &, advioed e
the Sheleton vrohers but codddd no advpnce fther to.give sk meedod Belp
o fhedr General,

T8 The toenl King bos @ spocial fecer wpbich Be oo wse ance o balile o
inerene the aitecks of ary nearky Dneload weit, This s best used ot Fimees ot
criffoa! importance muh g5ty covbial rosd. '

I wben the Gienerad dies, Bal's 3L Gane Goer Needfess (o say, it
s o plekey far the Ungend, Aledsdn 055 sivtory pobnts, ok, 30
wistary bodnts,

The Tomh King stood oft & srowndd of Elver: corpses 1
trtehing as Bis Skelora! troaps prrsued the fleciig ]

desicoaling entire units. The Bone Giant bad at.
latst recched, the baitie lines, pulverising flesh and |
ArnLr with o tree torn from the earth, When the
Liche Priest Dreagem vider bad flowm above the |
baitlefield, Valoriel's bead skewered on bis spear. |

the entive High EIf army lost ail bope and ran for

their lfves. The Tomb King surveved the batilefield.

Even now the mangled corpses that littered the

- ground were beginning to stir, destined to be bis
slaves furever.,. £ ' TE S

; b ol e et i
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AIL ORDER B 0115 91 40000 MAIL ORDER T 0115 91 4¢

» WARMASTER!
Warfare on a whole new scale!

e FIRST BLOOD
Sly Marbo - one man army
for rapid deployment!

e TALES OF THE DARK CITY
The Cult of the Possessed grows and
the Orcs arrive to plunder the ruined
city of Mordheim!

» CLOSE SUPPORT!
Imperial Guard Sentinels are ready!

ANYTHING AT ALL - GIVE US A CALL

=z 0115 91 40000 =

WHAT MAIL ORDER HOW TO USE MAIL DHDER
Chrdering o Wail Orde is casy IFou nave 4 pedd card ar gebit s czreceder.over the ohomo
MFGM GIVE US A CALL ON =115 ':114"*"'
* COMPONENT PART SERVICE - Mail Drde * TELL THE TROLES WHAT YOU WANT - yeu awe not sure, jusl ask the Phone Tiols. Trey vl be
has an-exlpngive mange of eurrsnt srd back Sappy i henipoy
salalugue miniz)es » 30T BACK & RELAR - Afios vou have plased your ordes fust 51 haok, relan and was for viour parce
* DELIVERED T YOUR DOOR - 56l posiage b AT drkyour donrstes
FR1ES AL Matler e MIUCH oo ardel! IFyou wizh Lo pay by cheris or ooatalorder, 44s jusd 23 oa3y, ’|II o e b
* RULES SERVICE & ADVICE — If you have « FILL OUT THE OROER FORN - wih v=at yuu woud ke Céos 210 fly TiRssERy g 2
gamitg o beaky dusslion. ghe us a cdll ardering corponet ars,
*+ ADVANCE DROER = Wiy wal™ I you like 2  COMPLETE PERSGMAL DETAILS — Fill sut veur camie: aid sdess inthe soase Erc 2l he
praduet -plase 20 onden Sostal sostage i Bzl ol e bom,
andidelivery o Ihe day of telense! * PLACE ORDER IN THE POST - Sered v arder b
* OPENT DS & WEEK - Yam:to Midnight. Garmes Workshop Mail Drder. Willow Road, Leaton, Mgttingham, NGF ZWSE
B piay van o Bank He i . ANDTHAT 5 IT!

" Deutsch/Holland Mail Order

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

0044 115 916 8256 0044 115 916 8255

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



meu:_'_} Ju -qg |:||l
mimels peapn T
JUEL) JUGY PEAPE]] T
ST [INYS 10 SITn 7
u:mm‘l.u, :m::,ﬂ JE SIIGTL F

5.uu1:r|'ug_~,;t KIFUTL
LILEIE LUk S

i

1S OIS PEIPIT) ¥

URIBIE] ANy

0o 0Ly pEIPUL] |
a0l e .4 T T
DS API0T PYAPU] S EIIART
fury  quEp Ut paseq s
Aureg prapue] yupod GOOST
ST PO UEINY IR WE o |
dpgsaapeag gy aapon ages
PEAPTT JO S30M0] NaJ 3L

TR A 30 wa[iE] WwEr)
PREg fEM AM

1 4 .lu- apun g
SEHYIIY JO SN §

IVIN 00001? 16 G110 XL HIAHO TIVW 00001? 16 GLLO R0 yaay




HIGHELVES

Dhessigendt by gy Mariey,
Trizsh Morraon & Adee Hedwirom
alk mlll}lﬂb—h’.] ciraded miniatores shuwa at actaal size.

ORDER T 011 NEW ~0 MAIL ORDER T 0115 91 40000

High Fif

Repeater Bolt

Thrower

£5 fac 3 "

H:gmrmr e
b Bt Thovwers,

¥ High Fif
Hero on
Lhreegpon

= foar & Arches stands.
H{Eh L‘.ﬁH&mﬂ i
& Wizerds . _ :
5 For 3 Heen 4 i i High Elf
Wi sz, 2 3 Sifver Helfmx
B L5 foe 3 Siler Hclm
vy atands.

Figh EIf Chariots
E?r_ Ibu"- f.l‘_u:_rln_m. -

UNDEAD

Begigan] b Gary Modex Thish Marrisaa, Mark Bedfoed,. £5 fuir § Rt M-ths iiley plarsls,
Thve Archoews, Tio Aclenek & Ales 1edspoom
Al Whcnas e Cltxde] minbiou res shoen ar actoad s,

Hiph i Reaver Knights.

Gricint
Eeples
&% For & Giang

£5 for 3 Domman Eagles,

srandds.

Mall Order &

exclugive |
Eitadel

Minlatures

ORDER ’&'_0_115_ 91 40000 MAIL ORDER T 0115 91 40000
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SUBSGRIPTIONS

Gamas Workshop's action comic, featuring
stories about all your faveurite Warhammer

F
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SUBSCRIPTIONS

Subscribe to Inferno!
for just £35

SUBSCNIPT ION
DEML!

You cah subscribe to all the Black Library magazines for £70 2 year, get
all the free gifis mentioned with each deal, plus a signed limited edition
poster by one of the Black Library artists! & ; M"Tmﬁmmm
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