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If you're new to : u &
el The Fat Bloke Editorial
look out for these boxes

throughout the issuc. Welcome to the 250th issue of White Dwarf, and more
importantly, welcome to Warhammer. This is the sixth
incarnation of the game of fantasy battles, and in this issue
of White Dwarf we'll be taking you on a guided tour of the
Warhammer world. Veteran Warhammer gamers will no
doubt have already dipped into their free copy of Ravening
Hordes, a set of army lists for gamers to use their existing
armies in the new edition of Warhammer. For those
experienced players we’ll be picking apart the changes o
(improvements, we’re sure youll agree) in the new Paul Sawyer '
System, ‘Fat Bloke’ and Editor

There’s a great battle report between a savage horde of Orcs & Goblins and the stalwart

men of the Empire, that illustrates these new rules, and shows off some of the fantastic new models which
accompany the launch of the new Warhammer.

If you are new to the hobby of tabletop wargaming, and to the fantasy world of Warhammer in particular, then
fear not, there’ll be plenty to help you get to grips with putting together an army and playing out battles in the
dark lands of the Warhammer world. Incidentally, if you are new to the hobby, we suggest you put aside that
strange book of numbers you got with this magazine. It's designed for existing players, and is necessarily rather

shorthand in nature.

In the pages that follow we’ll present a guide to the rich background to the Warhammer world, an article that
helps you through collecting an army, a basic guide to painting miniatures, some tips on making a battlefield for
your games, and finally (and we do this every month) there is the Battle Report | mentioned earlier — an exciting
account of an actual game being fought out. Of course, there’s plenty of stuff for Warhammer 40,000 fans too,
including some important extra rules in Chapter Approved. Every month White Dwarf is crammed full of useful
stuff like this, but that's only the start. Our website is also packed full of useful information (not to mention an

online store and a contact page for questions and queries).

Th:}' tag the key articles
that will give you a good
idea of what Warhammer
and the Games Workshop
hobby are all about -

ideal for newcomers.

See you all next month...

WARBANuUYEE 1
RAV[NING HORD[S F , What’s this Ravening
M . ' Hordes thing then?
Ravening Hordes is a set of ‘get you
by’ army lists for existing players of
Warhammer. Anyone who already
owns a Warhammer army can use
these lists fo play games with their
army. As such, it's not a permanent
addition to the Warhammer range, and
each list in turn will be superceded
by its respective Warhammer Armies

supplement.
For new players, we strongly recommend
you start with one of the armies which will
be covered by these books. Warhammer
Armies: The Empire is out now, and the
book covering Orcs and Goblins will be out
very soon, with lots more to follow next
year. One word of warning: the Ravening
Hordes lists reflect the miniatures ranges as
they were, not necessarily as they will be. As
we come fo release the new arrmies, we'll be
making changes fo them, so we wouldn’t
recommend starting a new army based on

these lists.
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- [s back!

Yes it's finally here - the new edition of
Warhammer, the game of fantasy battles.

For those of you who are new to'the game, there

is the Warhammer Starter Set, .including the full
rulebook, two starter armies (the ferocious Orcs

and the noble men of the Empire), plus battleficld
scenery. dice and cverything else you'll need to get
going and play your first few battles. Of course, if
you add up the price of the models you get, you'll
find that this is a very good deal, so we anticipate
quite 2 few existing players wﬂl go for this option
tool More detdils about what's in the box ]
can be found later thisissue

Of course as you'd expect there is a whole host
of newly designed miniatuses to go with the game
and expand the armics you get in the Starter Set.
These will be released over this and the coming
months. On the right are the new Empire Knights
and there are plenty morc shown later in the pages
of this White Dwarf...
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Orcs and Goblins spring 2 deadly ambush on the Empire cavalry. S yS 725 ) g Lo
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Most existing players will be after the rulebook, which
initially will be sold on its own, in‘a hardback version.
Later in this issue we explain all the ins and outs of the
new rules. The Ravening Hordes book that comes free
with this White Dwarf is a get-you-by army list so you
can use your existing armies until the relevant Armies
books come out. So snap up the rulebook and you'll be
all set to get playing new Warhammer!

Also out this month are the first releases for the new
Citadel Scenery range. This superbly detailed terrain is made
from tough, hardened foam and comes prepainted and
flocked. so you can take 1t straight out of the bag and use
it on your battleficld (it's a decent price too). Look out -
later in the issue for photos and full details.

By the time you're reading this we should be
- sccerving the fast few results from the massive world-
wide 3rd War for Armageddon’ campaign.

Next issve well be bringing you the results and all
the news as the campaign draws to an end!

This month’s releases for Warhammer:

Warhammer boxed game (starter sct) £5000
Warhammer (hardback rulebook) £2500
THE EMPIRE

Warhammer Armies: Empire £8.00
Empire Battalion (38 model hoxed set) £40.00
Empire Hero on Griffon £18.00
Empire Warrior Priests (1 model per blister) £400
Helblaster Yolley Gun £1000
ORCS AND GOBLINS

Orc Boss on Wyvern £18.00
Black Orcs (2 models per blister) £4.00
Black Orc command (2 models per blister) £4.00
Goblin Shamans (2 models per blister) £4.00
Goblin Spear Chukka £6.00

WARHAMMER REGIMENTS

Empire Soldiers (16 modcl boxed sct) £12.00
Empire Knightly Order (8 model boxed sct) £12.00
Night Goblins (20 model boxed set) £12.00
Skeleton Warriors (20 model boxed set) £12.00
Skaven Clanrats (20 model boxed set) £12.00
Chaos Warriors (12 model boxed set) £1200
Orc Boyz (16 mode] boxed set) £12.00
Zombies (20 model boxed sct) £12.00

WARHAMMER

ADDND
This month's releases for Warhammer 40,000:

CHAOS SPACE MARINES
Chaos Land Raider (boxed sct) £30.00

CITADEL

Battlemat £12.00
Hill £10.00
Wood £12.00
Warhammer Hedges and Walls £10.00
‘Warhammer 40,000 Obstacles and Barricades £10.00
Ruined Tower £15.00
Mega Paint set £100.00

This month’s releases from the Black Library:

Warhammer Moathly 35 £220
Wine of Dreams, a Warhammer novel by Brian Craig £599
Imperial Armour £3.50
Citadel Journal 40 £3.50
Warmaster Magazine £350
Blood Bowl Compendium £3.50




What 15 the Games Workshop
hobby all about?

Rick Priestley, onc of the
original writers of Warhammer,
explains the latest games,
miniatures and tournaments and
the new modelling and painting
workshops in our stores.
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AN INTRODUCTION TO
GAMES WORKSHOP

By Rick Priestley

This month sees the release of the
brand new edition of Warhammer, the
world’'s favourite fantasy wargame.
You can read all about it later on in
this White Dwarf. It seems like only
yesterday when | sat down with a
somewhat damp and slightly messy
hand-written set of gaming rules and
set about creating the very first
Warhammer. However, it was actually
more like eighteen vyears ago.
Between then and now we have had
a total of five versions of this great
game, and this latest version makes
it six.

| guess it must be true that
Warhammer and its futuristic
derivation Warhammer 40,000 have
done more to introduce people to the
hobby of gaming than any other
Games Workshop games. Today
there are dedicated Warhammer and
Warhammer 40,000 gamers in every
corner of the globe. The latest
Warhammer will be launched
simultaneously in English, French,
German, ltalian and Spanish editions,
a testament to the worldwide
popularity of fantasy gaming.

As well as a new version of the game,
we are launching a new worldwide
tournament system. Whether you're
an independent player or a member
of a games club, the new tournament
system will be open to you at a local
level all the way up to national and
international competition level. The
Warhammer World Exhibition Centre
at Games Workshop's Lenton
Headquarters has already hosted a
number of events this year and offers
incomparable gaming facilities with
up to 60 tables in simultaneous use,
Bugman's Bar and restaurant, as well
as the Warhammer World shop with a
full range of products from Citadel,
Forge World and the Black Library.

This year has seen some other
exciting  changes in  Games
Workshop stores too, with the
introduction of special modelling and
painting workshops where skilled
modellers and painters get a chance
to show off their know-how. Although




some workshops have been designed
to demonstrate basic skills, others are
designed for experienced modellers
and painters who are looking to
extend their existing skills even
further. So, whether you're looking to
put your first Warhammer army
together or embarking on an
ambitious new project, you'll find
useful help and advice on hand in
your local Games Workshop store.

Quite a few readers will, no doubt,
have played Warhammer in its
previous incarnation and will be eager
to find out what’s different about this
latest version. Others may be new to
Warhammer, perhaps to the whole
idea of gaming. To both | would say
that there has never been a better
time fo get into Warhammer. We now
have an extensive range of plastic kits
representing the most important
troops in each army, ideal for bulking
out your armies and by far the best
way to start a new force. And, of
course, there are oodles of new
metal models on their way too, all
thanks to a rapidly expanding team
of international sculpting wonder-
workers.

If you're contemplating your first
army then there can be no more
appropriate start than to lock at either
the Empire or Orc starter armies,
available as a matched pair in the
Warhammer starter set or as separate

and slightly larger Battalion boxes.
Over the next few years we’ll be
revising all of the traditional
Warhammer armies one at a time,
extensively remodelling them and
publishing accompanying Warhammer
Armies books with all the appropriate
gaming rules and army lists as well as
background information and painting
guides.

With our new tournaments system,
more to do and learn in the stores, and
a regular avalanche of new models for
the forthcoming Warhammer armies, |
reckon there’s plenty of news to
celebrate for all fans of Games
Workshop.

L eatest creation,

A towrnament gt Warbanumer World in Nottingbam, with gantes in full swing
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WHAT’S NEW ABOUT
WARHAMMER THEN?

By now you'll bave noticed that the brand new
version of Warbammer bits the shelves this
month. You may then be wondering what’s new
about it. We asked Tuomas, who wrote the new
game and new writer Grabam McNeil to
explain what’s changed and describe the
thoughts bebind the new game.

SOMETHING OLD, SOMETHING NEW
Warhammer is still the world’s finest tabletop fantasy
wargame and once you've had a chance to look
through the new rulebook in more detail, we think
you’ll be more than happy with the changes. You
certainly won't find that the rules have radically
altered and that your favourite army is now unusable.
The core rules of Warhammer are sound and have
been for some time, so for the most part we haven't
changed what wasn’t broken. What yvou will find is that
the new game improves on previous editions by
refining the existing rules and providing a more
balanced, intuitive gaming experience.

By Tuomas Pirinen and Grabam McNeil

The origins of this edition of Warhammer came from
the thousands of suggestions, comments and ideas the
designers received from the vast body of players
throughout the world and the desire to see it become
more exciting and an even more playable game. We
haven’t made huge, sweeping changes to the basic
game, but have taken the opportunity to restore
balance to the areas of the game that occasionally
found themselves misused, misunderstood or didn't
quite work the way we wanted.

IT’S MAGIC
The first change that most veteran players will
probably notice is that the Turn sequence has changed
slightly. The Magic phase now comes right after the
Movement phase and before the Shooting phase,
which puts it right in the thick of the battle rather than
bolted on at the end of the turn.

The Magic rules are where the biggest changes have
taken place. Magic has changed from players dealing
power and spell cards into a dice based system.
Wizards now accumulate a number of Power Dice
depending on how high
their Magic Level is and
use these dice in the
casting and dispelling
of magic spells.
This system of magic
dispenses with the need
to have decks of cards
cluttering up the table
and allows 2 much
more tactical use of
magic, suckering out
your opponent’s Dispel
Dice before unleashing
your most devastating
magic at his helpless
warriors. The new
dice system  also
incorporates Irresistible
Force and Miscasts
— unstoppable spells
and horrible accidents
waiting to turn your




Wizard’s brain to jelly if he loses
control of the powerful magical
energies coursing through his body.

The new Magic rules are extremely

playable and allow for another level

of tactical play, with Wizards
engaging in magical duels for
supremacy, furiously casting and
dispelling one another’s powers.
This system will be further
developed in the forthcoming

Army books.
TWEAKS AND FIDDLES

We've also made a number of
smaller additions to the basic
game which help to close
loopholes and redress any
imbalances previous editions of
the rules overlooked. The rules
for flying models  have
been reworked and some
improvements have been made
to the close combat rules.
Refinements have also been
made to how units work within
the game by giving them a Unit
Strength, which represents how
hard they hit and how much
weight they have behind them
in combat. In game terms this
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WARHAMMER

means that some units can smash through others by
sheer mass alone, using their superior hitting power
to defeat their enemies, since the side which has the
higher Unit Strength will gain a +1 bonus to their
Combat Resolution (this is called the Outnumbering
bonus). The main thing to bear in mind regarding
these additions is that they improve and clarify the
rules rather than alter them drastically.

THE ARMIES OF THE WARHAMMER WORLD
The army lists themselves have benefited from this
latest revision as well. The many comments we've
received over the years have given us the chance to fine-
tune the points values of the various Warhammer races
to really reflect their strengths and character.
Exhaustive playtesting here in the Studio and by our
legion of playtesters has resulted in lists that are more
balanced and logical than ever before. In addition,
players choose their armies in a slightly different
manner now. The basic concept is that players must
choose a minimum number of regiments which we call
Core Regiments to form the basis of their army and can
also include limited numbers of Special and Rare units.

Characters have also been worked on and are now less
likely to dominate a game, tooled up with magic items

An army of the Empire

Master Engineer (Hero) and
Helblaster Volley Gun (Rare)

and destroying everything in their path with no one
able to stop them. Rank-and-file troops of roughly the
same points value now stand a good chance of
defeating a powerful enemy. This does not mean that
lowly Goblins have nothing to fear from a High EIf
Dragonrider -~ such heroes are still potent forces on
the tabletop!

EXCITING ADDITIONAL BITS
As well as all the rules you need to play Warhammer,
the new edition is crammed full of exciting additions
for a whole range of different types of game. There
are rules for siege warfare that allow you to pound
your enemy’s castles to rubble, or staunchly defend
your ramparts against the barbarians at the gate. You
will also find rules that enable you to fight smaller
games involving perhaps only a dozen or so models
on each side. This type of skirmish game is great fun
if your army isn’t quite finished or you simply don'’t
have time to play a full-scale battle. Veterans will
recognise the core of these rules from the previous
Siege supplement and the popular Mordheim game.

With all these variations on the basic Warhammer
game you can play almost any kind of battle
imaginable, and these can be fully integrated into the

annon (Special)
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WARHAMMER

rules for Warhammer campaigns. One-off games
are exciting all by themselves, but when played
as part of a campaign that links them together
with a narrative storyline, they become much
more interesting. Each game then takes on a
context and has repercussions for both the
victor and the vanquished. Running campaigns
- is extremely rewarding and requires some
g S % S {' SRR thought, so the rules provided go a long way to
= g ) v.a % Y S BTG Yeh : = making sure that your campaigns will run
; Tk i smoothly and allow the storyline to develop
naturally. Whether you wish to play in a league
or a more complex map-based campaign, you'll
find rules to suit your style of gaming.

BRIGHT, SHINY AND NEW
Hopefully, having read these words, all you
veteran generals out there can now relax. The
new edition of Warhammer is still the same
game it always was, but now it’s come back,
leaner, meaner and clearer than ever before,
with loads of exciting new bits to sink your teeth
into. Newcomers will find the rules clearly
written and easy to understand while
experienced players can dive in and play with
the bare minimum of reacquaintance, and find
that those rules questions that always befuddled
them have been answered, and that loads of
new features have been added. We're sure that
vou'll like and agree with the changes we've
made to the game, and as always, we've tried to
write with the enjoyment of the game
uppermost in our minds. So what are you
waiting for? You've got the rules — now get
playing.-

ad ° itard (Hero)

Archers (Core)
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This is a run down of all
the stuff you get in the
Warhammer Starter Set.

Over the page are some of
the Citadel Miniatures you
could buy to expand the
Orc and Goblin army.
Models you can add to the
Empire army are shown
later in this issue.

You've probably seen a good selection of the awesome new models in the pages of this White Dwarf, and no doubt
read enough about the Warbammer Starter Set to pique your curiosity. So what exactly will you find in the box?

Phil Kelly rips open the plush packaging to find out...

THE RULEBOOK

The new Warhammer

rulebook contains not

only all the game’s rules

and a brand new magic

system, but advanced

rules for those of
you who have played
Warhammer before, and a
healthy amount of fiction
and background for the
Old World. Furthermore,
the rulebook is crammed
with some of the best
artwork our artists have
ever produced, depicting
heroes, monsters and the
strange races of the Old
World in bloody combat.

[ i

RULES. This section not only introduces the game to the
uninitiated, but also serves as a refresher for those of us who
have been playing Warhammer for years. I’s not essential
you read all the way through before playing, but it is
important that you understand the basic rules at least before
you start a battle.

Examples of tbe plastic
models in the Starter Set.

Orc Arrer Boy

Empire Spearman

ADVANCED RULES. This covers the rules for special
weapons, using characters in your games, the new rules for
skirmishers and fast cavalry, war machines, chariots and a
section on the use of buildings.

MAGIC. A new system for controlling the sorcerous, twisting
strands of magic that wreath the skies. Also detailed are the
Eight Lores of Magic, with a host of new spells and magic
items.

WORLD OF WARHAMMER. This presents the fantastic
history of the Old World, a lush background that establishes
the rich variety of races and clashing empires in the
Warhammer world.

WARHAMMER ARMIES. A lengthy colour section
showcasing the best of the models available for each race,
painted to the highest standard by our "Eavy Metal team.
Some of these miniatures are familiar classics, but many of
them are shown here for the first time.

SCENARIOS. Nine original scenarios, presented as historical
battles. These range from the straightforward pitched battle
to just seven brave men against an army...

APPENDIX. Answering many of the less obvious questions
raised by the new game, the Appendix also covers the rules
for campaigns, Warhammer Siege and Warhammer Skirmish.




KITS GALORE!

The box contains enough kits to build two small armies ready
to go for each other’s throats! These plastic models include
the newly released range of Empire troops (sculpted by
Michael Perry, Alan Perry and Tim Adcock) and the fearsome
looking Orc army (sculpted by the combined talents of Brian
Nelson, Aly Morrison, Trish Morrison, Shane Hoyle, Mark
Bedford and Tim Adcock).

Aside from the mighty Generals, the highlights have to be the
new war machines: the Orc Boar Chariot is as intimidating as
it is detailed, and the Imperial Great Cannon comes with
enough equipment to practically start your own artillery
school! Inside the box you will find:

35 Orc Warriors 38 Empire Soldiers
1 Orc Warboss on Boar 1 Empire General on Warhorse
1 Orc Chariot 1 Great Cannon

Of course, you can bolster your starter force with any of the LET—
miniatures from our Empire and Orc ranges. Over the next
few months we will be releasing all manner of models for
these two armies, all shown in the pages of White Dwarf

AND THERE’S MORE...

Aside from the obvious stuff, there are lots of other goodies to
sift through inside the box. Not only do you get all the
necessary paraphernalia to play the game, such as
templates, six standard dice, a scatter dice, an
artillery dice and two of the ever useful range @&
rulers, but there is also a superb ruined
building model to place on your B |
battlefield. - e
3

A

Everything you need to play Warhammer
is provided in this starter set, so grab some
polystyrene cement and a paintbrush,
paint up your models and get stuck in!
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WAAAGH! DA ORCS

Orcs and Goblins have a vast diversity of troops at their
disposal, more so than perhaps any other army. Orcs
excel at close combat, and boast some of the toughest
warriors in all the lands. The mighty Black Orcs march at
the front of any assault, using their sheer size and
strength to brutal effect against any foe they face. The
Goblins, smaller in size than their Orc cousins, use
superiority of numbers along with evil cunning to defeat
their enemies. An Orc and Goblin horde is a force to be
reckoned with!

Black Orc Standard Bearer and Musician.

Black Orcs are
the largest and
most powerfil
variety of their
species. They
are far more
disciplined and
better equipped than
the other Goblinoid races
and look upon their
smaller, weaker cousins
with contempt. A Black
Orc armed with a
choppa is one of
the deadliest
opponents in the
Warbarmmer world.

Orc Warriors wield buge
spears and choppas in
battle. The
choppas are
buge weapomns
that require a
good deal of
impetus to use
effectively but,
when the Orcs are
charging, are
able to cleave
through
armout,
flesh and
bone with
equal ease.
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An Orc Boss mounted on
a Wyvern is a terrifying
opponent. In addition to
the brute power of the
Orc himself the
Wyvern is

easily

capable of
killing almost
any opponent
by biting, goring
and attacking with
its poisonous sting.

The Goblin Spear Chucka is a brutal and unsubtle weapon, which of course

Goblin Shamans wield makes it ideal for its Goblin crew. Its massive bolts can skewer a fully armoured
unpredictable, destructive knight like a spit roast. Despite being notoriously inaccurate, the Goblin Spear
magic powers. Chucka is one of the more reliable war machines in the Orc and Goblin army.

Night Goblin Shamans
brew the strange and
potent fungus potions that

Subterranean Night Goblins emerge from their dark network of mountain tunnels and gather into turn otherwise normal
large mobs for battle. Whilst not being the toughest of fighters, their sheer numbers, as well as the Night Goblins into crazed
Fanatics hidden in their ranks, will often give an opponent cause to stay clear. lunatics.

15



The game of

Warhammer s sct
in a world rich with

background and history.
This article gives
you a taste...

adventurous and entreprencurial High Kindred of

Elves. Their tall masted ships ply the northern
oceans between the Old World to the east and the shores
of Lustria to the west. To the north the Elven seamen keep
a watchful eye upon Naggaroth, the Land of Chill, which
the estranged Dark Elves have made their own. To the
south lie the Southlands and the Fortress of Dawn, a safe
haven for many an Elven seafarer bound for distant
Cathay.

Few races know the Warhammer World as well as the

THE OLD WORLD

Though the proud Elves have for many ages explored the
world and learned much about its strange peoples, they
do not reveal their secrets to lesser races. To Men these
places are little more than names upon a mostly empty
map. The lands they know and inhabit comprise what they
call the Old World. These lands are home to Men, Dwarfs,
Elves and the diminutive race of Halflings, as well as
numerous evil creatures which infest the mountains and
forests.

The largest and most important of the realms of Man are
the Empire and Bretonnia. The Empire lies at the centre

T T @
THE REALM OF CHAOS
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The Warbammer world - a dark and dangerous place to live, full of
horror and conflict. Welcome to this guide tg, the Warbammer world, a
look at the kingdoms and races that inbabit this war-torn land.

of the Old World, bounded by tall mountains and dark
forests. It is the most populous by far of the Human
nations and probably the most powerful too. To the south
of the Empire is the Kingdom of Bretonnia, whose main
strength of arms lies in its gallant knights whose tradition
of chivalric virtue is held in high regard throughout the
Old World.

The other Human lands are less powerful and not so
strongly unified as either the Empire or Bretonnia. North
of the Empire is the cold, unwelcoming land of Kisley;
ruled over by its fierce warrior Tzarina. Further north still
is the rocky land of Norsca, inhabited by violent and
blood-thirsty savages whose raids are a constant irritation
to the Tzarina and Emperor alike. South of Bretonnia are
the hot, arid lands of Estalia and Tilea. Neither is united
under one crown, instead they are divided into countless
petty kingdoms and warring city states. Between Tilea and
Bretonnia is the tiny upland region known as the Vaults, a
stronghold of bandits and brigands who sometimes hire
their services as mercenaries in the Emperor’s armies.

Beyond the immediate confines of the Old World is Araby
to the south and, to the east, the bleak, forbidding Dark
Lands. The Arabians are incorrigible pirates and raiders,
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whose dark-sailed dows sometimes appear in the trading
ports of Tilea and Estalia. The land south of Araby is
known only as the Southlands. Few Old Worlders have
ever glimpsed its jungle-covered coasts or the tall white
mountains of its interior. The Dark Lands east of the
Empire are barren and inhospitable, where Orcs, Goblins
and other monsters constantly battle against each other.

SOUTH OF THE BADLANDS

To the immediate south of the Empire is the small
brigand-infested land of the Border Princes. This is a
dangerous region where renegades, dissenters and other
refugees from the settled lands face constant predation
from Orcs, Goblins and each other. Further south still are
the Badlands, dominated by fierce tribes of Orcs, and
beyond that lies the fabled Land of the Dead, the source
of much unrest in the world.

Between the Empire and the Dark Lands is a towering
mountain range whose peaks are so tall and so black that
for years beyond remembering Men held the view that
this 1r%st be the very edge of the world. In consequence

these are called the World’s Edge Mountains and, in
truth, they form the natural eastern boundary of the Old
World. These ancient peaks have been tunnelled, mined
and inhabited for many centuries by the Dwarfs, a strong-
minded and equally strong-armed folk whose endless
wars against the Goblins of the mountains are well
known even amongst Men.

THE EDGE OF THE WORLD

Listed above are the lands and races known to the
scholars of humanity, to the sages of the Dwarfs, and to
the wise amongst Elvenkind. To this font of common
knowledge the Elves could certainly add far more if they
did not guard their secrets so jealously. Doubtless too
there are many learned men who could make a shrewd
guess as to the further nature of the world and its perils.
Perhaps they would speak of the subterranean race of
Skaven and their gnawing and scheming beneath the
world, Maybe they would hint darkly at the threat from
the Land of the Dead and the ancient realm of its master
Nagash. Then there are the deeper and more sinister
secrets of Chaos and the hidden power of the north.

T 17







g M
W "3&\4 (A ‘




'm,g ROUGH GUIDE TO THE WARHAMMER WORLD % a0 (555

KINGDOM OF BRETONNIA

Great Ocean in the lands which comprise part of the

former domain of the Elves. Once the Plves built
ports and tall towers, palaces and pinnacles, to serve their
colonies in Old World. For a while they prospered, their
cities grew, and the inhabitants became wealthy as a result
of trade with the Dwarfs and primitive Human tribes.
When the Elves and Dwarfs went to war the land was
devastated by the opposing armies. Eventually, after many
long years of fighting, the Elves sailed back into the west
and abandoned the Old World altogether. The Dwarfs too
gave up on the land beyond the mountains, and so the
whole area was deserted and forgotten.

GILLES LE BRETON

With the disappearance of the Elves and Dwarfs, the land
was quickly overrun by Orcs, Goblins and the rough
Human tribes who were almost as brutal in those far off
days. For many hundreds of vears the area remained
divided between rival warlords, both green-skinned and
Human, until the time of Gilles of the tribe of Bretonni. In
his day the realm was united, and as one nation the
Bretonnians succeeded in defeating and driving out the
Orcs and Goblins. It is from this time that the Bretonnians
date the creation of their kingdom, some 977 vears after
the time of Sigmar and the founding of the Empire.

THE LAND OF VIRTUE

To this day the Knights of Bretonnia follow the chivalric
traditions established in the time of Gilles le Breton.
Gilles’ vision of the Lady of the Lake on the eve of battle
foretold of his holy purpose and ultimate destiny as king
of Bretonnia. Since then the warriors of Bretonnia have
pledged themselves to the service of the Lady of the Lake,
and sought to uphold the knightly virtues in her name. By
feat of arms a Knight may rise in esteem and become, by
degrees, one of those marked by the goddess for her

Bretonnia lies between the Grey Mountains and the

special honour. That reward is to drink, as Gilles le Breton
once drank, from the Lady’s Grail, as only those who are
pure in heart and deed can do.

THE KNIGHTS OF BRETONNIA

Bretonnia has grown into a powerful nation under the
guidance of its king, the Lady of the Lake, and the code of
honour under which its nobility conducts itself in peace
and war. There are no other men whose martial prowess
can equal the Knights of Bretonnia, dedicated as they are,
body and soul, to the pursuit of excellence. Indeed, it is
often said that the Knights of Bretonnia could conquer the
world were it not for their vows which bind them to
protect their own domain and shield the poor and
innocent from unwarranted hostility.

THE CRUSADES

Though a Knight's code of honour binds him to the
protection of his land and people, there are still times
when he finds himself bound for war in foreign lands.
When the Sultan Jaffar of Araby invaded the lands of
Estalia, the king of Bretonnia, at that time Louis the
Righteous, raised a mighty army pledged to free Estalia
from his evil grasp. During the Crusades which followed
not only was Estalia freed but the Bretonnian king took
the war to Araby itself and destroyed the empire of Jaffray.
Filled with crusading zeal the Knights tore down the
decadent palaces of the Sultan, burned many evil tomes
from his library, and flung down the dark idols from his
unholy temples.

THE LAST HOPE

Today the king of Bretonnia and his Knights form a
bulwark against the growing evils of Chaos and the power
of the Orcs, Goblins, Skaven and other monstrous
creatures that threaten Mankind’s survival. The
Bretonnians are protected by their honour and by their
strength of arms, and whilst they endure the [ands of Men
remain safe from peril. If the Knights of Bretonnia were
ever to fail in their sacred duties, then the Human race
would surely be doomed.
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World, the land was abandoned to the Orcs, Goblins

and savage Human tribes. In those distant times, the
fathers of Men were nothing but fur-clad savages, barely
distinguishable from Orcs in the eyes of the haughty Elves. It
was the Dwarfs who recognised the potential of humanity, first
as trading partners, but eventually as allies against the Orcs
that infested the land.

The Dwarfs taught the Human tribes the secrets of metallurgy
and swordmaking, and as a result of trade and further Dwarf
encouragement, primitive Men began to grow in strength and
ambition.

SIGMAR

The many Human tribes remained divided until the time of
Sigmar, the founder of the Empire and friend of the Dwarf
king Kurgan Ironbeard. It was Sigmar who rescued Kurgan
from the Orcs, and in honour of this valiant act the Dwarf king
gave him the great warhammer Skull Splitter. For ever after the
Emperor was known as Sigmar Heldenhammer and was
accounted a true friend of the Dwarfs, the greatest honour a
Dwvarf can bestow. Sigmar united all the warring Human tribes
under his rule and established the realm that is known today
as the Empire.

TURBULENT TIMES

Sigmar’s day was over two thousand years ago and since that
time the Empire has survived many long and arduous wars. It
has suffered Orc and Goblin invasions, the devastations of the
Vampire Counts, and the dreaded incursions of Chaos armies.
It has also endured periods of rebellion and anarchy within its
own borders.

In all that time there have been many weak and disastrous
Emperors, such as Boris Goldgather, and also many great
conquerors, such as Magnus the Pious.

When the High Elves left their great towers in the Old

Despite times of changing fortune, even during its long
periods of disunity and division, the Empire has always
maintained its sense of identity as one land and one people,
under the spiritual if not actual leadership of Sigmar, who is
now accorded the status of patron god of his ancient realm.

REALM OF MAN
Today the Empire is the largest and most powerful of all
the lands of Men., It stretches from the Grey Mountains
and the borders of Bretonnia in the south to the Forest
of Shadows and the land of Kislev in the north. Eastwards
it is bounded by the Sea of Claws and the wilderness known
as the Wasteland. Westwards the borderlands lie upon the
foothills of the World’s Edge Mountains.

Within the Empire’s boundaries lie dark forests, mighty rivers
and tall, forbidding mountains. For the most part these are
wild and untamed, the refuge of evil creatures and brigands of
all kinds. The real strength of the Empire lies in its sprawling
cities and the lesser towns and farms that lie under their
protection.

The Empire is a great commercial as well as military power,
whose cities prosper in a new age of enlightenment and
growth. In the busy markets, rich merchants jostle with
scholars, and dour warriors rub shoulders with skilled
artisans. In the deep harbours of Altdorf, ocean-going ships
unload cargoes from all over the world. Altdorf is also the
home of the Colleges of Magic, the foremost schools of sorcery
in the Old World, and of the Imperial Zoo, which maintains a
stable of many fantastic monstrous creatures.

THE EMPEROR’S ARMIES

The Emperor’s armies come from the widespread lands of the
Empire. As well as sturdy infantry and heavily armoured
knights, the Emperor can call upon the marvellous inventions
of the Engineers. These are men taught in the traditions of the
Dwarf smiths by Dwarf refugees driven from their mountains
and now settled in the Empire under the Emperor’s
protection. Huge cannons are forged in the city of Nuln,
whilst ambitious inventors work away at engines powered by
steam or alcohol and devices driven by clockwork.

THE AGE OF MANKIND

Mankind has grown and prospered greatly since the decline of
the Dwarfs and Elves. From humble beginnings Men have
raised mighty nations to equal the civilisations of the older
races. The greatest of these nations is the Empire, a land which
stands upon the dawn of a new age of exploration and
discovery. However, the growth and even survival of the
Empire is by no means certain, for there are many perils that
threaten its future, not least of which is the growing shadow
of Chaos in the north. Such perils must be faced and
overcome if Mankind is to flourish. But the greatest danger
lies within, for even inside the Empire there are those who
seek the aid of the Dark Gods of Chaos, who would trade the
freedom of Man for a brief taste of power. Indeed, the witch
hunters of the Emperor are kept almost as busy as the soldiers
of its armies.
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before the fathers of the Elves and Dwarfs knew of speech

or song, the world was visited by a race of travellers, Elven
legends dimly recall them as the Old Ones. They came from beyond
the stars by means of an inter-dimensional gateway which they
created above the north pole of the world. Their silver craft
brought the Old Ones to the world where they discovered the
ancestors of the Elves and Dwarfs, and secretly nurtured them,
teaching them the arts of civilisation, though to what end remains
a mystery.

THE MASTERY OF THE OLD ONES

The Old Ones built fabulous cities and temples away from the areas
inhabited by the growing races of the world. They raised their cities
in the lands known today as Lustria, on the western continent, in
the warm equatorial regions which best suited their alien
metabolism. They were the masters of the world in those days, and
perhaps the masters of the universe too. Their technical skills were
unthinkably advanced, their command of sorcery unparalleled.
Indeed, such was their knowledge that to them magic and science
were as one, blended into a single galaxy-spanning arcane
technology. Their polar gateway was a device crafted from this
technology, a portal between the very dimensions.

THE FALL OF THE OLD ONES

It is impossible to say what terrible disaster overtook the Old Ones
and destroyed the ordered world which they had created. Their
gateway, the source of all their arcane power, collapsed onto the
northern pole creating a region of seething energy, a wasteland
saturated in magical power, an open door into the dimension of
daemons and gods. This disaster initiated the Time of Chaos and
unleashed new and horrifying gods into the world. It made the
Realm of Chaos where Daemons and other things too mind-
destroying to consider dwell to this day.

The Old Ones and their deeds were forgotten. Their children, the
Dwarfs and Elves who they had placed on the ladder of civilisation,
survived the Time of Chaos and began to develop in their own
fashion. Man, the Old Ones’ newest and most vulnerable protege,
was left to learn by contact with the older races, remembering
nothing of their ancient contacts. In Lustria, the cities and
temples of the Old Ones gradually fell into ruin.

THE SURVIVORS /8
Although the Old Ones were gone, the lands of | §
Lustria were not completely emptied of intelligent
life. For the Old Ones did not come to the world
entirely alone. They brought with them their slaves

Many thousands of years ago, before the Time of Chaos,
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and servants. Of these creatures, the most intelligent were the
Slann. The Slann were the organisers and builders, the scientist-
sorcerers whose endeavours built the cities of Lustria and moulded
the world into a shape commanded by their masters. It was the
Slann Mage Lords who built the polar gateways and whose spells
maintained its integrity. It was the Slann who moved the whole
world closer to the sun to warm it, and who changed the shape of
the lands to create hydro-atmospheric stability. The Slann were
second only in understanding to the Old Ones themselves.

THE SLANN

From the beginning, the Slann were few in number and since those
days their number has dwindled. Their knowledge, the inheritance
of the Old Ones, has gradually been forgotten leaving a memory of
greatness and much superstition. Still, even today, the Slann are the
greatest wizards of the world. Though they do not possess the
power of their ancestors, they are more potent than the greatest of
the Elven mages.

The Old Ones relied upon the intelligence and sorcerous abilities
of the Slann, but they never used the creatures as warriors. Their
bloated toad-like bodies left them sluggish and vulnerable, and
lacking in aggression if not in cold-blooded malice. For their
warriors the Old Ones chose another race, though whether they
brought these soldiers to the world or whether they found them
and adapted them is not clear.

Perhaps the Saurus, as these reptiles are called, were the first race
cultivated by the Old Ones, an ancient race that never quite
developed to a stage satisfactory to the Old Ones. Saurus are
brutish creatures with slow minds that register little except a
simple, single-minded savagery. They can use straightforward
weapons but are unable to master more complex devices. In terms
of protecting the cities and temples of Lustria however, they were
just what the Old Ones needed.

SKINKS

The need for a more physically adaptable as well as mentally agile
workforce led the Old Ones to create a smaller race of Lizardmen
called Skinks. These were weaker than Sauruses, but capable of far
more tasks. They formed the mass workforce of the Old Ones as
they do the Slann today. Although physically weak compared to the
massive Sauruses, they are competent archers and riders.

In addition to the Slann, Saurus and Skinks, the Old Ones created
or adapted many other creatures of reptilian origin which they put
to use either as workers, beasts of burden or as warriors, The
creatures called Cold Ones were made as riding beasts to

carry Skinks. The gigantic Kroxigors were made as o

construction slaves, capable of carrying and ‘J_;rﬁf //L
e

placing massive boulders. Creatures of

the air were made that could ride the ;:@?\jf; 51
wind, and the Old Ones also fashioned :
huge monsters that were used to carry
heavy burdens over long distances.
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rcs are ferocious raiders and relentless warriors
Owhose constant attacks threaten to engulf the lands

of the Old World and plunge the entire continent Vs,

into a dark age of endless and unremitting warfare. Orcs
wage war with a single-mindedness that makes them
extremely dangerous, but fortunately for their enemies
much of their energy is expended fighting each other.
Goblins, although smarter than Orcs, are nowhere near
as warlike and prefer to avoid a fight unless their enemy
is severely outnumbered, badly wounded or looking the
other way (preferably all three). Goblins are cunning rather
than strong, and rely a great deal on their Orc cousins
when it comes to the serious business of fighting.

GREENSKINS
Orcs and Goblins, or Greenskins as they are often
called, are remarkable creatures in many ways. They
have a tough and waxy green skin, which becomes scabby,
gnarled and even tougher over time. Their blood varies in
colour from red to purple or black and is unusually thick,
pungent and sticky. They do not seem to feel pain to
anything like the extent that other creatures do, and it
takes a serious wound to stop an Orc from fighting.

TRIBES AND WARBOSSES

All Orcs and Goblins live in warrior tribes or
warbands. Some are huge with thousands of
individuals, while others number little more than a few
hundred warriors. Tribes are led by a powerful chieftain
called a Warboss or, if he is very powerful, a
Warlord. The more successful a
Warboss is the more Orcs or
Goblins will flock to join his
tribe. As the tribe gets
bigger the Warboss leads
it to fight bigger battles,
so he either becomes
more famous
still and his
tribe gets
even bigger
or he is
finally killed
and his tribe
breaks

ORCS & GOBLINS

apart..

It is common to find Goblins under the sway of Orcs. In
many cases these subservient Goblins are more than happy
with their lot, because it gives them a chance to complete
any plundering, thieving and despoiling that the Orcs
forget to do. Every Goblin knows that Ores are good
fighters, certainly better than Goblins, so it is a good life
being in an Orc tribe even if their masters treat them
harshly and eat the odd straggler.

ORCDOM

Orc and Goblin tribes live all over the Old World in areas
which are sparsely inhabited or where humans cannot
survive at all. They also live on the boundaries of the Old
World in the lands to the south and east, and it is in these
areas where they are most prolific. If there can be said to
be an Orc homeland it is probably the area between the
southern World’s Edge Mountains and the Black Mountains
known as the Badlands, and the foothills of the World’s
Edge Mountains between Blood River and Black Fire Pass.
These areas are infested with Orc tribes, and the adjoining
Human lands of the Border Princes are little better,
although fortified Human settlements maintain the
presence of men on the very edge of civilisation. There are
also many Orcs and Goblins inside the Old World,
especially in the high mountain passes and deep forests
which are virtually impenetrable to Humans.

GREENSKIN RACES

Orcs and Goblins live all over the world and some have
adapted their way of life to suit. For example, the Goblins
who live in the underground ruins of the old Dwarf empire
are called Night Goblins and wear dark cloaks to protect
them from the light of day. Forest Goblins live in the forests
of the Empire where they harness and ride giant spiders.
Other Goblins live in the plains and ride fierce wolves. Orcs
too have adapted to different ways of life. Savage Orcs are
barbarous cousins to the Orc race, spurning armour and
ironwork altogether and taking to battle daubed in bright
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paint. Black Orcs are the largest and most powerful of
their kind and are often found as leaders amongst other
Orec tribes.

ORCS

While some Orcs are no taller than a man, most are
substantially larger and the biggest Orcs stand well over
seven feet tall. They are also very broad with big, deep
chests, massive shoulders and long, powerfully muscled
arms. Orcs have large heads with huge jaws but tiny
foreheads behind which lurks the thick bone of an Orc’s
skull and not very much else.

Despite their apparent lack of intelligence, Orcs are not
stupid, they are simply limited in the way they think and
act. Whilst not the deepest thinkers in the world, neither
are they doubtful or divided. When an Orc wants to do
something he simply does it, where a Human might waste
hours weighing the pros and cons.

Single-mindedness is one of the Orcs’ greatest strengths,
especially as they enjoy fighting more than anything else.
When they’re not actually at war, Orcs spend most of their
time fighting each other to establish rights of leadership.
Orc leaders are known as Boss Orcs, but even Boss Orcs
fight amongst themselves to decide which of them is the
overall leader. This means there are innumerable layers in
the Orc pecking order, from Boss to Big Boss, Warboss
and Warlord.

A Warlord is an Orc who has established total supremacy
over his rivals (having either killed and eaten them or
driven them away) and now leads all the tribes in glorious
conquest over puny races such as men. An Orc’s life is
therefore spent in constant battle either with his fellow
Orcs or against some worthy opponent. This is regarded
as a good thing by Orcs, who are universally content with

their lot, ultimately happy to meet their end in battle so
long as they get the chance for a good fight.

GOBLINS

Goblins vary in size but are typically smaller than Orcs or
Men. They have quick, nimble fingers and a tenacious grip
ideal for strangling small animals and sleeping rivals.
Goblins have small, shifty eyes and keen eyesight
particularly in the dark. They are extremely noisy and
garrulous where Orcs are inclined to speak slowly and
infrequently (believing that a determined glare and
a display of fangs to be the best way of making your
point).

Goblins are more intelligent than Orcs and love nothing
better than trading and bartering with their slow-witted
relatives — basically because they always come off better.
Many Goblin tribes are partly nomadic, moving from plain
to forest, or along the river valleys and in between the
mountain passes where they buy, sell or steal things that
they can re-sell later on. Goblin tribes are often
accompanied by huge caravans of scrap metal, captured
monsters in crude wooden cages, or even men, Dwarfs or
Elves that they have trapped and enslaved.

Outriders mounted on huge slavering wolves patrol the
area to the tribe’s front, probing for enemies and scouting
out small settlements that can be raided and pillaged.

Some Goblins become very wealthy by trading in this way.
Goblins like to show off their wealth. A really successful
Goblin trader wears countless rings, ornamental daggers,
swords, and the biggest helmet he can uncomfortably
balance on his head. Others spend their ill-gotten gains on
fast chariots which they race against each other, trying to
outdo their rivals by having the fastest or flashiest
machine.
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THE REALM OF THE HIGH ELVES

continent surrounding an inner sea. The island is formed

from a high and uninhabitable mountain chain, bounded on
both inner and outer coasts by narrow wooded plains. Only at one
point is the circle broken, at the mighty sea gates of Lothern, the
greatest city in the world. Here the mountains are cleft as by a
gigantic axe stroke, and here the Elves long ago embattled the
towering cliffs to build the most formidable fortress in the world.
None may enter through that gate without the leave of the Lord of
Lothern, and to this day no man has passed into the secret realm
within, or at least none have returned to report their passage.

THE NOBLE RACE

Elves are tall, bear themselves nobly, and are proud and handsome
in appearance. They have a slim, elegant build but are, none-the-
less, deceptively strong and agile. Elves are pale skinned and for the
most part have dark or grey hair, fine features and penetrating eyes
all of which combine to give the impression of intelligence and
wisdom. They are the most long-lived of all the mortal races and
they were the first to raise cities.

THE GLORY OF ULTHUAN

The Elves have a continuous history of cultural and creative
endeavour which extends over many thousands of years. Their
cities are glittering monuments to their enduring intellect and
impeccable taste. In the city of Lothern impossibly tall and needle
thin towers soar into the sky, joined by bridges like arcs of glass,
feats of architectural accomplishment beyond anything imagined by
Men or Dwarfs. In Lothern’s sweeping amphitheatres the greatest
bards in the world sing of ancient days, whilst the finest musicians
in Ulthuan pluck at elegant Iyres or play upon tiny bells of silver
and gold. The Elves have a right to be arrogant when dealing with
other races, whose settlements would not serve the beasts of
Ulthuan, and whose songs and music are a crude cacophony of
noise in comparison to that of the Elves.

The Elven kingdoms of Ulthuan lie in a circular island

THE ELVES AT WAR

Though the Elves are the oldest, most refined, and most subtle of
all races they are also amongst the greatest warriors, They are
masters of the arms they bear, especially of the bow and lance.
Their weaponry is finely made and beautifully crafted, adorned
with rare and valuable gems. An EIf army arrayed for battle is an
awesome sight made all the more impressive by the undoubted
fighting skills that lie behind their glittering ranks.

MASTERS OF SORCERY

The High Elves claim to have learned their magic in the dark past,
from the ancient race of Old Ones which has since disappeared
from the world. Over the centuries the High Elves have perfected
their sorcery. The High EIf mages are mighty spellcasters whose
fiery blasts and awesome energies have won them many battles. In
years past the Elves taught their magic to men, although the Elves
far surpass the wizards of the Old World in their skill and
knowledge.

THE AGE OF EXPLORATION

The Elves are the greatest sailors and explorers in the whole world. .
Their ships sail from Cathay in the east to Lustria in the west, from
the Southlands to the Old World and beyond into the cold land of
Norsca. In ages past they established colonies in the west and east.

In the Old World they discovered the Dwarfs, and the fathers of
Men, and built cities along the coasts for their ships to harbour in.
The swift ships of the Elves were busy indeed, carrying Dwarf gold
and precious stones back to Ulthuan, returning with rare woods,
silk and exotic wares from the far west.

WAR AGAINST THE DWARFS

While the Dwarfs burrowed and mined beneath the mountains, the
Elves raised tall towers amongst the forests, and both races
prospered. Given the very different natures of the two races it was
perhaps inevitable that this state of harmony did not endure for
long. When war came it lasted for many centuries and became the
cause of much bitterness.

Even today the Dwarfs hold a deep and irredeemable grudge
against the Elves for their part in the war. The Elves themselves gave
up the struggle long ago, and turned to other things. They
abandoned their colonies and sailed back to Ulthuan where their
own realms were endangered by civil war. A few remained behind
in the forests of Loren where their descendants became the kindred
of Wood Elves who live there to this day.
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Ulthuan centuries ago and now live in the northern regions of

Naggaroth, the bleak Land of Chill. Dark Elves, or Druchii as
they are called in the Elf tongue, are close kin of the High Elves and
in appearance they are pale but otherwise almost identical,

MASTERS OF DARK SORCERY

The High Elves are the greatest wizards in the whole world, and the
Dark Elves are also a race touched by magic power. Whereas the
High Elves take great care to protect themselves from dangerous
magical energies, especially Daemons, the Dark Elves long ago
embraced the Dark Gods of Chaos. The natural magic powers of
Elves and the unnatural vitality of Chaos are mated together in the
Dark Elves, so that they have become the masters of dark sorcery.

BLACK TOWERS OF NAGGAROTH

The Dark Elves live in six heavily fortified cities, their innumerable
black towers rising like pinnacles of ice from the cold, hard rock of
Naggaroth. The surrounding landscape is bleak and unwelcoming:
bare rock and poisoned blackwater streams, with dark forbidding
pine forests to the south. Of their six cities the largest is Naggarond,
the Tower of Cold, where the greatest and most evil of all the Dark
Elves, Malekith the Witch King of Naggarond, holds court. Few
mortals have ever seen this sinister sorcerer, and his body is said to
have changed beyond recognition over the untold centuries of his
unnaturally long life. His original Elf form has been corrupted and
altered by the magic of Chaos for which it forms a mortal vessel.

The Witch King is master of the cities of Naggaroth: Ghrond the
North Tower, Clar Karond the Tower of Doom, Hag Graef the Dark
Crag, Har Ganeth the City of Executioners, and Karond Kar, the
Tower of Despair. All these cities are dark and evil places, steeped
in death and agony Their black dungeons are crammed with
captive Daemons and unfortunate mortals whose wailings fill the
air and whose moans seep through the thick walls of the high
towers, saturating the place with pain and despair. At the tips of
these towers, soaked with evil and doom, the sorcerers of
Naggaroth cast their malign magic over the world and consort with
the darkest Daemons of Chaos.

NEMESIS OF THE ELVES

The greatest enemies of the Dark Elves are the High Elves of
Ulthuan. Dark EIf armies set off from the harbour of Har Ganeth in
their huge Daemon-infested ships, sailing west over the Sea of
Grudges to the Old World and south through the Straits of Rhinasha

The Dark Elves were driven from the Elven homeland of

THE DARK ELVES

towards Ulthuan. When they reach their objectives the Dark Elves
rampage and destroy as much as they can, often burning and
looting whole cities before retiring with their plunder back to
Naggaroth. Many of their raids are undertaken for captives: Men,
Elves or other creatures, to be taken back to the dark towers.

Few have ever escaped from slavery at the hands of the Dark Elves,
and fewer still speak of their captivity. Such tales as are known tell
of the haunted dungeons of the Witch King, living sacrifices to the
Chaos Gods, and souls burned up to fuel the sorcery of Naggaroth.

ARMIES OF THE WITCH KING

Dark EIf armies are mobile and well armed. Many carry the deadly
repeater crossbow which shoots a hail of small barbed arrows.
Others ride captive beasts, including gigantic scaled reptiles called
Cold Ones. These creatures are hunted down and captured in the
caves and tunnels beneath Hag Graef where many strange,
ferocious creatures live. Dark EIf women are just as deadly as their
menfolk, and are equally adept warriors, fighting alongside the
men in battle. The wildest of all are the Witch Elves — a warrior
sisterhood devoted to the Chaos God Khorne who they call Khaine
Lord of Murder. They are the most cruel of all the Dark Elves and
the most bloodthirsty. After a battle they choose victims to sacrifice
to Khaine and bathe in cauldrons of blood, renewing their dark
pact with the Lord of Murder.

NIGHT OF THE HAG QUEEN

Witch Elves live in the temples of Khaine under the glowering eyes
of their Hag Queens. The Hag Queens are extremely ancient, and
once a year they take part in the riotous celebrations of Death Night
when the Witch Elves prowl the streets and steal away any Dark
Elves they find, sometimes breaking into houses to take petrified
inhabitants away for sacrifice. On Death Night the Hag Queens
bathe in blood to restore themselves, at which time they are the
most enchanting and voluptuous of all Elves, their strangely
cadaverous beauty more powerful and captivating than any magic.

Over the year the Hag Queens revert into the haggard crones they
really are, until Death Night comes round once more and Dark
Elves hide in their homes, listening to the revelry and evil laughter
of the midnight celebrations of the

Witch Elves. The Witch Elves also
steal away some male children to
raise in the temples of Khaine to f
be assassins,

and these are
probably the

most deadly [
and evil Dark %,
Elves of all,
the masters
of the art of
death.
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he Dwarfs live deep beneath the mountains in mines and halls
carved by their own hands from solid rock. In ages past the
Dwarfs prospered and their settlements grew into flourishing
underground cities. The most important of these were built in the
World’s Edge Mountains, the long chain of mountains that runs
from the north of the Old World far into the Southlands.

In ancient times this Dwarf Empire was connected by underground
roadways as broad as three fully-laden wagons. Dwarf ballads tell of
the wealth of those days, of gold and silver dug from the
mountains, of fabulous jewels won from the rock, and of the
precious stones, marble, onyx and jade, that adorned the glittering
halls of the Dwarf kings.

DECLINE AND FALL

Sadly those days are long gone, though they are recalled fondly by
the Dwarf bards in the stone halls of the strongholds that still
remain, The sagas reveal little about the fall of the Dwarf Empire.
but clearly their cities succumbed one by one to the Goblins from
above and Skaven from below. Today only a fraction of the Dwarfs’
old underground empire remains. The Dwarfs are few and their
wealth is much reduced compared to former times. Still, they
remain a proud and defiant people, as grim as the mountains and
as hard as the rock itself!

AGE, WEALTH AND SKILL

Dwarfs are immensely strong and resilient, broad in the shoulder,
wide in the girth, with broad hands and feet. They are stubborn,
with a practical turn of mind. Dwarfs are said to respect three things
above all else: age, wealth and skill.

Unless slain in battle, Dwarfs live to a very great age. A Dwarf’s age
can be deduced by the length of his beard. The oldest and wisest
Dwarfs have silver beards many yards long. These are worn
wrapped round the Dwarf’s belly and still trail behind him if they
are really long. Respect for age extends to all aspects of Dwarf
culture, where ancient workmanship is held up as an example of
achievement, and where weapons may be reforged time and time
again.

The second thing that Dwarfs respect is wealth. Hoarding wealth is
a great passion amongst them, and no Dwarf feels secure unless he
has a substantial hoard he can pass on to his descendants. The
hoards of some Dwarf Lords are of immense proportions and
antiquity. Rumours of this wealth have driven ambitious armies to

DWARF REALMS

the gates of the Dwarf strongholds, where most of their bones still
lie. But not all attacks have failed and some Dwarf strongholds have
fallen to Orcs, Goblins or Skaven. The precious Dwarf hoards have
been lost or scattered across the world.

The third cornerstone of Dwarf values is their superb
craftsmanship. Dwarfs take pride in their work, whether it is
making a tunnel, or carving some tiny gem. They are good at
making small, intricate things, and all they do is accomplished in a
painstaking and thoughtful manner. Dwarfs hate to see rough work,
and everything they make is always built to last. Curiously enough,
in the Dwarf language the word for shoddy or bodged work is umgi
which literally means ‘man made’.

Dwarfs always keep their word. They have a very rigid sense of
pride and honour. If a Dwarf makes a promise he will remember it
and keep it, and he will also honour a promise made by his
ancestors no matter how long ago it was given. To break faith is the
worst possible kind of dishonour to a Dwarf. A broken bond will be
bitterly remembered, leading to determined acts of vengeance and
vendettas which may last for centuries. Great breaches of faith
against the Dwarfs of a particular stronghold are recorded for
posterity in a Book of Grudges, a huge tome carefully maintained
by the stronghold’s Dwarf Lord and constantly updated.

THE DWARF REALMS

There are surviving Dwarf strongholds throughout the World’s
Edge Mountains, although in past times there were many more and
they were substantially larger. Those that remain are beleaguered
fortresses, beset by Orcs, Goblins, Skaven and other evil things.
Such holds include Karak Kadrin, or Slayer Keep, which overlooks
the famous Peak Pass much travelled by merchants from the Empire
and Kislev and one of the main paths between the east and the Old
World. Zhufbar to the south stands by the cold Lake Varn and has
had a long and bloody history, being overrun by Goblins and
subsequently recaptured with help from Sigmar, the first Emperor.

The largest and most important Dwarf stronghold is Karaz-a-Karak,
whose name means Everpeak. This mighty and
populous city is the ‘ancient capital of the
entire Dwarf realm and the stronghold of
the High King of the Dwarfs. This city
lies at the spiritual heartland of the
Dwarf race. It is where the Great
Book of Grudges and Book of
Remembering are kept,
and where the temples
of the Dwarf gods
Grungni, Grimnir and =
Valaya are situated. All
Dwarf strongholds have
long and noble
histories, and it would
be impossible to
describe them all here,
Each is an
independent
kingdom, but
all hold
ultimate fealty
to the High
King of ,
Karaz-a- pnre
Karak. g
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KARAK AZUL is known as Iron Peak and is one of the last holds of the south to remain in Dwarf hands. Its {
people are mighty warriors and its smiths forge some of the best weapons in all the Dwarf realms.
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-‘ag 7110 can say when or how the power of Chaos first rose like
a shadow over the world? Even the Mages of the High Elves,
wise as they are, remain uncertain of the events that
spawned the greatest threat to mortal races. Speculation on the
matter fills shelf upon shelf in the great Tower of Hoeth in the
kingdom of Saphery in Ulthuan.

According to Elf legend there was a time before magic, when even
the fathers of the Elves knew nothing of language or civilisation,
roaming the forests of Avelorn like wild beasts. Then the Old Ones
came and taught the Elves the secrets of speech and song. They
came from the stars in silver craft, through an interdimensional
gateway above the northern pole. Through this gateway the Old
Ones travelled from star to star.

It was the Old Ones who brought magic into the world, drawing it
down through their gateway and fashioning it into spells and
arcane devices. The Elves were quick to learn the arts of civilisation
including the manipulation of magic itself. At first their power was
weak compared to the Old Ones who, it is said, could summon
forth Daemons and the very gods themselves to do their bidding.

THE TIME OF CHAOS

Sudden and unexpected catastrophe destroyed the Old Ones. Their
gateway was to prove their downfall, perhaps because its
mechanisms failed or maybe because it was breached by some
enemy. It collapsed upon the northern pole and engulfed the world
in shadow. Dimensions once distinct were thrown together in an
unholy conjunction of magic and matter. Creatures trapped within
were warped and distorted and the lands were twisted into new
and insane forms. It is said that time itself was destroyed. The Elves
refer to this earth shattering event as the Time of Chaos.

The Realm of Chaos is the name that mortals give to the polar
region of shadow. To mortals it is the abode of gods and Daemons.
To those who are most knowledgeable it is the source of all magical
power, for raw magic leaks into the world through the ruined
gateway, flooding the land with its transmuting energy. Slowly
the magical energy changes the creatures of the world, twisting
their minds and bodies, and creating mutants of extraordinary
power.

GODS AND DAEMONS

The Realm of Chaos is inhabited by creatures formed from magical
energy rather than physical matter. These gods and Daemons
require a magically saturated environment in which to live, and for
this reason are imprisoned within the boundaries of the Realm of
Chaos. They can be brought into the world by means of a spell
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which creates a short-lived magical field for them to inhabit. At
times the Realm of Chaos itself expands like a great tidal wave,
enabling Daemons to move south.

There are Daemons of many kinds both great and small. It is said
that Daemons take form from dreams, and in this way mortal
nightmares have created both Daemons and gods. If all gods exist
in Chaos, only four are accorded the title of Chaos Gods: Khorne,
Nurgle, Slaanesh and Tzeentch.

These four are brothers and rivals; each wishes to make the world
his own, yet none is strong enough to accomplish this alone. Their
goal is to build up magical energy so that they can dispatch their
Daemons into the world to conquer and possess it. Several times
the north has erupted into darkness, armies of Daemons have
descended upon the land. Long and terrible battles have been
fought to drive back the creatures of shadow and break their power.
So far the world has survived - but whether it can continue to
endure is doubtful, for the forces of Chaos grow stronger every day.

MORTAL ARMIES OF CHAOS

The magic that seeps from the Realm of Chaos affects all living
things in the world. In the northlands, where the Realm of Chaos
lies closest and its influence is strongest, many-headed beasts or
even more horrible mutants roam the land: multi-limbed
monstrosities, horned and cloven-hoofed halfmen, many-eved
beasts, and things that breathe fire and rank gases. The unfettered
transmuting power of magic causes change — though what form
such change might take is always uncertain.

Further south the effect is less, partly because magic is weaker and
partly because men hunt down and destroy mutants. Mutant
children born in the Empire are exposed at birth or left in the
woods to die. None marked by Chaos are permitted to live
alongside true men. In Ulthuan the power of the Elven Mages
drains away the corrupting power of Chaos by means of a great
vortex centred upon the Isle of the Dead.

Despite these precautions there are many who are touched by
Chaos in hidden ways, especially amongst the race of Men who
seem strangely vulnerable compared to other races. There are those
amongst mankind who have been given potent gifts by the random
mutating effects of Chaos. Outwardly they are normal, but within
their bodies they harbour a secret power. Some have ordinary
human abilities magnified to an incredible degree, possessing
extraordinary intelligence, ambition, strength of mind or
charismatic powers of leadership. Others have hidden powers of
perception, strength or resilience. A few have abilities even
stranger, and can breathe flame or are able to mesmerise or kill
with a gaze. Men of such power must conceal themselves or be
driven out by the witch hunters and priests.

CHAOS CHAMPIONS

There are men who make a binding pact with the Chaos Gods and
in doing so open up a channel of energy between their own minds
and the power that resides in the Realm of Chaos. By this means
these Champions of Chaos hope to develop their own powers
further, to become great leaders, warriors or sorcerers., Some
willingly join the conquering armies of Chaos and hope to one day
sit amongst the gods and rule a world of shadow and sorcery. There
are many now who see the triumph of Chaos as inevitable. Amongst
the cities of the Empire hidden cultists recruit new followers. In the
wastes Champions gather mutants to their cause.

Out in the Northern Wastes and deep in the heart of the Empire’s
forests the followers of Chaos prepare for war. They test their
strength against the monstrous creatures of those regions, against
the Orcs and Goblins, and against each other. Hundreds of small
warbands wander the northlands, plundering outlying Human
settlements and occasionally raiding the territories of Kislev, Norsca
and the Empire. As their power grows stronger, Champions gather
more followers, and lesser Champions join them, and in this way a
dark army grows within the heart of the Old World.
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WOOD ELVES

he Wood EIf realm of Athel Loren in the heart of the
TLoren Forest is all that remains of the once

numerous Elven colonies of the Old World.
Thousands of years ago when the Elves and Dwarfs
fought their long and bitter war, most of these colonies
were destroyed. Many proud EIf cities fell into ruin,
including the great port of Tor Alessi where the
Bretonnian city of L'Anguille now stands.

THE PARTING

The Elves left the Old World to face new troubles at
home, in the land of Ulthuan where civil war was brewing
between the High Elves and the Dark Elves. However, not
all the Elven colonists abandoned their homes, a few
refused to do so, and retreated instead into the vast
forests of Loren.

THE PEOPLE OF THE WOOD

Wood Elves are physically identical to their cousins the
High Elves. They are tall, graceful in all their movements,
and extremely agile. The bow is their principle weapon,
although they are not afraid of hand-to-hand fighting as
they are very skilled warriors. They prefer not to wear
much armour, so they can move as quickly as possible
through the dense woods. Over the centuries they have
grown into a distinct and independent people. They have
relinquished all former ties with Ulthuan and its Phoenix
Kings, and have chosen to tread their own path of
wisdom and natural lore.

Today the Wood Elves shun contact with other races and
show no mercy to those who invade their woodland
realm or who cause malicious damage to its ancient trees.
The Elves have grown to love the trees and the
woodlands, and have learned to live alongside the spirits
of nature and the magical principles of the land. They
have distorted the space around their realm by means of
strange enchantments, so that it is almost impossible to
enter Athel Loren without the leave of the Wood Elves
themselves. Any who wander unwelcome into the
greenwoods soon meet with an untimely end, and few
that enter with malicious intent ever leave alive.

THE ELVEN GODS

As they took to their new lives the Elves built shrines to
the ancient Elf gods Kurnous and Isha, the wild hunter
and the earth mother. The mages discovered places in the
forest where magic was strongest, and there they set
stones to fix the magic and contain it safely. As the Elves
made new shrines and uncovered new sources of magic
the forest itself seemed to respond, as if the primeval
spirits were being called forth from trees and stones.

THE KING AND QUEEN IN THE WOOD

From the oldest tree in the forest, the Oak of Ages, came
forth the King and Queen in the Wood to rule over the
Elves. In the outside world stories began to circulate of
the magical realm of the King and Queen in the Wood,
gods made flesh to rule over the land of Athel Loren. Few
dared to enter the woods, whilst in far away lands the
very name of Loren was enough to conjure images of
sorcerous deception and mystericus power.
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THE UNDEAD

n Undead army is a horrific thing to behold -
Ahordes of dead walking resolutely forward,

bones rattling, dry flesh creaking, corroded
wargear scraping and clanking. The smell of death
hangs over the army like a cloud of contagion, the air
is full of grave dust and the resinous smell of
mummified flesh. Spirits prowl like shadows amongst
the ranks: powerful Wraiths, insubstantial Ghosts and
Wights plucked from their stony tombs. The skies
darken with the tattered wings of Carrion and the earth
shakes under the tread of Skeleton Warriors, Zombies,
Mummies and other repulsive Undead creatures.

RESTLESS LANDS

It is scarcely any wonder that the dead do not rest
easily in their tombs. The Warhammer world is steeped
in magic and everywhere there is magic, there is the
power to change and undermine nature. In places
where sorcerous power is inexplicably strong there are
many Undead creatures that roam at night or gather
into the cold comfort of their tombs. In the Southlands,
such a place is the Land of the Dead, the ancient realm
of Nehekhara. In the Empire, the province of Sylvania
has an evil reputation and in ages past its Vampire
Counts waged war against the rest of the Empire. Then
there is the cursed city of Moussillon, the Zombie-
haunted swamps of Skavenblight and the ancient tombs
of the Grey Mountains. The Barrow Hills of the Border
Princes is a land of dread that all living creatures avoid
where possible.
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LORDS OF DEATH

Throughout mankind’s history there have been
Necromancers, Vampires and Liches who have called to
arms great armies of Undead. There is none more
powerful than Nagash the Supreme Lord of the Undead,
who rests today within his sarcophagus in Nagashizzar,
the deadly master of an evil empire that stretches into the
Old World and beyond. It was Nagash whose great spell
of awakening brought many foul creatures from their
graves, including the dread Tomb Kings of Khemri. But
there are others who have striven to overthrow the living
world and make themselves its undisputed lord in death.
Lichemaster Heinrich Kemmler led a horde of

Skeletons, Zombies, Ghouls and Wraiths that
poured down from the highlands of the
Grey Mountains destroying all in their

o wake. Arkhan the Black rose from his
tomb to crush the enemies of his master
Nagash, and for many long years

harried the Southlands in the Wars of Death.

- ¥ Y Wy
fj\%n that dread desert, bmeatb the
meon's pale gaze, the dead men
walk. They baunt the dunes in g
that breatbless, windless night. ‘
| They brandish their weapons in
mocking challenge to all life, and,
} sometimes, in ghastly dry voices, !
like the rustling of sere leaves, 4
\ they whisper the one word they ‘4
remember from life, the name of
their ancient, dark master. They |
whisper the name Nagash. "
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KHEMRI is the b1rd1pla(,e of
Nagash and was the mightiest of
the ancient Nehekharan cities.
Nagash seized control of Khemri
© and set about conquering the
rest of the land. Today the city

. teems with unquiet spirits and

' the restless dead, who wander
mindless about its deserted

L. streets, under the baleful shadow ™
of the Black Pyramid of Nagash.
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DESOLATION OF NAGASH is a
parched desert littered with the
wind-polished bones of a forgotten
army that fell in battle against Nagash |
centuries ago. On certain nights it is

said the restless spirits of the slain f\‘
cursed by Nagash to remember their ;‘4
failure every time the full baleful

glow of Moérrslieb is seen in the sky.
Such is the fate of those foolish

. enough to believe they can storm the
. gates of Nagashizzar.
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THE SKAVEN

n the distant
past, rats
infesting some
decaying ruin
are thought to
have fed upon a
mighty source of
magic power. This
power was a substance
called warpstone —
solidified
fragments of
raw sorcery
formed during
the Time of

: . - Chaos. Under
its unwholesome influence the vermin mutated, growing
in size and intelligence into the vile Skaven.

SKAVENBLIGHT

The Skaven quickly spread across the world, establishing
settlements in the sewers beneath unsuspecting cities and
invading underground strongholds from below. They have
created a vast and intricate web of tunnels that spreads
across the world. An equally complex network of spies
and agents informs the Skaven of their enemies’ plans. At
the centre of the web lies the capital of this under-empire,
the vast, sprawling city of decay called Skavenblight. This
most secret and vile of places lies deep in the treacherous
marshes of northern Tilea.

With their heightened intellect and humanoid bodies the
Skaven have learned to use warpstone to fuel their
corrupt sorceries and to create weapons of awesome
power. Warpstone is vital to the Skaven, they depend on it
to feed and drive their civilisation — it forms a vital part of
their foul ceremonies and the worship of their god, the
Horned Rat.

THE UNDER-EMPIRE

The insidious spread of the Skaven continues tirelessly
and unceasingly, gnawing at the roots of civilisation like a
cancer. They seek to bring corruption and decay to the
Old World, causing the downfall of all civilised races so
they can feed on the ruins and dominate all living
creatures. The Skaven under-empire spreads apace and
the Horned Rat grows in power every day — though for the
most part he sleeps, awaiting the call from his children
that will awake him and bring him down to the world of
mortals to feed upon their decaying flesh.

When the Horned One rouses, the Skaven erupt into an
intense period of warfare and strife, laying waste to towns
and cities in an orgy of destruction. In these times not
only do the Skaven wage war upon other races but among
themselves as well: the slow, the weak and the foolish are
set upon and torn apart. The Skaven race purges itself of
its weaker members and makes slaves of the defeated.

SKAVEN CLANS

The Skaven are divided into clans of which the Warlord
clans are by far the most populous. Each Warlord clan has
a pecking order ranging from the lowliest weakling slaves
to the most powerful warriors, and ultimately to the
Skaven Warlord, who is the cruel and cunning master of
the entire clan.

Life for all Skaven is marked by constant squabbles and
fights for supremacy. These individual clashes are fought
with tooth and claw or knives. There are few fatalities but
nearly all Skaven are scarred from these fights, many
having lost an ear or eye. Skaven crippled in fights can
expect only to be summarily dispatched by the victor.

Skaven have many slaves, many of them Skaven beaten in
combat, but some are other races defeated in battle. Slaves
occupy the most miserable position in Skaven society,
often being used in dangerous experiments or as cannon
fodder in battles. Their lives are brutish, painful but
mercifully short.
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THE RULE OF THE STRONG

Within the greater clan structure the story is the same:
weaker clans are dominated by stronger ones and any
which become vulnerable are quickly enslaved by their
peers. The four most powerful clans are Clan Moulder,
Clan Eshin, Clan Skryre and Clan Pestilens. These Great
Clans are the masters of the Skaven and the rulers of
their under-empire, and have complete ascendancy over
the struggling mass of the ordinary Warlord clans.

Each of the Great Clans has its own weird armaments
and foul methods of waging war. Clan Moulder are
powerful beastmasters, and use warpstone to mutate
breeds of ferocious fighting beasts. Clan Eshin are feared
as assassins and stealthy murderers, active within and
under the cities of man. Wherever there is squalor the
adepts of Clan Eshin can be found, poisoning human
food and water supplies and stirring up the rat packs.
Clan Skryre are known as the Warlock Engineers, masters
of the insane blend of magic and science which has
produced, amongst other things, the dreaded warpfire
throwers and the equally devastating poisoned wind.
The Clan Pestilens are also known as the Plague Monks.
They are disciples of disease and dedicate themselves to
spreading pestilence and plague with morbid energy.

THE THIRTEEN LORDS OF DECAY

All the Skaven clans are ruled over by the Thirteen Lords
of Decay. These include the leaders of the greatest cities
and fortresses of the Skaven as well as some who lead a
reclusive life studying the ways of magic and death.
There are twelve, rather than thirteen, Skaven Lords of
Decay, the full number being completed by the Horned
Rat himself.

The Council of Twelve meets together occasionally and at
other times maintains contact via magical means.
Between them they coordinate the activities of all the
Skaven across the world and spread the word of their
master the Horned Rat. It is said that any Skaven can
challenge one of the Lords of Decay and gain a place on
the Council of Twelve by defeating him, but it is also said
that the current Lords of Decay have held their positions
for over four hundred years.

SORCERY

The mysterious Skaven known as the
Grey Seers are the servants of the Lords of
Decay and carry their instructions to the
clans. There are many Grey Seers and
they occupy an elevated position amongst
the Skaven, concerning themselves solely
with the most important of matters. Grey
Seers are sorcerers of great power, using
warpstone to boost their magic powers,
and may be found leading hordes of
Skaven clans into battle.

On the battlefield Skaven rely on weight
of numbers and potent magic to
overcome their foes. Regiments of Clanrat
warriors wearing dark, ragged clothing
and scavenged armour swarm forward in
a squeaking, chittering tide supported by
the insanely dangerous warpstone
weapons of Clan Skryre and the mutant
beasts of Clan Moulder. The Clan Eshin
ambush unwary foes and the frenzied
Plague Monks squeak their devotion to the Horned Rat
as they hurl themselves into the foe.

Individual Skaven warriors are vicious but cowardly
creatures, preferring to strike their foes from behind or
as they sleep, but in large packs or gangs they can be
driven into a fanatical state which makes them oblivious
to casualties and danger. In such a state they are virtually
unstoppable. Skaven armies, when they appear openly,
are always massive in size and often overwhelm their
enemies by sheer weight of numbers.
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W'arbdmmer Regiment Sets are the best way to collect Many sets also have ‘extra parts like gravestones,

VY or add to a Warbammer army. All of the Regiment mushrooms or even rais! ~ y AR
Sets are Core units so they will form the basis of your Each set in the range includes the parts to build a Leader,
army. Each set contains a variety of plastic legs, torsos, Standard Bearer and Musician model. As all the models
arms, heads and weapons along with lots of optional are made up of multi-part plastic components,
parts like extra weapons, shields, cloaks and pouches. converting couldn't be easier. In fg,;-i' many parts are
This allows for a great variety of poses and detailing, interchangeable with those of other Regiment Sets.

EMPIRE KNIGHTLY ORDERS
There are many Knightly Orders in the Empire. The
most famous Orders are the Reiksguard, the Knights
Panther and the Knights of the White Wolf. The

~ Knightly Orders set gives you enough models and
Iy bits to make a regiment of any of the above Orders,
e % :))t;.c;iryou like you can invent your own Knightly

e ﬂﬁ»\‘\ The Empire Knightly Orders Regiment Set
L v, b | contains:
o L Miwwo 8 Knights (including parts to make a Champion,
ot : Standard Bearer & Musician).

(Left) A regiment
g of Knights
Panther,

,;r‘ (Right) A
S regiment of

P Reilsgucrd
.ﬁﬁ »7 Krights.

EMPIRE SOLDIERS

The armies of the Empire are professional, well-
disciplined and led by some of the finest generals in
history. A typical Empire army is based around units

& g Tt : . ; A
w _"_.__ﬂ,,.,——"" ol highly trained Halberdiers or Swordsmen. This
| e A boxed set gives vou the option to arm your unit with
7 Tl g either swords or halberds. You could even split up the
X B e ;P\ L <Gy I e R g e setinto a regiment and a small detachment.
l . =" 4
e
| 3 Y i v
f g ik |
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The Empire Soldiers Regiment Set contains:
19 Empire Soldiers (including Champion, Standard Bedarer & Musician).




NIGHT GOBLINS

The subterrancan Night Goblins emerge from their
dark network of mountin tunnels and gather into
large mobs for battle. Whilst not rthe rtoughest of
fighters, their sheer numbers, as well as the Fanatics
hidden in their ranks, often give an opponent cause
to stay clear. The Regiment Set gives vou the option to
arm vour Night Goblins with spears or short bows.

The Night Goblin Regiment Set contains:
20 Night Goblins (including Champion, Standard Bearer & Musician).

ORC WARRIORS

Ores excel at close combat, and boast some of the
toughest warriors in the Warbammer world. In
batrle, they wield huge weapons known as
‘choppas’. These great cleavers are far larger and
more dangerous than the mere swords and axes of
Men. The Regiment Set contains enough weapons to

. arm your Orcs with choppas, spears or even with a
weapon in each hand!

The Orc Warriors Regiment Set contains:
19 Ore Warriors (tnchiding Chempion, Standard Bearer & Musician).

CHAOS WARRIORS

Chaos Warriors gather together in bands to ravage
and plunder the lands of the Old World, all in the
name of their dark gods. The Regiment Set contains
enough weapons to arm your Chaos Warriors with
hatberds or hand weapons and shields.

e
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The Chaos Warriors Regiment Set contains:
12 Chaos Warriors (including parts to make a Champion,
Starndard Bearer & Miusician).



The Skeleton Warriors Regiment Set contains:

20 Skeleton Warriors (including Champion, Siandared

Bearer & Musician).

The Zombie Regiment Set contains:
20 Zombies (including Standard Bearer & Musicicn).

The Skaven Clanrat Regiment Set contains:

20 Skaven Clanrats (including Chamnpion, Standeard Bearer & Musicicn).

SKELETON WARRIORS ;
Skeleton Warriors 4rc long dead soldiers raised again
to serve their evil Undead masters in battle. Regmlems
of horrifying Skeletons form the core of the Undead
atmies from Khemri in the south o those of the dark
domains of the Vampire Counts. The Regiment Set
allows you to raise a unit of Skeleton Warriors armed
with spears or hand weapons and shields.

ZOMBIES

Zombies are corpses brought back to unlife by
foul necromancy. Animated by the will of a dark
sorcerer, they are slaves to his slightest whim. Their
necromantic overlords drive them into battle in their
thousands, using them to exhaust the armies of their
enemies. The Regiment Set allows you (o raise a unit
of Zombies.

SKAVEN CLANRATS

Clanrats form the vast bulk of the Skaven armies that
pour forth in times of war. Individual Skaven are
vicious but rather cowardly. In huge hordes,
however, they wurn into an unstoppable mass. The
boxed set gives you the option to arm your Clanrats
with spears or swords and shiclds.
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Che Roll of DBonour

INDEPENDENT GAMES WORKSHOP STOCKISTS IN EUROPE

The Roll of Honour is a list of
independent Games Workshop
stockists. Each of these shops
stocks a large range of Citadel

Miniature blister packs and
boxed sets, as well as boxed
games, rulebooks and
supplements for Warhammer and
Warhammer 40,000.

A » next to a store indicates that
the store is an Elite Stockist
which carries a FULL range of
Games Workshop products.

BENELUX

Alkmaar

Bookers & Strippers, Boterstraat 19,
1811 Hp = 725121916

Almelo

Somberg Modelbouw, Grotestraat
136, 7607 Cw = 546812981
Almere Haven

Fantasia, Kerkgracht 41, 1345 Ae
= 365316017

Amersfoort

* Spellenwinckel,
Bloemendalsestraat 32, 3811 Es

= 334700322

Amsterdam

The Game Keeper, Hartenstraat 14,
1016 Cb = 206381579
Amsterdam

Sir Ludemus, Kinkerstraat 16,
1053 Dv = 204121083

Antwerpen

The Lonely Mountain,
Nationalestraat 29, 2000

= 32260401

Apeldoorn

De Collector, Marktstraat 20,

7511 Ch = 5556214796

Arnhem

s Spelkwartier V.O.F, Nieuwstad
34-36, 6811 Bl = 263517669
Breda

Modelbouw Bliek, Boschstraat 23,
4811 Ga = 765218596

Brielle

Speelboom, Nobelstraat 3-5,

3231 BA = 181414204

Castricum

|.J. Vaalburg, Pernestraat 31,

1901 Av = 251652216

Delft

Speldorado, Hippolytusbuurt 21-25,
2611 Hm = 152134516

Den Bosch

Atomik Den Bosch, Hinthamerstraat
90, 5211 Ms = 736145530

Den Bosch

Modelbouw Centrum, Oude
Viymenseweg 84k, 5223 Gp

o 736220469

Den Haag

Bleijenberg, Theresiastraat 280-284,
2593 Ax = 703473120

Deventer

Knibbel Comics, Nieuwstraat 65,
7411 Lj = 570616879

Dordrecht

Hobbymodelbouw, Voorstraat 360,
3311 Cx = 786312711

Eindhoven

Atomik Eindhoven, Nieuwstraat 7c,
5611 Da = 402963299

Geleen

Tactica, Passage 2, 6163 Cj

= 464743016

Greningen

Krikke's Hobbyshop, Nieuweweg 6,
9711 Te = 50312931

Haarlem

Fantasy Fanatics, Kleine Houtstraat
9 2011 Dd = 235420231

Haarlem

Intertoys Marco, Rivieradreef 38-40,
2037 Ah = 235334273

Hasselt

Christiaensen Hasselt,
Maastrichterstraat 1, 3500

= 11222178

Hengelo

Mickey Van Wezel Speelgoed,
Burg.Jansenplein 14-17, 7551 Ec

= 742912200

Hilversum

Games Enzo Hilversum, Groest 86-
31, 1211 Ed = 356229888
Modelbouw Centrum, Hoge
Larenseweg 3, 1221 Aj = 356832877
Hoofdorp

De Film Shop, Tuinweg 30, 2130 AG
= 235633982

Leeuwarden

« Spellekijn Vof, Voorstreek 3, 8911
Jh = 582131112

Leiden

Magic Friends, St. Aagtenstraat 26,
2312 Bc = 715130522

Lelystad .

De Treinenhoek, Botter 44-15, 8243
Je = 320253160

Leopoldsburg

N.V.Moestermans, Maarschalk
Fochstraat 12-14, 3970 = 11393846
Maastricht

Viieg-Er-Uit, Brusselsestraat 70,
6211 Pg = 433251653

Maastricht

Hounjet Speelgoed,
Burg.Cortenstraat 18, 6226 Gv

= 433636778

Nijmegen

Moenen & Mariken, Van Welderen
Straat 70, 6511 Mp = 243236119
Nuenen

Schellens Speelgoed, Parkstraat 24,
5671 Gg = 402832984
Oud-Beijerland

Mourits Modelbouw, Croonenburgh
32, 3261 Rg = 186621931

Sittard

Atomik, Stationsstraat 19, 6131 Ax
= 464515074

Tilburg

Spelkwartier "Het Labyrinth’,
Langestraat 176, 5038 Sh

= 135443700

Utrecht

Games Enzo Utrecht, Gildenkwartier
201, 3511 Dh = 302369232

The Cave, Oude Gracht 194, 3511
Nr = 302333010

Waddinxveen

Van De Wal Speelgoed, Passage 23,
2741 HB = 182631882

Zwolle

* Spelkwartier Zwolle, Luttekestraat
36, 8011 Lr = 384216385

DENMARK

Aalborg

Goblin Gate, Borgergade 18
= 08133724

Abenra

Legekeeden, Storegade 17
= 74622405

Arhus

* Dragonslair, Aboulevarden 33
= 86190063

Goblin Gate, Kystvejen 27

= 86194311

Hobby House, Nerregade 51

= 86120062

Asnzs

Bog & Ide, Asnses Centret 2

= 59650014

Charlottenlund

Bog & Ide, Jagersborg Alle' 5
= 39643840

Esbjerg

Bog & Ide, Kongensgade 33

= 75121177

Espergzerde

Bog & Ide, Espergeerde Centret
= 49131946

Farum

Bog & Ide, Farum Bytorv 64

= 44951225

Frederikshavn

Frederikshavn Boghandel,
Sendergade 41 = 98421454
Frederikssund

Onkel Buch, Jernbanegade 31
™ 47383959

Frederiksveaerk

Hobby & Legetej, Nerregade 38
Nordcentret = 47721693
Helsingar

Hobby & Fritid, Rosenkildevej 2
o 49214542

Helsinger

Bog & Ide', Sturups Plads 1

= 49215600

Herning

* Styx, Landtsgaard 4 St

= 97220078

Hjarring

Rossels Boghandel,
Springvandsplasen 1 = 98921744
Holstebro

Bog & Ide, Narregade 13

= 97420144

Horsens

Legekaeden Legeland, Hospitalsgade
15 = 75616011

Kaghbenhavn

* Fanatic Games & Miniatures I/S,
Classensgade 11 St & 35428640
Fantask, Skt Pederstreede 18

= 33938538K

Faraos Cigarer, Skindergade 27
= 33322211

Lyngby

Bog & Ide, Lyngby Storcenter 54
7 45870445

Naestved

« Warlock

Dstergade 32 Stuen Th = 55775445
Odense C

¢ Dragonslair, Kengensgade 71
Stuen Th = 63111219

Comix I/S, Grabrgdrepassagen 12
= 66113658

Ringsted

Flensborg Bog & Ide, Sct. Hans
Gade 9 = 57610010

Renne, Bornholm, Dorthe's
Hobbystue, Midgaardsvej 2

= 56959449

Roskilde

* Dragenslair, Ringstedgade 13
= 46365300

Silkeborg

Bog & Ide', Vestergade 33

= 86820287

Slagelse

Uldtotten, Nygade 2 = 58535035
Tastrup

Genbrugsbeger, Kegevej 95

= 43716115

Vejle

Bog & Ide, Radhustorvet

= 75820544

Viborg

Hobby World I/S, St. Sct.
Mikkelsgade 18 B = 86601740
Vordingborg

Tivoli Legeta], Algade 63

= 55340431

FINLAND

Aland

Ancis Lek & Hobby,
Skarpansvagen 29

= 0358 18 21470

Forssa

Fun Stuff & Cards, Turuntie,

o 03-435 65 85

Hanko

Hobby-Jobi, Vuorikatu 10,

= 019-284 54 98

Helsinki

Fantasiapelit, Kaisaniemen
Metroasema, = 09-650 803
Game Corner, Kauppakeskus
Columbus, = 09-341 11 22
Hyvinkaa

Royal Toys, Torikatu 7,

= (019-439 376

Hameenlinna

Sheriffi, Sibeliuksenkatu 11,

= (03-682 48 18

lislami

Talkatalo, Savonkatu 12,

= 017-826 358

Joennsuu

Fantasiapelit, Torikatu 24,

= 013-284 31 44,

Paivanside, Kauppakatu 30, 11Krs,
= 013-126 297

Jyviskyla

Korttikulma, Vainonkatu,

= 014-620 477

Jéminkipohja

Vanha Kaarti, Sahantie 5,

= 03-476 28 86

Jamsa

Jaakko Saari, Véalitie 1,

= 014-749 72 15

Kerava

Antikvariaatti Kersa, Torikatu 1,
= 09-294 42 10

Kouvola

Muoviepox, Valtakatu 3,

= (05-311 79 55

Kuopio

Crazy Station, Puijonkatu 37,
= (017-264 00 53

Game House, Suokatu 30,

= (017-580 05 60 .
Kirja - ja Lehtilinna, Kuninkaankatu
23, = 017-261 97 95

Lahti

Puolenkuun Pelit, Rautatienkatu 16 ,
= 03-751 51 51

Lappeenranta

Luolamestari, Koulukatu 25,

= 040-724 42 46

Lohja

Lohjan Kirjakauppa, Laurinkatu 48,
= 019-324 150

Mikkeli

Muppela, Porrassalmenkatu 21,
= 15-361 611.

Stuntman, Mannerheimintie 10,
= 15-365 490

Méantta

X-Kolo, Seppalan puistotie 7,
= 03-474 80 33

Naantali

Kirjakauppa Birgitta, Tullikatu 13,
= 02-431 07 55

A full list of all Games Worshop stockists is availahle on our website: www.games-workshop.com



Qulu

Fantasiapelit, Koulukatu 28,

= 08-374 906

Game Group, Aleksanterinkatu,

= 08-311 24 06

Oripéda

Papru, Keskustie 27,

= 03-335 71 41

Paimio

Vistan Divari, Vistantie 15,

= 02-470 64 86

Pietarsaari

Pietarsaaren Kirjakauppa, Isokatu 11,
= 06-723 08 89

Pori

Fun & Games, Antinkatu 10,

= 02-641 53 00

Kirjameri, Antinkatu 15,

= (02-610 14 000

Raahe

Hittimaatti, Fellmannin puistokatu 18,
= 08-223 83 88

Raisio

Raision Kirjakauppa, Tasalanaukio 1,
= 02-438 11 31

Rauma

Kirjameri, Valtakatu 3,

= 02-549 40 00

Rovaniemi

Liigacenter Jassi, Sampokeskus,
= 016-356 05 45

Salo

Kuisma, Kauppakeskus Plaza,

= 02777 66 29

Savonlinna

Kirjakauppa Knut Posse, Olavinkatu
44, = 015-540 900

Savonlinnan Antikvariaatti,
Olavinkatu 51, = 015-534 412
Seindjoki

Pitkakiekko, Sampokeskus,

= 06-417 78 80

Simpele

Simpeleen Kirjakauppa,
Roihankatu 9, = 05-437 11 13
Somero

Someron Datapiste, Joensuuntie 26
= 02-748 82 47

Sysma

Sysman Kirjakauppa, Sysmantie 42,
= 03-717 12 38

Tampere

Fantasiapelit, Rongankatu 5-7,

= 03-222 52 00

Game House, Tuomiokirkonkatu 34,
= (03-223 13 33

Kirja karkkéinen, Koskikeskus,

= 03-225 18 00

Player Cne, Tuomiokirkonkatu 30,
= 03-222 36 66

Player One, Koskikeskus,

= 03-223 06 66

Teuva

Jahtikaverit, Mikkilantie 11,

= 06-267 24 81

Torina

Kattentaika, Lansiranta 9,

= 016-572 727

Turku

Fantasiapelit, Yliopistonkatu 33 A,
= 02-232 84 13

Game House, Linnankatu 9,

= 02-251 56 90

Uusikaupunki

Lelu ja - lahja-aitta,Sepankatu 7,
= (02-842 48 92

Vaasa

Nirunaru, Rauhankatu 19,

= 06-312 70 27

Pitkakiekka, Rewell-Center
Vantaa

Game House, Unikkotie 9,

= 09-873 36 91

Valkeakoski

Valkeakosken Kirjakeskus,
Kauppatori 3, = 03-584 51 35

ICELAND

Reykjavik
Nexus ,Hverfisgata 103, = 652 9011

NORWAY

Arendal

P M Danielsen, Torvet 10

= 27009833

Bergen

Valhall, Olav Kyrres Gt.28

= 55314822

Boda

Underholdningsmagneten
Sandgt.3 = 75525070

Drammen

Elkjap, Bj.Bjernsonsgate 60

= 32819670

Havgesund

Centro Handel, Haraldsgt 125

= 52724028

Kongsberg

Hobbyhjernet, Storgt 19 = 32731783
Kristiansand

Gustav Pedersen, Henrik
Werglandsgt 27 & 38023622
Larvik

Sokrates Lekeland, Torvet 8a

= 33185437

Moss

Frisenfeldt, Dr.Gt 10 = 69251290
Oslo

Cutland, @stbanehallen =
Jernbanetorget 1 22177010
Oslo

Avalon Bok As, Karl Johans Gt. 37-
43 (2etg) = 22333308

Sandnes

O Saeland, Langgatan 44

= 51661509

Sandvika

Hobbylarsen, Sandvika Storsenter
= 51683350

Stavanger

Veslefrikk, Skagen 12 = 51895232
Tromsg

Tromse Bokhandel, Kirkegata 6
= 77686974

Trondheim

Outland, Munkeg.58

Trondheim

Dreamiands, Konges Gate 29

= 73512888

POLAND

Bialystok

P.H. Gomix, Lipowa 6 & 85 7322011
Elblag

Ksiegarnia Quo Vadis, 1 Maja 35

= 55 2325791

Gdansk

Maciej Petriw - Iskra, Miszewskiego 16
= 58 3412431 ext 31

Master, Grunwaldzka 99/101

= 58 348 35 50

Gliwice

Alibi, Sztabu Powstanczego 7

= 32 3316351

Katowice

Ono-1, Kochanowskiego 5

= 32 2517107

Koszalin

Zapalska Slawomila, Poltawska 6

™ 94 3422071 ext 27

Krakow

Liber Sp.Z O.0., Goplana 20

= 12 6131397

Bard Centrum Gier, Batorego 20

= 12 6320735

Firma Handlowa Szeherezada,
Mikolajska 6 = (mobile) 6014776683
Lodz

‘Ajk' Firma Ksiegarska, Piotrkowska 90
= 42 6398301

Oddzial, Piotrkowska 107

T 42 6301579

Lublin

Krzys, Kapucynska 6 = 81 5311986
Opole

Hms Computers Il 8.C, Krakowska
dla w77 4547413

Poznan

Pantera, Sw. Marcina 61

= 61 8330468

PC Serwis, Kmicica 6 = 61 8535928
Rzeszow

Garou Sc, Asnyka 10/37

= 17 8525571

Slupsk

World Book Express, Tuwima 23
= 59 8420272

Sosnowiec

Gnom, Rybna 6 = 32 2665850
Szczecin

Elf 8.C., Piaskowa 20

= (mobile} 602763357

Torun

Sklep Papierniczy, Szeroka 46

= 56 6522593

Warszawa

Strefa 51, Dlugosza 2/16

= 22 6549811

Sklep Morion S.C, Powstancow
Slaskich 124 ( Pawilon 155)

= (mobile) 602276219

Faber Faber Sc, Pulawska 11

= 22 8491265

Argus Sp Zoo, Malczewskiego 18
= 22 8445215

Firma Ksiegarska Centaur,
Modzelewskiego 81 = 22 6175746
Mag Jacek Rodek, Cypryjska 54
@ 22 6428285

Wroclaw

Centrum Gier, Kazimierza Wielkiego 27
= 71 3421217

P.H.U Rekman Sc, Wisniowa 83/87
= 71 3372119

Zakopane

Upominek, Krupowki 34a

= 18 2083425

SWEDISH

Alingséas

Active Kid, Fargaregatan 18

= 0322 634511

Borldnge

Spel & Hobby, Bragegallerian

= (0243 88855

Enkoping

TV-Spelsbérsen, Radmansgatan 11
= 0171 479494

Eskilstuna

TV-Spelsbdrsen, Kungsgatan 20

= 0161 25225

Falun

TV-Spelsbérsen, Falugatan 2

= 023 27775

Givle

Hobby & Presentboden, Nygatan 40
= 026 186299

Spelbrédet, Norra Kungsgatan 29
= 026 102044

Goteborg

Flammans Spel, Tegnersgatan 8

= 031 180387

Tradition, Femmanhuset

= 031 150366

Tradition, Jérntorget & 031 241468
Hérndsand

Escape Data, L. Nordstrdmsgatan 2A
= 0611 15956

Helsingborg

* Spel & Sant ,Norra Kyrkogatan 10
= 042 242494

Jonkdping

Playoff Card & Games,
Barnarpsgatan 31 = 036 711213
Kalmar

Lek & Hobby, Sodra Langgatan 32
= 0480 24717

Karlskoga

Lekladan, Bergsmansvagen 17

= 0586 33333

Kariskroma

Serieslussen, Riksvigen 34

™ 0455 29959

Simsalabim, Norra Kungsgatan 4
= 0455 311463

Karlstad

New Toys, Drottninggatan 15

= 054 210215

Katrineholm

Narren, Prinsgatan 2 = 070 5546848
Kiruna

Kiruna Lek-City, Kupolen

= 0980 BO8C1

Knivsta

Data & TV-Spelsaffar'n, Sarsta Torg
= 018 292460

Leknet, Forsbyvégen 6D

= 018 347786

Kristianstad

Hénan Agda, Véstra Storgatan 39
= 044 102288

Lidkoping

TV-Spelsbutiken, Skaragatan 4
= 0510 66657

Link&ping

Lekia, IKEA-Huset = 013 1 3570
Ljungby

Gamesmania, Féreningsgatan 9
= 0370 10646

Luled

Spelkallan, Képmansgatan 48

= 0920 13250

Lund

Games Import, Lilla Sédergrand
= 046 184570

Malmo

¢ Fantasy World, Stora Nygatan 53
= 040 6118000

Phantacity, Gustav Mdllersgatan 2
= 040 123719

Tradition, Hamngatan 4 = 040 23038
Néssjo

Toyhouse, Jarnvagsgatan 5

= 0380 19391

Norrképing

Hobbyhérnan, Drottninggatan 18
= 011 162120

Siffle

Hobbykéllaren, Vastra Storgatan 6
= 0533 14594

Sala

Elons Leksaker, Radhusgatan 10
= 022 410314

Skévde

TV-Spelsbutiken, Grevhusgatan 10
= 0500 488810

Stockholm

Absclut Spel, Olofsgatan 12

= 08 226444

SF-Bokhandeln, Vaster Langgatan
48 = 08 215062

Tennsoldaten, Rérstrandsgatan 26
= 08 316629

Tradition, Hamngatan 37

o= 08 4112151

Sundsvall

Crion Spel, Storgatan 33

= 060 155947

Trollhdttan

Lekhdrnan, Affdrshuset Oden

= (0520 80380

Umeé

* Fantasia, Storgatan 44

= 090 770360

Upplands Vasby

Lekia Upplands Védsby,
Dragonvédgen 86 = 085 9030933
Uppsala

Hobbyhuset, Skolgatan 7

= 018 711590

Uppsala

Pristyndet, Kungsgatan 39

= 018 106607

TV-Spelsbdrsen, Bredgrand 4

= 018 141315

Vanersborg

Wizard Games, Box 302

= 0521 67500

Varberg

Gameshop, Norrgatan 10

= 0340 678880

Vérnamo

Gamesmania, Storgatan 34

= 0370 10646

Vésteras

Séagen, Sodra Parkvdagen 6A

= 0211 36636

Zetterlunds, Storagatan 33

= 021 131481

Vaxjo

Helges Haéla, Klostergatan 4

@ 0470 21802

Orebro

Tradition, Stortorget 7-9

= 019 120140

A full list of all Games Worshop stockists is available on our website: www.games-workshop.com
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“Men of Sigmar!

I can see in your eyes
that you fear this enemy.

I can see in your eyes that
you wonder bow we can
Jight such terrible
monsters. Men of the
Empire, I bave the answer.

We fight them with our
steel, we fight them with
our courage, but above all
we fight them with our
Jaith in Sigmar!”

Magnus the Pious at the Battle of the Gates of Kislev

The Empire Battalion boxed set
contains a complete army at a great
price. Use it to start a new Empire force
or to expand your existing Empire army.

The Empire Battalion contains:

1 General, 8 Knights, 19 Spearinen
including Champion and command group,
18 Handgunners including command
group, 1 Cannon/Mortar

EMPIRE BATTALION: $40



Armies books contain all

the rules, plus background,
painting guides and modelling
tips for a specific army.

The first such book for the
new game features the

MEN OF THE EMPIRE

human soldiers of the
Empire. Here. its author
reveals some of the details.

By Alessio Cavatore

In this article Alessio shares his thoughts and the
ideas behind the first of the Warhammer Armies
books, the Empire. But before this he answers
the question that many gamers have asked him:
“How are army books conceived?”

IT’S HERE!

About eight years ago the first edition of the Empire book
was released. The players who adopted this great new
army were spoiled with a vast selection of new and wacky
war machines, and with an impressive variety of different
troop types. With the release of all the subsequent army
books, the power of the newer armies escalated to such a
point that the Empire looked liked a relic of the past. To
prove competitive against the new and tooled-up army
lists, the Empire had to rely more and more on its most
special troops. The armies I've seen recently all have lots
of Halflings, Ogres, Kislevite cavalry and war machines,
but lacked what in my opinion this army should be
about: Men of the Empire. Now, years later, the great
honour of fathering the new Empire Armies book, the
first army book for the new edition of Warhammer, falls

O me.

For the new edition, Games Workshop will be releasing
models to represent all the troop types found in the
Armies books. We will also try to keep the number of
choices evenly balanced among the armies. This will

Y

L _ ' 7
VWA RLIARERA K DR /]

LB 8% 1R VO A VRATITET, o o /
e

THE EMPIRE ¢

™

1

s




WARHAMMER

mean that some ranges (like the Dark Elves, for example)
will be increased and completed with many new and
gorgeous models. For the Empire, on the other hand, an
army that had an enormous number of troop types, it
meant that the range had to be reduced. This moment of
revision offered me the perfect excuse to bring the Empire
back to be an army of Men! The new army list focuses on
the Soldiers of the Empire and their unique way of
fighting, rather than relying massively on Kislevites,
Halflings, Ogres and Dwarfs to do their job. The new
Empire range reflects this, being made entirely of
Humans. Infantrymen, knights and artillery crews are now
ready to fight together, building up their strengths
and compensating for each others’ weaknesses,
united by their devotion to the Emperor and
their faith in Sigmar.

Before going in detail through the new list, let me answer
an interesting question that many gamers have asked me:
“How is an army list conceived?”

TEAM WORK

When I began to work on this project, I first considered
what, in my opinion, constitute the strongest and most
characteristic points of the Empire army. Well, when I
think of the Empire I think of discipline, innovative
technology and faith in Sigmar. Keeping these principles
in mind, I proceeded to write what is known as “the
manuscript”. After a month or two of hard effort T had a
big pile of paper with lots of words in it. Nothing like what
you are used to seeing; no artwork, no photos, just long
columns of plain text.

During this period I worked a lot with the figure designers
and the art department, to make sure that the models and
the pictures matched the text I was writing for them. I
soon learnt that on some occasions this process is
reversed — the figure designers’ and artists’ ideas of how a
character or a troop type should look often provided me

with the precious inspiration for a new rule or a piece
of colour text.
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In this period of intense writing, I also had the invaluable
help of my colleagues. Tuomas and Nigel passed on to
me some of their long experience in the writing of Armies
books, contributing to the work with new ideas, honest
criticism and even pieces of text. Luckily, towards the
end, Jake joined the team and he helped me a lot, by
adding some extra bits of text, but most importantly by
reading through my English and teaching me lots of
interesting ways of improving my writing skills. Even Rick
Priestley himself descended from his castle in the sky and
presented me with the gift of a hallowed treaty on the
Colleges of Magic. I was delighted by his contribution
and added it to the background section.

How is it then that the pile of loose paper filled only with
text is transformed into a finished product? Well, the
merit goes to the production teams that put their work
and professionalism into the creation of a shiny, new
Armies book.

As you can see, even if the book’s credits present my
name as the author (a great personal achievement,
something I'm really proud of!), a lot of people
contributed to the finished item. I should take this
opportunity to say a very big thank you to all of them.

This really has been teamwork!

WHAT’S NEW IN THIS VERSION
OF THE EMPIRE ARMY BOOK?
Well, many things have changed, and I think it's better to
go through the different troop types one by one and see
what’s new.

THE CHARACTERS

This is probably the category that has changed the most
since the previous edition. Characters are now divided
into Lords and Heroes. Lords are the best and rarest of
your characters, and in the Empire army they are Elector
Counts, Templar Grand Masters and Wizard Lords. An
Elector Count is the cheapest Lord choice. It provides
you with a Leadership 9 General and allows you to give a
magic banner to one of your infantry blocks (to represent
the Count fielding his best troops). In addition, he has
access to the best steed (he’s the only character who can
ride a Griffon) and the best magic weapon (the fabled
Runefang of old!). On the other hand, he is not the best
fighter. That title most certainly goes to the Templar
Grand Master. As good a General as the Elector Count,
the Grand Master is also the best warrior in the list. In
addition, he is immune to Psychology and he is such an
inspirational leader that a unit of Knights which he joins
will become immune to Psychology too! On the other
hand he is verv expensive (because he also comes with a
full kit of Knight's equipment...) and less flexible than
the Count (he only rides his loyal warhorse and never
joins other units except for Knights of his Order).

Your last option is the Wizard Lord. The only Lord with
Leadership 8, he makes a less effective General than the
other Lords. In fact you may decide that one of your
Heroes with Ld 8, such as a Captain, can be your General
instead of him. This will leave him plenty of freedom to
concentrate on what he does best: zapping the enemy with
magic. A Wizard Lord is a third or fourth level Wizard and
is perfectly suited for an offensive approach to the Magic
phase (especially if you support him with at least one
second level Wizard).

Now to Heroes. Here your choice is even greater than it is
for Lords. You can have Captains, Warrior Priests, Master
Engineers and Battle Wizards.

Captains are your average Empire Heroes. They are
fighters as good as an Elector Count, and with a solid
Leadership of 8, they can certainly be given the role of
General if there is no better candidate available. Cheap
and flexible, they are good all-rounders, perfect for
leading your units on the battlefield. Among Heroes, they
have access to the best weapons, armour and steeds (they
are the only Heroes who can ride Pegasi!). Oh, and one of
them can have the honour of carrying the army Battle
Standard.

Warrior Priests are much more special. Their presence
attracts the protection of Sigmar upon the army,
represented by an extra dice added to your Dispel Dice
pool. They can also help your troops by making the unit
they are with hate Chaos, Undead and Skaven (all
blasphemous incarnations of the dark powers!). Their
prayers are not as powerful as magical spells, but can be
quite beneficial to characters and unit champions within
12", offering them protection against harm and higher
chances of wounding the enemy Their many abilities
make these characters very expensive, and that’s their
main drawback.

Master Engineers come from the Engineering School in
Altdorf to supervise the effect of their new weapons on
the battlefield. They are close to useless in close combat,
but contribute to your army by using powerful
experimental guns and by increasing the precision and
survivability of your artillery (they allow the war machine
they join to re-roll a Scatter or an Artillery dice per turn!).

Battle Wizards are your first and second level Wizards. If you
opt for a defensive Magic phase, they are your best choice.
Being quite cheap, they can carry your Dispel scrolls at a
relatively low cost and offer you good magical protection.

'J’%«*iksrnru:sba!l is the !\fez?fe\sj.,u.:az!a’;;_;. -
F‘efhwle‘m of a Grand Master. .
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CORE UNITS
Core units are the troops which are most common in your
army. For the Empire this includes two very different

troop types.

The first is the Empire infantry. Halberdiers, Spearmen,
Swordsmen and Handgunners form the regular State
Troops of the provinces and city states. Alongside them
are the Militia troops: Archers (which, upgraded to
Huntsmen, provide vou with one unit per army of
infiltrating scouts), Crossbowmen and Free Companies (a
mixture of rough adventurers, ex-mercenaries, deserters,
escaped criminals, ex-highwayman and all that colourful
sort of rabble...).

The Empire infantry is characterised by their unique way
of fighting, based on the interaction between the main
blocks of troops and their Detachments. These small units
support their Parent Unit and can launch deadly attacks
on the flanks of any unwary opponent.

The second and very different troop type that makes up
the Empire Core units are the Knightly Orders. The
Empire heavy cavalry has improved a lot from the past
edition. Even though all the normal Humans are now
Strength 3, the mighty Knights of the Inner Circle can still
provide much needed Strength 4 shock cavalry. On top of
that, Knights are now faster (the -1 Movement penalty for
heavy armour and shield is not in the rules any more),
tougher (with a 1+ Armour save due to their full plate
armour, though remember that in the new Warhammer
rules, a roll of 1 is always a failed Armour save...) and can
become immune to Psychology if their Grand Master joins

them.

The Knights of the White Wolf in particular have got much
better; their cavalry hammers are now so effective that it is
really worth losing the shield to have them. When they
charge, White Wolves swing their mighty hammers (a bit like
very heavy polo players!), and are as good as lances for that
turn. At any other time these amazing weapons are used
with two hands, becoming effectively the same as halberds!

Ewmpive qutitlery sends a deadl) fostdde into the erieiiy.

SPECIAL UNITS

Special units represent scarce troops, units that are less
likely to be seen on the battlefield than the Core units.
Often they are more powerful than Core units, but they
are also more expensive and specialised, making them
less flexible.

Greatswords are now a mix of the old Greatswords and
the Foot Reiksguard of the previous edition. I have made
them into a solid, reliable bodyguard for your Elector
Counts. They have a good stat-line and have superb
equipment: two handed swords (much better in the new
Warhammer) and full plate armour (4+ save). Their main
advantage, though, is that they are stubborn, making it
very difficult for the enemy to break them in combat.
Unfortunately, the Counts cannot afford more than one
unit per army of these elite (and very expensive!) troops.

An invaluable troop type, that I think no Empire General
should leave out of his army, are the Pistoliers. They make
a very manoeuvrable fast cavalry, with a decent firepower
(if a bit short-ranged) and absolutely devastating when
they charge in (two pistol attacks per model!). And now
they come with warhorses too...

The other group of Special troops in the Empire list is the
artillery.

Cannons are the same as before, with the exception that
they now have grapeshot as well as cannon balls (to deal
with enemies sitting right in front of their muzzles!).

Mortars are now something the enemy will learn to fear,
since they use the large 5" template. If you guess the right
distance and roll a hit on the Scatter dice, the size of that
template can mean that an entire enemy regiment will be
hit! Obviously I had to keep the Strength of the shrapnel
quite low, otherwise it would have been able to destroy
entire units in one go. But even with its low Strength of 3
(with a -1 save modifier, being a blackpowder weapon), a
full hit on a large unit of lightly armoured, Toughness 3
troops can be a very unpleasant experience.




RARE UNITS

These troops are the most exotic and extravagant in the
army. They are very, very effective on the tabletop and are
seriously limited in number because of their power.

An Empire army can have only one unit of Flagellants, and
these raving lunatics are still one of the best units in the
game. Veteran players may notice that their stat-line has
been reduced here and there, while their points cost has
gone up! Well, the fact is that in the new Warhammer,
super-troops are rarer than in the fifth edition of the game
and everybody has been toned down, with a general
decrease in the points cost for troops. Our extensive
playtesting has seen the Flagellants winning fights against
the scariest enemies, and so I'm convinced that they are
still very good value for money.

Last but not least, the Empire artillery is completed by a
new version of the dreaded Helblaster volley gun. 1 made
it a bit easier to use, since there is now no book keeping
involved. It simply fires three barrels per turn, but can be
reloaded during the game, so that it continues to fire for
all the battle (unless, of course, it follows tradition and
blows up earlier on). This technological improvement
makes the Helblaster last longer, but the potential hits it
can score in one turn have gone down from 90 to 30,
making it somewhat less scary.

OH NO! WHERE ARE MY WINGED LANCERS?!

Don’t panic! In the Empire Armies book, Tuomas explains
what will happen with all the troop types that are not in
the main range anymore. Don’t throw away any model
from your fifth edition Empire army; we promise that you
will get to use them in the future. Stay tuned to White
Dwarf for further developments.

In the meantime, if you want to use your old models to
represent a new troop type, I'm sure that your mates will
understand. Greatswords or Foot Reiksguard can easily
represent the new Greatswords, your Winged Lancers can
be used as Knights and, with a bit of imagination, the
Horse Archers and the Outriders can be used as Pistoliers.
Speaking of non-Human troops, the Halflings are perfect
as Archers or Huntsmen and the Dwarfs can be used as
Crossbowmen, Swordsmen or Spearmen. The Special
Characters are not a problem, since they make splendid
Heroes and Lords for your army. Finally, hold on to your
Ogres, Steam Tanks etc. You can still use them with your
friends with the rules published in Ravening Hordes,
while you wait for all the new rules to be
published. Non-human troops will be
back as new Regiments of
Renown, while great centre
pieces such as the Steam
Tank are  currently
undergoing a careful
revision... keep vour

eyes peeled!

WHAT’S IN THE REST
OF THE BOOK?

Well, the army list and the
description of the new rules
takes up the first 32 pages of

the book, but after these
sections vyou will find a
16 page colour section.

This focuses on showing
techniques and giving tips

on how to paint the various troops, and should prove
useful to both beginner and expert painters alike.

After the colour section, the book is completed by another
section of 32 pages, all crammed with background
information and some more colourful rules.

In detail, here’s what you will find in this last part:

* historical and geographical information

. rules and background for two new Special
Characters: Balthasar Gelt (Gold Wizard and the
new Supreme Patriarch of the Colleges of Magic)
and Luthor Huss, the Prophet of Sigmar

. a new story centred on the heroic figure of the
Emperor Karl Franz

. a treaty on the mysterious Colleges of Magic

° an appendix with alternative army lists (the

Emperor’s Guard, a Crusader army, the artillery
train of Nuln...)

* and even a reference page!

As you can see there is a lot of stuff in this book. I

hope it will satisfy all the Empire players

that had to wait so many years for a

new and competitive army, that was _ :
able to stand against the newer fov ‘ M
armies it met on the field. | ‘;'.s;?t A
May Sigmar fight on your side! - ’ \;: )




WARHAMMER

Many Empire beroes ride fearsome monsters like the Griffon. These beasts
are tratned to obey a buman master, Deadly in combat, they instil terror

in the bearts of the foe, and their ability to fly allows them to strike
anywhere on the battlefield. Coupled with the fighting prowess
of an Empire bero, they become virtually unstoppable.

THE EMPIRE

The armies of the Empire are
professional, well-disciplined and

led by some of the finest generals in
history. Facing attack from everv border,
the soldiers of the Empire defend
humanity against countless invaders.

Warrior Priests of
Sigmar wield mighty
warbammers as a
badge of office. By the
power of their faith in
Sigmar alone, they are
able to gain strength
and protection in
battle.

The devastating Helblaster voliey gun is an
ingenious contraption, easily capable of
decimating an entire regiment in one salvo.
Highly dangerous, not only to the enemy but
also to its own crew, it is rightly one of the most
feared war machines in the Warbammer world.

Empire Soldiers make up the bulk of the State
armies. Equipped with balberds or swords,
there are few foes that they are unable to
handle. Every Elector Count is required by the
Emperor to keep a standing force of
soldiers, and they form the backbone of
nearly every Empire army.

A selection of
Empire State
banners.

—




KNIGHTLY
ORDERS

The

The Knightly Orders of the Reiksguard

Empire are its Knights are

staunchest defenders. f?g’w;’ as fb:;
- persondi bodyguar

The last sight seen by p of the Emperor.

many foes of the
Empire is the lance
points dropping and
the glare of sunlight on
burnished steel armour
as the inexorable
charge crashes
home,

Only the eldest
sons of the nobility
of the Empire may
join their ranks,
and this is one of
the bighest
honours in the
realm.

The Knights Panther
are noble and
valiant warriors
pledged to the
defence of the Empire
and its traditions.
Their ferocity in
battle matches that
of the giant cats
dfter which they
are named.

The savage Knights of the White Wolf
are dedicated followers of Ulric, the
god of wolves and winter. Uncaring of
their personal safety, they ride into
battle barebeaded, wielding niighty
cavalry bammers to crush their foes.

3 ‘5 ud s & AT RSN

Reiksguard Knights and Knights Panther charge beadlong into the Orc lines.




In Collecting” articles,
veteran gamers give their

advice on which troops
to choose for your army.

COLLECTING AN
EMPIRE ARMY

F G

| Jim Butler has been an Empire general for nearly ten years, and
has played Warhammer far longer than is polite to mention. He
helped to playtest the new Empire army list and his fondness for
Mortars is, to be quite frank, starting to worry us. In this article
he gives his opinions on how to make the most of the formidable
range of troops in the Empire army.

iser men than I have pointed out that the secret to
Wusing an Empire army effectively is to learn how to
make all the component parts work together. A well
handled army of the Empire is truly more than the sum
of its parts. While it’s perfectly possible to field an army
which consists entirely of Knightly Orders, or one which
contains only war machines and missile troops, you'll
find that such armies are only effective the first couple of
times they are encountered. Very quickly, seasoned
Warhammer players will learn the Achilles heel of such
armies and their potency is blunted. The special
Detachment rules reinforce the ‘combined arms’
approach, and I would like to briefly mention some ideas
for employing it before I give some comments on the
different elements of the Empire army list.

The Detachment rules basically allow an Empire General
to attach smaller, auxiliary units to his main regiments, to
augment their fighting power, and make them less
vulnerable to attack. The Parent Unit also lends its

Leadership to the Detachments, allowing characters
other than the General to extend their influence beyond
a single regiment. I've played a few games with the new
Empire army list, and I've found that the classic
combination of large blocks of infantry with a smaller
infantry unit to counter-charge or move in support, and
a unit of missile armed troops to lend supporting fire
works very well most of the time. By pushing the Parent
Unit slightly in front of the Detachments you can make it
very difficult for your opponent to charge anything other
than the main unit. However, once opponents learn how
dangerous charging a well supported Parent Unit can be,
they will undoubtedly try to get at your Detachments. By
keeping them behind your Parent Units you’ll find that
your opponent often has to spend an extra turn
manoeuvering in front of your guns, giving you more
chance of a rare shot under 12" with your Helblaster.
Even if they do get to your Detachments, so what? The
enemy unit will probably break your lowly supporting
unit, but in pursuing will almost certainly find
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themselves isolated behind your lines, and, more
importantly, pointing in the wrong direction! All you
have lost is a cheap supporting unit which, crucially,
doesn’t cause you to make Panic tests.

There are alternative ways of exploiting the Detachment
rule, which expand your tactical options. Handgunners
can be used as Parent Units. In a unit of about twenty
men (best deployed on a hill to fire in two ranks) with
supporting Detachments of Halberdiers, Swordsmen or
Free Companies, they are a very tough opponent even for
the hardest enemy troops. In this case, it’s definitely
worth investing in a Standard Bearer and Musician for
the missile unit.

Splitting off a Detachment from its Parent Unit can be
very useful in certain circumstances, although you lose
the benefit of the special rules and the Leadership
bonuses. Small units of Archers or Free Companies can
make spoiling attacks on enemy flanks to slow them
down or to draw out special troops, like those pesky
Night Goblin Fanatics! Once again, when they are
inevitably caught and routed or destroyed, you don’t
have to worry about their loss affecting your army's
morale. It’'s a harsh tactic but, let’s face it, the
Warhammer world is a harsh place...

Characters

Most of the games I fight tend to be around 2,000 points
so I am usually restricted to a single Lord character.
Elector Counts are flexible in their choice of equipment,
and can be made pretty tough by tooling them up with
magic items, but their real worth is lending their
Leadership of 9 to all units within 12" of them. They are
often best placed in large infantry units, as close to the
centre of yvour army as possible (and with the magic
banner that their inclusion as General allows you!).

The Templar Grand Masters are a tougher prospect,
with a higher Weapon Skill and an extra Attack. Placing
them anywhere but leading their Knightly Order into
battle is tactically suicidal. They are expensive, come with
all their equipment,
and the special rule
which makes the unit
of Knights they lead
Immune to
Psychology makes
them awesomely
tough when
accompanying their

~ Knightly Order.
Remember, however,
this rule only applies
to their own Knightly
Order, so if your
General is the Grand
Master of the White
Wolves, for example,
he can’t bestow this
ability upon a unit of
Knights Panther or
Reiksguard Knights.
only upon a unit of
White Wolves.

The Captain of the Reiksguard Knights.

MAGICAL SUPPORT

One other option I haven’t had a chance to try out
yet is using a Wizard Lord. My usual approach to
magic is essentially defensive (a low level Wizard
with a Dispel Scroll or two), but I am keen to try
going all out for a magically tooled up army. The
major drawback to having a Wizard Lord in a 2,000
point army is the lack of a Leadership 9 character.
You could partially offset this by having an Army
Standard Bearer, and invest in some morale-boosting
magic items, like the Rod of Command or the
Banner of Sigismund. There are also some spells you
could use to bolster your army’s morale such as The
Oxen Stands, which rallies fleeing troops, or the
Second Sign of Amul, which allows you to re-roll
dice, including Leadership tests. Although I'll try this
approach in one or two games, on the whole I prefer
to put my trust in more tangible assets of which I
shall speak later, and yes... I do mean Mortars.

Personally, I think both Generals have their pros and
cons. If you want to fight aggressively, [ would go for the
Templar Grand Master. If you want to sit back and pound
your enemy, and rely on counter-attacks to finish him off,
go for the Elector Count, as he's a much cheaper way of
getting a good solid leader into the heart of your army.

As far as the other characters go, which ones I choose are
usually dictated by the army that I am fighting against. I
often find I can’t fit more than one Captain into my army,
simply because of the other heroes I want to include, and
this Captain usually ends up as my Army Standard Bearer.
One Hero I always include is a Master Engineer, as his
ability to make war machines more reliable is extremely
useful. Master Engineers are great models too, and their
experimental weapons can cause a nasty surprise. My
favourite though, is the Warrior Priest. They are tough in
combat, can cast and dispel spells like a Wizard and,
whilst they might not be that powerful, they are handy to
have around, and at the very least may tempt your
opponent to drain his Dispel dice pool. But. best of all,
they make the unit they are with bafe certain armies.
Warrior Priests cost quite a few points, but if you are
facing Chaos, Undead or Skaven they are essential.

Troops

Okay, it’s time | came clean. Despite playing with an
Empire army for nearly ten years, when it comes to using
Knights I am pretty much a beginner. The Knightly
Orders have always been the most powerful attacking
troops in the Empire Army, but in the old rules they
weren't quite tough enough for me. Sure they were
good, but every other army seemed to have some cavalry
which was tougher (apart from Dwarfs and Skaven, of
course). Since I am a great exponent of fighting the battle
on my own terms, I would always stick to nothing more
than small units for counter-attacking and flanking work.
I've always been a big fan of Pistoliers as well, and so
most armies I fought with tended to have few or even no
Knights. Well, I can safely say that my attitude has
changed completely. Even before 1 saw the revised rules,
I managed to get hold of some of the Perry twins' new
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The Reiksguard
Knights are a
shining example of
the best troops that
the Empire
army has

to offer.

plastic Knights and frankly I was gobsmacked! The
Empire army is blessed with a fantastic range of
Warhammer Regiments and other great plastic models,
but the new Knights just blow them all away, so I knew 1
had to have at least one regiment. [ am currently painting
my second, and I doubt I'll stop before I get to three!
Luckily, once I took a look at the rules I knew I wouldn’t
have a problem fitting them into my army. As I
mentioned, the tactic I've always favoured is to use my
big blocks of infantry to absorb the enemy attacks, while
pounding them with my missile troops and war
machines, The Knights were held in reserve for finishing
off weakened units. With the new rules, I want to try
using Knights much more aggressively. However, even
though the Empire Knightly Orders are much tougher
than they were, it is still just as important to resist the
temptation to just charge them into the heart of your
opponent's army. War machines, particularly, can make a
nasty mess of your Knights, and Knights which get flank
charged are very vulnerable indeed. T'll try using my
Knights to get round the enemy army, and roll it up from
one flank, while my missile troops and artillery pin them
into place. Rest assured I'll tell you how I get on, and feel
free to write in with your own ideas. Oh yes, one more
thing about Knights, I really do
recommend that you upgrade to
Knights of the Inner Circle,
costing only 3 points per model
to make them Strength 4. This is
a ‘must-have’ upgrade. The
Knights of the Inner Circle
represent the best that the
Empire army has to offer and, as
such, the fear that opponents
attach to them can be quite
disproportionate.

Many of the Core Units haven’t
really changed, though
Handgunners are now better
than ever, and Archers include

an option for an infiltrating unit (nice!). The main
addirion is the Free Companies entry. These are perfect
for Detachments to support Spearmen and
Halberdiers as they are cheap and very
effective on the counter-charge. Not many
other armies get a troop type that costs 5
points with 2 Attacks!

Although you are limited to the numbers
of Pistoliers units you can have (they
are a Special Unit choice), one is
usually all you need anyway. They
are even better in combat now that
they ride warhorses. I use a unit of
six or eight for either rushing down
an unprotected flank to hit war
machines, or to support attacks
from my main fighting units.
Even the hardest enemy
units won't stand up to
being charged simultaneously by
Knights in the front and Pistoliers in the side or
rear. The threat of this
alone will cause seasoned generals to approach carefully,
and you can use this to channel enemy forces into your
artillery killing zone.

Greatswords look great (if you'll pardon the pun), with
good armour and an awesome Strength of 5, combined
with their stubborn ability, which means they’ll stand
their ground when most other units would flee. They are
definitely on my list to add to my army. Flagellants have
been toned down a little, but haven’t lost any of their
ability to hold up your opponent’s best unit for the
whole game, while you demolish the rest of his army.

Which brings me onto my favourite topic: artillery. Let’s
face it, an Empire army without artillery is like a Dwarf
without a beard. The only question is which guns to
choose, and how many? In a 2,000 point army you could
field as many as six war machines, and it's very tempting
to try. However, once you get a couple of units of
Handgunners on the table, you might find your fire arcs
a little cramped, so one of each is a good balance. The
Helblaster is the trickiest one to place, because you'll be
tempted to hide it out of the way of enemy missile fire
and magic. The best place for the Helblaster, without any

The Free Companies of the Empire
are not the most disciplined of
troops but they are experienced
and vicious fighters.
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doubt, is in the middle of your army.
From turn one, your enemy’s plans will
be turned on their head, as he realises
he’s staring down the barrels of the most
lethal

war machine in the Old World. Quite
likely he’ll start maneouvring his units
out of the way, and splitting his forces,
while all his ranged weapons take aim at
the multi-barrelled monstrosity. This, of
course, is all part of your plan, because
even if the Helblaster never gets to fire a
single shot, it can help you seize the
initiative. By trying to avoid getting in
range of the Helblaster, your foe will
leave himself in the firing line of your
Mortars and Cannons that bit longer,
and he’ll find it much more difficult to
concentrate his attacks.

Cannons are obviously best suited for taking out large
targets and enemy war machines (check out the battle
report!), whereas Mortars are perfect for demolishing
large infantry units. Their low Strength may put you off,
but do not underestimate the effectiveness of the 5" large
template. If you land a shot in the middle of a unit, even
a Toughness 4 unit, the results can be quite simply
devastating. At 75 points they are a bargain, and if I was
going to go for a fourth war machine it would almost
certainly be another Mortar.

s’ GPRCSsion with .i-ldr'!a’h",bl& |
beer elinically proven 1o be bad

§ r the bealth, not (o mention |
Their. effect upon your arnyy |
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Well, there it is, my view of the Empire army. Of couise, 1
haven’t talked about painting or modelling at all. but I
am sure I can harass Fat Bloke to get my army in White
Dwarf when I've finished it (who am I kidding, it's never
finished). I am sure plenty of people will disagrec with
my comments, and to those people all I can say is: prove
me wrong where it counts — on the field of battle.




;; THE GRAND ARMY
OF TALABHEIM.

This 2,000 point army has been chosen by
Jum as a good flexible force, capable of
defeating almost any opponent. If the army
faces a foe such as Chaos or Undead it is easy
enough to replace the Wizard or the Master
Engineer with a Warrior Priest. If it faces a
force made up of massed infantry then an
extra Mortar is a good investment, whilst a
foe who has invested heavily in armoured
troops can be defeated by purchasing an
extra Cannon. Qverall the army shown here
demonstrates the greatest strength of the
Empire army — its complete flexibility. It is
able to attack equally well at both short and
long range with its artillery, Handgunners
and Archer units, whilst its solid blocks of
infantry, Pistoliers and Knights can engage i rpe grmy's General, Count Kurt von Hallbrand. is
combat against any foe on favourable terms.  made from the plastic kits you get in the Starter Set.
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WORKSHOP
MUSEUM
GAMES WORKSHOP EXHIBITION CENTRE . M u S E UM
Games Workshop HQ, Willow Road, Lenton, Nottingham.
COME T0O WARHAMMER WORLD

AND EXPERIENCE EVERY GAMER’S DREAM.

Warhammer World is located at Games Workshop’s HQ and is the centre of
hobby excellence. At Warhammer World you can look around the museum
of lifesized Warhammer 40,000 exhihits; marvel at the gigantic displays,
such as Vengeance of the Vampire, the
entire Ultramarines Chapter and the
awesome Siege of the Emperor’s Palace;
visit the shop with its complete range of
GW products and finally, finish your visit
with a thirst-quenching refreshment in
the famous Bugman'’s Bar. :

Guided tours take place on most
days, although the museum does
occasionally close for special events, so
please call before making a journey

WARHAMMER WORLD PRESENTS...
WARDAMMER
EMPIRES CAMPAIGN
WEEKEND 2001

LY ! | R Y B
| ‘ { BV |
IS i : N |

,.“-,, E 1 N -
. Meet the Studio h ca N 3 i)
« Loads of games to play o 1 i s
+ Painting and Modelling displays ki g~ 4 & 2N
« If you missed it heres another 02 0
chance to see the new 1 ‘.:“: .,
: - e .
Games Day display an PO L A
L
« Warhammer Workshop ? @ :

+ Lounge in Bugmans bar
Saturday 6th & Sunday 7th January 2001
Tickets priced £32, available from UK
Mail Order (0115 91 40000) from
September 30th 2000. Lines open at Sam.

- TICKETS WILL BE ON SALE AT GAMES DAY 2000.
FULL DETAILS IN WD 251




rMMER 40,000
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. Saturday 3rd and Sunday 4th Fe/bﬁ’(:g 2001
*  Tickets on sale Saturday November 4th 2000, priced £32
. Tickets will be available from UK Mail Order ONLY.

Lines open at 8am and demand is-’expg‘ct
so call early to avoid disappointment!
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GAMES WORKSHOP STORES

Opening Times

i

Mon-Tues & Fri-Sat: 10am to 6pm. Thurs: Midday to 8pm. Sun: 10am to 4pm.
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UK STORE

ALTRINCHAM:

BASINGSTOKE:

‘BATH:

BEDFORD:
BIRMINGHAM:

BLACKPOOL:
BLUEWATER CENTRE:

BOLTON:
BOURNEMOUTH:

BRADFORD:
BRIGHTON:

® BRISTOL (CENTRAL):

o BﬁiSTOL (CRIBBS CAUSEWAY):
CAMBRIDGE:

CANTERBURY:

CARLISLE: °

CHELMSFORD:

CHELTENHAM:

CHESTER:
COLCHESTER:

Stores marked with a white star are not epen on Sundays. Shops marked with a white circle also have a Games Workshop gaming club.
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COVENTRY:
CRAWLEY:
DARLINGTON:

DERBY:
* DONCASTER:

DUDLEY:
EASTBOURNE:

EXETER:
GLOUCESTER:

GRIMSBY:
® GUILDFORD:
HARROGATE:
HEMEL HEMPSTEAD:
* HIGH WYCOMBE:

HULL:
* IPSWICH:

LEAMINGTON:
LEEDS (CENTRAL):

® | EEDS (WHITE ROSE CENTRE):

LEICESTER:

® LINCOLN:
LOUGHBOROUGH:
LIVERPOOL:

LUTON:
MAIDENHEAD:

U

MAIDSTONE:

® MANCHESTER (CENTRAL):

® IANCHESTER (TRAFFORD CENTRE):

MIDDLESBROUGH:

MILTON KEYNES:

NEWCASTLE (CENTRAL):

NEWCASTLE (METRO CENTRE):
* NORTHAMPTON:

NORWICH:

® NOTTINGHAM (CENTRAL):
® OXFORD:
PETERBOROUGH:

PLYMOUTH:
POOLE:

PRESTON:
® PORTSMOUTH: :

READING:
ST ALBANS:

SALISBURY:
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Hamleys of London,

188 - 196 Regent Street, London, W1R 6BT

HAMLEY’S - THE WORLD RENOWNED
TOY STORE

Hamley’s, the world renowned Toy Store on Regent Street in the
centre of London, stocks the biggest selection of toys and
games in the UK. Now you can buy Games Workshop products

“from there too (you’ll find us downstairs, on the left).

So, if you are visiting London, drop by and have a look!

THE

GAMES
WORKSHOP
MUSEUM

GAMES WORKSHOP EXHIBITION CENTRE
on, ngh:

s Workshop HO, Willow Road, Lont

WARHAMMER WORLD, NOTTINGHAM
Games Workshop HQ, Willow Road,

Lenton, Nottingham

(near Central TV studios).

Tel: 0115 916 8410

COME TO WARHAMMER WORLD AND
EXPERIENCE EVERY GAMER’S DREAM.

Warhammer World is located at Games Workshop’s HQ and is
the centre of hobby excellence. At Warhammer World you can
look around the museum of lifesized Warhammer 40,000
exhibits; marvel at the gigantic displays, such as Vengeance of
the Vampire, the entire Ultramarines Chapter and the awesome
Siege of the Emperor’s Palace; visit the shop with its complete
range of GW products and finally, finish your visit with a thirst-
quenching refreshment in the famous Bugman’s Bar.

Guided tours take place on most days, although the museum does occasionally
close for special events, so please call before making a journey.

-i v.. f

—
SHEFFIELD (CENTRAL): ¢

SHEFFIELD (MEADOWHALL CENTRE):

SHREWSBURY: © 5 .
SLOUGH: 101 H10r

SOLIHULL: £90 \/aj
SOUTHAMPTON; 2

SDUTHEND 2S¢
soumpon‘r Jni
STOCKPORT :

STOKE ON TRENT
SUNDEHLAND

SWINDON: 17 1. L, Tel: 01
THURROCK LAIKESJDE: Init 41
TORQUAY: 17 1 Foct Tol: 0
TRURO: hot
TUNB:RID‘GE'WELI-_S: A
WALSALL
WARFIINGTON
WINCHESTER \

WOKING
WOLVERHAMPTON

WORCESTER
YORK: 1

LONDON (INNER IVI25)

BHOMLEY

BRENT CROSS: - BRAEHEAD:
: : DUNDEE: -
CROYDON: U EAST KILBRIDE
i EDINBURGH: 1
FALKIRK: 12 C alkrik 1
EALING: GLASGOW: 1502001 ol: 0141 332 5¢
18 ( ) PERTH: asher . Tel: 017 )
¢ STIRLING: ) Street, Tel: 017
ENFIELD: . WALES
® HAMMERSMITH: | @ CARDIE Ay
-08 € NEWPORT:
HARROW: SWANSEA:
ARl NORTHERN IRELAND
® KINGSTON ON THAMES: an it
LISBURN: 1
® LONDON (CENTRAL): .0 :
Jnit F10, The Plaz IRELAND
! BLANCHARDSTOWN: 11 21
RICHMOND: L1t !
' . f . 3
* ROMFORD: - DUB"IN
STAINES: -  SCANDINAVIA
il * COPENHAGEN:
SUTTON: | STOCKHOLM: f
® WATFORD: !)nil ¢
_ NETHERLANDS
AMSTERDAM: FOKIN
SCOTLAND HAARLEM:
ABERDEEN: ) Kirkg ( -
5 NIJMEGAN:
AYR: 10 Arran Mall, Dal ROTTERDAM: /1

Stores marked with a white star are not open on Sundays. Shops marked with a white circle also have a Games Warkshop gaming club.
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YOU CAN FIND

Don’t be bored in the holidays this year!

Every Games Workshop store is the centre of a whole host of games, battles and
events in the holidays. Whether you play Warhammer 40,000 or Warhammer Fantasy,
you’ll find something to interest you, including the awesome Armageddon campaign,
and the Warmaster and Mordheim tournaments. There are battles every day for
anyone to join in, but that's just the start of it. Each day of the week there’ll be
something a little extra:

TUESDAY - VETERANS play games of greater complexity to test

On Tuesd i tore to th the new commanders’ skills. Why not call
I WER aIIfl Wagve o:retr ot;rs or;,\f 01te  your local store to find out what game

Veterans. If you want to dust off your they’re playing this week?

Necromunda gang or Bloodbowl team,

just see if our staff can set up a game, or SATURDAY - WARLORD

book yourself and your opponent a table.
Tuesday is also the day we always play Saturday Warlords is for everyone,

Warhammer Fantasy Battle. especially all those experienced
commanders. On Saturday our store runs

THURSDAY - GAMES NIGHT games of awesome proportions, where

G Niaht th ; Gk 1 everyone can command a force, of either
ames Nights are the next stage for the i, soldiers, or a unit of the store’s

a":i‘,j gamer after you graduate fror)'] Lie troops. Check with your local store to see
Initiate Program (check out the details on | so0 happening this Saturday.

the page opposite). On Games Nights we

All Games Workshop stores provide:
The complete range of Games Workshop games, miniatures and accessories.

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

Exciting battles for you to take part in —~ every week.

Help with your modelling and painting in the store.

A Mail Order service for components and older miniatures.
The latest releases every Saturday.

VISITING LONDON

HAMLEY’S - THE WORLD RENOWNED TOY STORE

Hamley’s, the world renowned Toy
Store on Regent Street in the centre of
London, stocks the higgest selection
of toys and games in the UK and now
you can buy Games Workshop products
from there too (you’ll find us
downstairs, on the left).

o G NEe D @ N
Hamleys of London, 188 - 196 Regent Street,

London, W1R 6BT
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Playing Games Workshop games is an incredibly rewarding experience. What other
hobby offers such a large range of different things to do? However, we do understand

that getting into the Games Workshop hobby can be something of a daunting
experience; bulky rule books to read, incredibly detailed background worlds,
thousands of different miniatures to choose from, and dozens of colours to paint
them. How on earth do you know where to start?

T e

Well never fear, because your local Games Workshop store is here with the answer. If
you’re new to the Games Workshop hobby, or perhaps your son or daughter needs
some guidance, then simply pop down to your store on Sunday, where our staff will
be running special Sunday Initiate days.

These Sundays are especially put aside to show anyone new to the Games Workshop

hobby just how to get started. If you've just bought your first models and want to find

out how to go about painting, collecting and playing games then Sunday Initiates is
just for you.

__——————— Ouwr Initiates Program takes you step-by-
jagnaswerses ) gtap through the first stages. You will

i i receive an Initiate Card that will help you

et g chart your progress, and once you have
ey || completed the card you will receive a
= '\ free commander for your army. For more

- e aemansan || details, give your store a call, or pop in
temain accessteti 200 L and have a chat with the staff.

Approved

THIS SUMMER

GAMES WORKSHOP - PLAZA STORE

Why not pay a visit to our central
London Plaza store. It’s easy to find,
upstairs in the Plaza shopping centre .
on London’s busy Oxford Street. :

?

Unit F10, The Plaza Shopping Centre,
1st floor, 116-128 Oxford Street, London

For More details call: 0207 436 0839
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THE GAME OF FANTASTYT BAT 1L ES

On October 7th we are releasing the new
edition of Warhammer. To make it even more
special we are running some great offers and

a host of fantastlc events...

6 \GCCSERN fefesa ety §

VJARHA%{ER FREE Warhammer Old

World Map when you

IARBAMMER | \CE s e ,,%, o buy the new
- § o NIAN N Warhammer boxed
game OR the
Bon, - & 4 new Warhammer
Rule book.

Offers only available in
GW stores on October 7th
and 8th or by Advance
Ordering either product

from GW Mail Order

FREE Empire poster
when you buy the
Empire Army book and
the Empire Battalion

boxed set.
Offer only available in Games
Workshop stores while
stocks last.




SPECIAL EVENTS

Tuomas Pirinen, the man behind the latest edition of Warhammer will be at
Games Workshop Plaza to sign copies of the new Warhammer game on
October 7th. Get youself down there and make sure you don’t miss out!

However, if you can’t make it to the Plaza store, don’t worry...

Games Developers Gav Thorpe, Alessio Cavatore and
Jake Thornton will be signing copies of the new game in the Manchester
store on October 7th and also at the Birmingham store on October 14th.

Make sure you’re there to make this special occasion even better!

GAMES WORKSHOP PLAZA
OCTOBER 7th 2000

Warhammer signing by
Tuomas Pirinen, the man
responsible for writing the
new game!

GAMES WORKSHOP MANCHESTER
OCTOBER 7th 2000

Warhammer signing by Ores &
Goblins army book author Jake
Thornton, and Gav Thorpe,
co-author of the Dwarfs army
book and head of the
Warhammer team.

A OCTOBER 14TH 2000

Warhammer signing by head of the

Warhammer team, Gav Thorpe and
Alessio Cavatore, anthor of the
Empire army book. Between them |
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THE GAME OF FANTASY BATTLES
" am—
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INTRODUCTION GAMES

On the 23rd September,
all Games Workshop stores
across the UK will start
running introduction games
for the new edition of
Warhammer.

b gy R
Everyone who turns up ‘ 4 ﬁ “i i;ﬂﬁ
will receive a free giant Ay e BB
poster (showing all the
Warhammer armies). There
is only a limited quantity,
so come down today and

book a table!

" GRAND ALLIANCE
BATTLE

Participation Game
Saturday 30th September

Come down to your local store and take part in {;
the Grand Alliance Battle, just bring along a

Warhammer regiment or use some of the store "’;
forces in this massive participation game. g' ‘;

There will be extra copies of Ravening Hordes, so if - -
you missed your free copy with Whlte
Dwarf come and pick one up.

. TP Rl S0 XN



WAREAMMER

THE BATTLE FOR
X FIRE PASS

_At ydtuj’f%ocal store on Saturday 28th October!

Once agam MR L ravagmg the
Empn‘c‘ Can the forces of good stop this huge wave of
destruction before the it's too late?

Come down to your local store and take part in the Battle for Black Fire
—! Pass. Just bring along anything for Warhammer (from a single model to
, a huge army) and play in this massive participation game.

At your local store on Saturday 28th October!
uﬁ' B i R = S #MS:## ARt R0 Alhatedn 3 hbow 20 B e )




Hobby Profects arc
stcp-by-stcp guides
to painting, modelling,
scencry-making and gaming,

that can be found on the

Games Workshop website.

They are also used to run
workshops in our stores and

featured in White Dwarf.

For the last few months we've been
putting together a number of self-
contained hobby projects. What we
wanted was a way of presenting this
information in a way which was clear
and easy to follow, and could cover
different types of projects with different
levels of complexity. Over the next few
pages you'll see a couple of examples
of these hobby projects, and we'll be
featuring them in White Dwarf on a regular basis. Our
stores will also be running workshops based on these
projects. However, the main place you'll find these projects
is on the internet. The Hobby Projects homepage is
www,.games-workshop.co.uk/hobbyprojects. Our intention is
to create an ever expanding library of projects covering a
massive range of subjects.

Each project starts by listing all the equipment you need, so
there’s no getting halfway through and suddenly discovering
you are missing a vital tool. The stage-by-stage instructions
are easy to follow and include photos to help you. Each
project is classified by its subject matter and level of
complexity. The subjects are titled ‘Painting’, ‘Modelling’,
‘Scenery’ and ‘Gaming’, and the levels of difficulty are
‘Basic’, ‘Standard’, ‘Advanced’ and ‘Expert’.

The Basic level covers relatively simple projects which
should be achievable by anyone, and don't generally

WORKSHOP

HOBBY PROJECTS

Jim Butler introduces our latest efforts in making really
impressive wargaming results that bit more achievable.

require any specialist tools or materials. They are suitable
for newcomers to the hobby. Standard projects build on the
basic skills and techniques covered by the Basic projects,
and assume a certain familiarity with these. While they
might involve a bit more commitment, they should still be
achievable by anyone willing to invest a little time and effort,
and will help people slowly build their skills. For more
experienced hobbyists we are presenting a range of
Advanced projects. These represent the pinnacle of
achievement for most gamers and painters, and will require
a broad range of skills to create some truly impressive
results. While we're committed to providing a steady stream
of the first three types, we'll reserve Expert projects for*
those truly inspirational pieces which we occasionally come
across, like the Golden Demon winners’ entries.

The subject categories are more self-explanatory, but it's
worth making a few points. ‘Painting’ will cover everything
from basic undercoating and putting on basic colours,
through to reasonably straightforward techniques like using
inks, to more advanced methods. Each project will be
specific, but many will include some information on varying
colour schemes. There will also be links to other related
projects. For example, the ‘Make an Emplacement’ Scenery
project shown over the page might have links to a Gaming
project with a Bunker Assault scenario.

The projects have been set up so that you can literally
follow them step-by-step to achieve the results shown, but
you can also use them to

RINES RV RHE e Pl

range of games and minjaties.

Choose from basic, core, o advanced.

‘What skill level am I?
Hot suure what level of prajectwould
La bast far pou?

PICK A PROJECT!

E-maii the Hobby Fropmct Wiebmazier

Last ipidved S¥ata-Jo Je Lidsew [ Jy Doy Dieiky

Hobby Project Workshop |

eleome o Games Woilshop's hobby websire, where vou ¢an se2 and dowiload all soits of exciting modeiling and gaming projects that complement o

Thete ata four types of project: Painting, Modelling, Scenery and Gaming, and each one 1s graded so you can choos2 a project that stiufe vour shall level.

Click on ane of the picturss below to ses the bist of available projects, or view projects

Find sut mowk about submesions

help you with other projects
which require similar
approaches or techniques.
They may even inspire you to
create your own. This is
particularly useful for clubs,

to help the more experienced
members share their wisdom. -
All you have to do is

Project
of the Week
Warhammer 40,000 Bartle

Gty by shill ! complete the project and
Bunker

 Profect classifications ety et g photograph it at the
Eead mor a:u: :I:g e rand A unkar? Bult frem car = . .

ALy - T i o appropriate stages, then write

e = & : a simple, factual

t(ﬂ)ﬂ? Kai i commentary. In the future we
T}zréﬂ'}gggls . : hope to have a facility for
ey pawindar el PAINTING MODELLING people to send in their
g - projects, but there’s no
losk & Egupment Suide )

o Vﬁ e — reason why you can't start
e Ihrm,q;.?{:f,w;,.fmnd T i :::-:m_'\‘{i your own now. If you have
oadeling el a5, and where b5 [ :

i k. ‘} L your own website you could

17 z put them on, and drop us a
SCENERY CAMING line to tell us.
Get in touch! Submit & project!
Wihab sort of project sreuld you e 1o s467 Send vz an emal vith youl ided, and £ e decids to do "'\~ Hyou thiak you can wrka 2 bobby project as good as for betterl) than thu ones faatured hare,
you could win a prize! L w1y not gel in tuuch?




BASIC HOBBY PROJECT SHEET

W@ RH ©|P

This painting project sheet takes you through how to paint an Orc Warrior. The project
starts with an undercoated model. For more information on how to get to this stage,
go to the following project sheets:

Preparation, Undercoating.
You Will Need:

* An Orc Warrior model glued to its base and undercoated
with Citadel Chaos Black paint

Elf Flesh
Blood Red

+ A Citadel starter paint brush or standard brush %% §§
+ Some water in an old mug, plastic cup or other suitable @@ &m
container
* A mixing palette — you could use an old plate or tile -
« Kitchen paper or tissue to wipe your brush on £ £5
* The following Citadel paints — EIf Flesh, Blood Red, Bestial ‘;% &
O

Brown, Chaos Black, Chainmail, Goblin Green (all these
paints are available in the Starter paint set)

If you're painting at home, make sure you have an area that is well lit (daylight is best) and is well protected
from any spillages that might occur. Also, it's a good idea to wear some old clothes that you don’t mind getting
a bit of paint on. Make sure that after you've finished painting on one colour, you wash your brush out
thoroughly to ensure colours don't get mixed together. For more information on Citadel paints and spillages on
fabrics see Citadel paint for more details.

Tip: Water each
of the paints
down a little,
mixing them on
your palette
before painting —
if the paint is too
thick, it will
obscure the
detail; if you add
too much water,
the paint will be
too thin and not
cover properly.

Tip: Remember to
wash your brush

Paint the face, arms and Paint the weapons and out thoroughly Baistithedeetizand

hands with Goblin Green. armour plates across the and store it claws with EIf Flesh
Be as neat as you can, but if Orc’s jerkin, plus the earings, standing upright )
you do make any mistakes, bracelets and studs with with all the Finally, paint the model’s base
don’t worry — you can cover Chainmail. bristles coming to with Goblin Green and set it
them up later. Paint the wooden handle of a point. Looking aiele e gy

the axe and the pouch with after your brushes Once you feel that you've
Tip: When you've finished Bestial Brown. thistvr_ay m((a}ans mastered the basics, there are
with each paint colour, wash | next ime you lenty of other paintin
your brush out with clean oL Anlahe paint a model itll fechnyiques to Ié)arn. Fgr more
water and dry it carefully on Orc’s Trousers. be clean and in information on these types of
some kitchen paper or tissue. ' perfect condition. technique, check out our other
Painting Projects.




STANDARD HOBBY PROJECT SHEET

WORKSHOP

This Hobby Project Sheet describes how to make an
Emplacement for Warhammer 40,000. If you are unfa-
miliar with the following tools or techniques, go to
‘Basic Hobby Projects’ at the Hobby Project
Homepage.

You Will Need:

« Some pieces of old plastic frame

* 1 piece of blue foam (210mm by 150mm) The finished mode!

+ 1 piece of 5mm thick foamboard (210mm by 150mm) '
for the base

» 1 piece of 5mm thick foamboard (25mm by 240mm)
for the walls, marked as shown below

« Gravel and sand

» Masking tape

» PVA and superglue

The following tools — cutting mat, steel ruler,

modelling knife, hot wire cutter, clippers, thin

marker pen

*

60mm _ i 20m 80mm

iRy
A
Y

20mm 60mm
Lt

|

A
A
A

o e i, e e

Wall Section

Tape along the top and bottom edges of the marked

piece of foamboard with Masking Tape and score
through the lines shown, being careful not to go all the
way through. This will form the inner wall of the emplace-
ment. Bend the wall piece to shape and position on top of
the blue foam. Trace around the outer edge of the wall to
give you a template for the inside of the earth bank.

Using the hot wire cutter, cut out the rough outside

edge of the earth bank, holding the cutter at an
angle to create a slope. Next cut out the inside of the
earth bank, cutting vertically. Test this by fitting the
emplacement wall inside the earth bank, and make any
extra cuts if you need to. Don’t worry if there are small
gaps; you can fill these later.




Using PVA glue, stick the earth bank roughly

in the middle of the base piece of foamboard.
Then apply superglue to the bottom edges of the
emplacement wall and glue
this inside the earth bank.
Use the modeliing knife to
trim the base into a rough
oval. Cut at a slight angle to
create a slope.

Apply PVA glue in patches around the earth

bank and base, then sprinkle on sand and
gravel (putting the larger gravel on first). This
method can also be used to cover any gaps
between the earth bank and the wall. To fill the
gaps on the corners of the wall, glue some old
pieces of plastic frame into the gaps with super-
glue, then trim them with clippers.

Here are some ideas for adding details to your emplacement:

Add a wire mesh floor. You can get different

types of mesh from craft shops and car
accessory shops. Use the piece of blue foam you
cut out from the middle as a guide to help you cut
the mesh to shape. Stick this down to the emplace-
ment floor using double sided tape. You can also
add thin strips of card to cover the edges. This
makes it look as though the emplacement has a
metal floor.

You can add all kinds of details to your,

emplacement to give it more character, using
pieces from your bits box. Try sticking skulls or
pieces of tank track to the earth bank, or placing
weapons and equipment inside the emplacement.
You can also add ‘battle damage’ by cutting shell
holes in the earth bank and edging them with
sand.
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fear no evil for we
are Fear Incarnate.
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= Those who are not purged by our guns shall be crushed
| under the tracks of our mighty war machines.
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To coincide with the release of Warhammer,
this month sees the initial releases of a new
range of hardened foam scenery and a static
grass battlemat. This superbly detailed
scenery is not only nearly indestructible but
also comes prepainted and flocked so that
you can use it straight out of the bag!

TS =

Deploying on the new
two-tier Citadel bill

gives your missile troops
an exc(gllent field of fire. *,

The new Citadel ruined tower is a very
impressive terrain feature. 1t mekes a
. fantastic centre piece and objective to
.= fight over on the barttlefield. As you
“ean see from.tbe various -
- photographs, you can use it

= .

O
1 -

iramarines clash wi

Raptors in the ruins of the tower.

2

%




Skaven GuiterRunners. aftack an
‘Enpire Battle Wizardth a il :
AV . . 2 i - > - .
. Wm’h‘f pureeskisish game, ) o e e ; Vi Positioning your troops bebind the new
e ; B w Citadel walls and bedges makes it barder
Jfor your opponent to shoot or attack then:.
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In addition to the
impressive ruined tower,
designed by modelling
guru Mark Jones, these
first releases include a hill,
Warhammer 40,000
barricades, walls, hedges

A SO LY 5 and trees. To top this off _
producing more impressive there is a massive 6'x4’ g

terrain pieces like the Ruined
Jower in the future. These large

static grass battlemat to
play over! :
These initial releases will

supply you with all the _
basic scenery that is
commonly used in a game z
of Warhammer or
Warhammer 40,000,
allowing you to easily and
instantly cover your
gaming table with good
looking, functional
scenery.

Watch out for further
releases in the coming
months!

o




BRI O T
WARHAMMER

1D.000

IN THE GRIM DARKNESS
OF THE FAR FUTURE...

AN INTRODUCTION TO THE UNIVERSE OF WARHAMMER 40,000

Warhammer isn't the only
tabletop wargame that
Cames Workshop produces.
There is also Warhammer
40,000. This is a science
fiction wargame with guns,
tanks, aliens and squads of
armoured troops fighting
for survival in the 4lst
Millennium.

SO WHAT IS
WARHAMMER 40,0007

In the most basic terms

Warhammer 40,000 is a science

fiction wargame. It places you in
overall command of your own
powerful fighting force of miniature
soldiers, which you must
manoeuvre around the battlefield,
guns blazing in the heat of battle,
whilst trying to outwit your

tactics — all within the rules framework
of a gaming system. But there's
actually a whole lot more to it than
that!

Warhammer 40,000 (often referred to
by gamers as ‘40K’) is set, as the
name suggests, in the 41st
Millennium. At this time the fragile
Imperium of Man stands on the final
bloody crossroads between extinction
and survival. It is a dark future —

opponent with superior forget the promise of peace and

understanding. Technology is in decay
and the universe on the brink of self

4 The Warhammoer 40,000 rulebook — destruction.

288 pages of rules, background, army
lists and mayhem, m
fuyure there B oply W

. fn the gum drkness of ih(_ far

Fre

- L ‘
.@; Space Marines of the Ultramarines Chapter cngage Chaos Khorne Berzerkers deep inside a
% 7
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CODEX

SPACE MARINES

CODEX

BLOOD ANGELS

COLEX
DARN ANPTI o
g :

A game of Warhammer 40,000 in Pogrcss.

You can command squads of
warriors in the service of the
Emperor of Mankind, or lead alien
warriors in the destruction or
enslavement of humanity. All the
rules that you need are contained
within one rulebook, which is written
to explain how to go about raising
armies and playing battles and
campaigns within the Warhammer
40,000 universe. How to choose
your forces and then build your own
alien battlefields to fight over is all
covered within the main book.

The book is also full of background
giving you an insight into this age of
warfare and bloodshed. It describes
the dark gothic background of the
41st Millennium, and the hostile
aliens like the sophisticated Eldar or
the crude, brutal Orks that are at
war with the Imperium of Man as
well as with each other. There are
threats from outside the Imperium
too, as the terrifying, ever-evolving
insect-like Tyranids devour all in
their path. Also detailed are the
forces of the Imperium, from the
countless legions of the Imperial
Guard to the Emperor’s finest — the
genetically enhanced superhuman
Space Marines.

The Imperium is not only threatened
by the enemy without but also by
the enemy within — the insidious
touch of Chaos is everywhere. Fully
one half of the forces of the Space
Marines have been corrupted and
now worship foul dark gods. There
are also Chaos cults meeting in
secret on millions of the Imperial
worlds, plotting the downfall of the

Imperium for the glory of their
Chaos masters. All this along with
details of the labyrinthine
organisations of the galaxy-
spanning Imperium are contained
within this one weighty tome.

In case you are unsure where to
start, the entire first section of the
book is devoted to collecting
armies, building scenery for your
battlefields and painting your
Citadel miniatures. In fact,
everything that you need to know if
you have never played a wargame
before and are just starting out can
be found inside the Warhammer
40,000 book.
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CODEXES - ARMY LISTS FOR
THE 41st MILLENNIUM

While it's an essential reference for
you to play your games of
Warhammer 40,000 with, the rules
and background do not stop with
the main book. We have and will be
continually releasing Codexes —
mini rulebooks and supplements
adding more detail to the
Warhammer 40,000 universe.

Each Codex is an in depth look into
a particular race or army, with full
details on uniforms and paint
schemes. It also describes the
different weapons and troop types
that army uses, special rules, a fully
updated army list and packs in
more background, giving you a
further insight into the universe of
the 41st Millennium. These books
help mould the character of your
army, giving it a distinct fighting
style and look. p
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A The huge range of Codex supplements available
far the Warhammer 40,000 game, containing foads
of extra rules, background and expanded army lists!




4 CITADEL MINIATURES - NEW
WARRIORS FOR THE AGE OF
BATTLE

As you can imagine there are
absolutely loads of Citadel
Miniatures available to accompany
the Codexes and main rulebook.
Every troop type is represented by
finely sculpted models. From the
mighty Space Marines to the lowly
Grots, there is a miniature to place
on your battlefield.

And we don’t just stop at the troops
— you can get heroes to lead your
armies: grim-faced Imperial Guard
Captains, the mysterious Eldar
Farseers or even the horrific
Greater Daemons of Chaos.

Also you can get you hands on the
rumbling war machines of the 41st
Millennium in the form of plastic

kits. The awesome, hard-to-kill
Space Marine Land Raider is our
latest, but you can also field exotic
alien vehicles like the fast Dark
Eldar Raider or deadly Falcon grav
tank. Or if you are a fan of the
crude constructs of the Orks, their
ramshackle buggies, bikes and
trukks are all available too.

ITS YOUR GAME - THE FATE
OF THE UNIVERSE IS IN
YOUR HANDS...

Just like Warhammer, Warhammer
40,000 is a whole hobby within
itself. Instead of spears and shields,
you have boltguns and power
armour. It's a whole gaming
universe, full of grim battles as
every race struggles for survival
and dominance.

A hundred thousand worlds, ten
hundred thousand wars. There s no
respite. there is nowhere to hide.
Across the galaxy there 1s only war.

The Warhammer 40,000 universe is
unimaginably vast, and we will
continue to explore this universe
with every Codex and Citadel
Miniature that we release. White
Dwarf magazine allows you to keep
in touch with all the latest
developments, with new scenarios,
extra rules, more background and
massive galaxy-shaking gaming
events for you to take part in.

The universe is a big place and,
whatever happens you will not be
missed. It's now up to you to either
aid the survival Mankind or speed
its destruction. The fate of the
universe is in your hands. [l

By Nick Davis




W These pictures show just a few of the hundreds of Citadel Miniatures w ARH AM ME R
available for Warhammer 40,000.
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A Chimera tmk supports a Cadxan lmpcr:al Guard squad

Khal;n th: B:trayer
Champion of Chaos. Space Marines of the Space Wolves Chapter attack Chaos Khorne Berzerkers.

B ' . it - gk | Eldar Guardians are gin covering fire by
Blood Angels Space Marmes disembark from thclr Land R:uder mto the Chaos lmes Dark Reaper Aspect Warriors.



ANCIENT THREAT

Now the Chaos Space Marines can have their revenge on the
misguided fools of the Adeptus Astartes, with the arrival of the

Chaos Land Raider.

The Chaos Land Raider is the
largest and most feared of tanks
in the Traitor Legions’ armoury.
Many of the vehicles used by
Chaos Space Marines date back
10,000 years to the Imperum’s
founding. Of these, the Land
Raider is the most deadly, able to
transport a squad of Chaos Space
Marines or the dreaded Chaos
Terminators into the heart of
battle within its near-impenetrable
armoured hull.




Supported by a Chaos Laﬁd Raider, Khorne Berzerkers

Night Lords Chaos Space Marines disembark.

Along with the Land Raider kit, the boxed set also contains'iwo frames of spiky
bits to customise your Land Raider with. Keep an eye on White Dwarf over the
coming months for ideas en how to convert your own Chaes Land Raider.

WARMAMMER®

Rear detail with spiky accessorics. ANDDDD



New material for Blood Bow,

heim, Necromunda, Battiefleet

» Warhammer Quest,

ter & Epic 40,000

Great NEW stuft for these great games!

Fanatic has been set up to support Blood Bowl, Warhammer Quest, Necromunda,
Epic 40,000, Battlefleet Gothic, Mordheim and Warmaster. Every month we’ll be
bringing out new magazines, new supplements and, most important of all, new
miniatures for you to use with these games. This page shows our second set of
releases, and there’ll be much, much more in the months to come. And remember
that all the models ever released for all these systems are still available from Fanatic.
If you like any of these games and want to know more about them, then check out our
website and if you have any thoughts, comments, ideas or suggestions about
Fanatic, then write or e-mail us — we’d love to hear from you.

» FANATIC MAGAZINES

BLOOD BOWL MAGAZINE 1: Blood Bowl players of the world rejoice

[ for the official supplement for your favourite game of sporting
carnage has arrived. This issue Jervis Johnson introduces a brand new
/ team in the comely shape of the Amazons along with bags full of new
rules. Jervis also does his best to explain just why Amazons from the
jungles of Lustria have unicorns in their teams...

WARMASTER MAGAZINE 2: Warmaster magazine returns with more
scenarios, cool new rules and sage words from Rick Priestley. Also in
this issue you’ll find the army list for the new Kislevite army along
with background and tactical advice on its use.

CITADEL JOURNAL go: Now that all of our other games have their own
magazines, the Journal will be concentrating on bringing you great
new stuff for Warhammer and 4oK. This issue includes a Warhammer
scenario by Gav Thorpe that pits High Elves against Dwarves during
the War of the Beard, a Genestealer Cult army list for 40K, rules for
Imperial Armour’s new Eldar Night Spinner, plus all the regular
features and much more!

All magazines £3.50 each

NEW FOR BLOOD BOWL - AMAZON TEAM

Long ago, driven by a desire for adventure, the Valkyries of the Norse settlement of Skeggi in Lustria, sailed away
from their menfolk and founded their own colony deep within the estuary of the river Amaxon. Cut off from the
outside world, these fierce warrior women ‘went native’ and when rediscovered years later they had taken on the
clothes and customs of the Lizardmen of the surrounding jungle. Now these feisty warrior women have taken to
the Blood Bowl pitch and Sigmar save those who dare play against them. Designed by Trish Morrison & Mark
Harrison.

TEAM DEAL
1 thrower,
2 catchers,
2 hlitzers,

7 line women

only £25!
save £2.50!

Cheerleader Lirg wfnan 1
FBBMOO4 FBBMOO5S

Blitzer 1 Blitzer 2
FBBMO0O01 FBBMO02

¥ '

Line woman 2 Line woman 3 Line woman 4 Thrower Unicorn
FBBMOQ0D6 FBBMOO7 FBBMO008 FBBMO009 FBEBMO10

WEB: www.fanatic-games.com E-MAIL: fanatic@games-workshop.co.uk

and the unicorn for



NEW FOR WARMASTER - KISLEVITE ARMY

North from the rich lands of the Empire, the forests give way to the great wind-swept plains and the dark birch
glades of Kislev. For a thousand years this kingdom has endured despite the attacks of the savage Norse raiders
and the ever present threat of Chaos. Utilising a mix of fast cavalry, massed archers and War Wagons, this new army
for Warmaster allows you to play a human army with an entirely different feel. All Warmaster models are sold in
units. Each unit contains an appropriate number of castings, generally enough to complete a unit of three stands.
A ‘stand’ consists of enough miniatures, selected from those shown below, to fill a 20 by 4omm base (generally two
strips of miniatures per base). Designed by Colin Grayson.

£5

PER UNIT /N

o

Kislev Axemen Kislev Horse Archers
FWRMO002 (3 stands) FWRMO01 (3 stands) FWRMO03 (3 stands)

Bears ‘ £5

FWRMO0O05 (3 stands) SGllLlL

Kislev Character Pack
FWRMO006 (all 6)

ARMY DEAL
1x Kislev War Wagon
1x Kislev Knights
2x Kislev Horse Archers
1x Bears
2x Kislev Bowmen
2x Kislev Axemen
All of the above for £48.00
And get all the Characters

Kislev War Wagon £5 — PSSR B
FWRMO0O7 Kislev Knights

& \WRMO0o4 (3 stands)

ALSO AVAILABLE: Warmaster siege equipment, Epic 40K Warmonger class Emperor Titan, Battlefleet Gothic
Tyranid Hive Fleet, Rapier cannon and Events cards for Necromunda, and WHQ Pits & Traps, plus new
Averlander and Shadow Warrior Mordheim sets (full warband & rules). Ring for details or see our website.

JOIN OUR MAILING LIST... How To ORDER

7210 = R NSO LI S . Agel e,
O (o T T S D You can get Fanatic models from Games Workshop Mail Order:
= 0115 91 40000
. (between 8am and 10pm)
OSIC0CE: S e e e E I T Fanatic models are also avaitable through the Fanatic Mail Order service from the following address:
Phone: Fanatic, Games Workshop, Willow Road, Lenton, Nottingham, NG7 2WS, UK.
s S A T R R A R R i i You may fax ovedit card orders on: G115 916 6044,
Baall o s s e e e s s Payment can be either by Credit Card {Visa, Mastercard or Switch),
Cheque or UK Postal Order payahle to Games Workshop Ltd.

Please send me news by: PLEASE DO NOT SEND GASH.

- Please allow 28 days from receipt of order for delivery. Minimum order £5.00
Post [ E-mail ] Postage and Packaging rates: 1st class £4, 2nd class £3 [flat rate).

For future catalogues please send an SSAE or 2 IRC to the above address.

(See how to order box for address) You can E-mail us on : fanatic@games-warkshop.co.uk

TEL ORDERS: o115 91 40000 TEL ENQUIRIES: 0115 916 8127

Due to the amount of stuff we've squeezed onto these pages, the models are shown at 60% aciual size.
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Date: 998 AMHT

Ref: Arm/ 456/ emaga Three

Scribed by: Inquisitor Yuarn

Re: Ork Trites

Thought: A mind without purpose will wander in dark places.

Alien /V/W/M/’ /4

A confinuafion of The report concerning the different Ork frites unified under The banner
of Ghazghkull Mag Uruk Thraga; The Beast of Armageadon: This report compiled by the
Emperors most humibie servant, Andy Chambers.

So-far we have loked af The Orks of Greal Overiord
Ghazghtalls War Horae and The White Lightnng Trite: What
12llows is @ further analysis of Three more Ork Trites
encownfered auring The fghting i The Armageaasm sul-sector.

Black Slowers Trite

Trital Lolours. Gack

Trital Fiyphs red forned stal!

Trital Motits. biack and while checks

Notes. The Block Slayers are a noforious scourge of fhe
so-called Great Pespot of Pregruf. an Ork empive fo-fhe
galactic: rorth of Armagedaon. The Black Slayers have a
repuiafion for Jaking no- prisoners and shughiering even
nen-combatants in an orgy of booalest, wnwswal for Orks
a5 They rely heavily o slve-labour. [t seems That & large
propertion of the Black Slayers are fighting in
Armageadon Frime: sireet-fighting Hrough the shatlered
docklands of Tempesiora and Peath Mire:

Lrooked Moon Tritde

Trital Lolours. yellow

Tritad Glyph: biack quarier-moon
Tretad Motis. Hack Fanes

Notes. The Crooged Moon Trite is part of Ghazghkulls
forces i Armagedivn Secundus, currently emiroied in
laitles arownd fhe Heloreach penmsuly. The Fighting has
been infense and The Trite has [ost a Thivd of ifs warriors
Janing conred of Three volcanie peaks known locally as
the Three-Fig. Pespite s losses, The frite can shill muster
Tuetsty warlands and Thanfs o The unforlunale damsse of

thetr fellows, The survivers are exfremely well-equpped with
stikklomlz, armour and weaponry. The Crooked Moon
Trite has otvious affhations with the Bad Moow ctan and
has been fighting in coordimation with The warlands of
Warilord Moriaa H’ﬁd‘ﬁf’fﬂ@?&‘ﬁd&f‘W’ of heavy oranance
and profiigate use of anwmuniTion has earned kin fhe
weary nickname Mere-lang’ among luperial froops.

Stompers Trite

Trital Lofburs. green and back
Tridal Gilyph: red or yellow explosion
Trital Motits. yellow or red asgs

Nefes: The Stompers trite are parf of the invasion force of
Urgek The Unstoppalie fightng Hhrough The parched
lightands of The (e Wastes, norih of the Baitng Sea. The
Trite s upzsuad lecawse if uses dreaanoughi's and walkers
almast exclusively mstead of move conveniionad buggies,
Ukes or afher vehelos. There have even leen reports of the
Slompers using caplured sepfinels and relfuilt Space
Marine Preadnought’s i ther ranks. The frital colours of
The: Slompers are-appled in a privlive camoutiage pafiern
which appears Jo- e an affempl To- mimic the cont of the:
Koriger. an aggressive preaaior of the equaioria jungles
which: aivide Armageadon Frime and Securndns.
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The Orks’ savage
preference for elose
comibat can also e
ighlighted in their wse of
" short ranged fireatmis
and stikklomiz. 48
Shown here /s &
selection of These 3
Weapons. Note that The
sheer weight of
Ry these weapens
also- mages Them
dangersus funit
instruments
elnse combal.
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WARHAMMER MONTHLY 35 - The All-Action Comic

In this month’s action-packed issue of Warhammer Monthly: Sword for hirg
Hellbrandt Grimm retumns in another tale of murder and intrigue in the grim world of

Warhammer. In Mordheim - City of the Damned, mercenaries Ulli and Marquand

come across the sinister villain known only as - The Flayer! On the cover and inside
in the Nemo Agenda, Kal Jerico runs into an old enemy in his search for the
mysterious artefact. All this, plus interviews, features and much more

OUT: OCTOBER » ONLY £2.00

THE WINE OF DREAMS - A novel by Brian Craig

Deep within the shadowy foothills of the Grey Mountains, a dark and deadly plot
IS uncovered by an innocent young merchant. A mysterious stranger leads young
Reinmar Weiland to stumble upon the secrets of a sinister underworld hidden
beneath the very feet of the unsuspecting Empire — and learn of a legendary

elixir, the mysterious and forbidden Wine of Dreams.

US OUT: OCTOBER ¢ ONLY £5.99

(U ST

INQUIS EXTERMINATUS - The Art of Warhammer 40K

Presenting an epic celebration of the art of the Warhammer 40,000 game,
compiled by John Blanche from over thirteen years of astonishing images. [nquis

Exterminatus is crammed with art from the past and present, from pieces which

have not been seen since the very earliest incarnations of the Warhammer 40,000
game, to brand new works especially produced for this lavish book

OUT: NOW!  ONLY £20.00

STUNNING GRAPHIC NOVELS !

OOBNUEST

< FROMTHE pARK MILL ENNIUM —

"SRR mmw

OBVIOUS TACTICS BLOODQUEST
£4.99 £6.50

TITAN KAL JERICO THE REDEEMER DARKBLADE
£4.99 £4.99

DAEMONIFUGE

£4.99 £7.50 - £4.99¢

Get all the latest news about the Black Library at our website: http:/www.blacklibrary.co.uk — now including online store!
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STATUS DEADZONE
NOVEL £5.99
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INTO THE MAELSTROM EYE OF TERROR REALM OF CHAOS
STORIES £5.99 NOVEL £5.99 STORIES £5.99

SPACE WOLF RAGNAR'S CLAW  HAMMERS OF ULRIC
.NOVEL £5.99 NOVEL £5.99 NOVEL £5.99
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FIRST & ONLY GHOSTMAKER DRAGONSLAYER
NOVEL £5.99 NOVEL £5.99 NOVEL £5.99
TROLISLARR LR
: " v
! o " X ( ‘
0 Y NT A gl
; A : l
TROLLSLAYER SKAV&-JNSL;;[%R DAEMONSLAYER
NOVEL £5.99 NOVEL £5.99 NOVEL £5.99

 LET THE GALAXY BURN !

Jorge Worl d
PRESE]

Hot from the files of the
Fabricator General comes
Imperial Armour, crammed with
new Imperial vehicles for
Warhammer 40,000.

Covering all the current

range of Imperial Guard Forge World
creations as well as some amazing
new war machines, Imperial Armour is
the comprehensive guide to the
armoured might of the Imperium. It's
packed full of new rules for using
these awesome variants in your games
as well as showcasing brand new
vehicle kits — including the Sentinel
Power Lifter and the sensational
Shadowsword Super Heavy Tank.

OUT: SEPTEMBER  ONLY £10.00




* Warhammer 40,000 is a *

* tabletop wargame for two or
‘more players where you
'cmwmnd the forces of the -
lmpermm or one of its deadly

enemies. The game provides
you with all the rules,
scenarios and army lists you
need to fight*a battle, and
guides you through how to
paint the detailed plastic
Citadel miniatures in the box
“and then how to collect
: tOgcthcr your own army:

Games Workshop Lid @ 2000. All r:ghts reserved
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CHAPTER APPR(

By Andy Chambers

Greetings citizens, and welcome to Chapter Approved, returning to you after a long lay-off due to crusades against
assorted aliens and heretics. Most specifically the Third Armageddon War has caused a not inconsiderable dent in
our plans (damn that Ghazghkull!), and the huge Tyranid incursion on my desk is in severe danger of sprouting legs
and taking over altogether. As if this were not enough to contend with, we’'ve also been working up some Cityfight
rules, and like all urban conflicts, progress has been bitter and hard won with lots of casualties and bloodshed. My
special apologies to anyone who has written in to Chapter Approved over the last few months and not received a
response yet; sorry, please be patient and take some comfort from the fact that if the Tyranids do get out of hand |

can simply drop my bulging Chapter Approved folder on top of them...

CRUX TERMINATUS

weapon-gerheats but the poor old
Terminators have been thoroughly
ihammered on the receiving end.

se comb as also become a

fairly esoténc Lowenng peints costs
is tempting, but ultimately wrong “
Terminators cost the right amount in
comparison to Space Marines and |

By Andy Chambers
“There's something wrong with
our Terminators today...”

The crux of this s
for Terminators, Chaos Terminators
and characters in Terminator armour.
For some time I've been getting
feedback on Terminators which is less
_than encouraging. My own games
have also tended to show up the
same things. Basically these elite,

ion is a new rule

ce Ork choppas
power weapons ' being able to rip
:’B,rmlnatoﬁ before they get a
chance to sirike back with their
cumbersome, if deadly, power fists.
This Iattew preblem in particular has
also dl&suaded most players from

don’t want to break that equation.
Assuming, howevet, that Termipators
are overpriced at present, the corract
thing is to make them a better choice.

The solution: Terminator armour
s legendarnily thick and heavily
reinforced  with armaplas  and

+ eq oping characiers in Terminator ‘adamantium. Terminators are capable

; E?n%r;gr‘:am%r; t:fe g‘ai?}ngmtffehg ur tog ‘80 what?" would be my  of surviving just about any hit, even
“faces kicked in pretty régulat‘ty Why nermal e, along with some ones from pﬁasma or pewer weapons.
s0? Because plasma weapons have biting comment on learing to use 14 represent this Terminator armour
emerged as the gun of chai m a fhem better. you can only stick  now receives a 5+ invulnerable saving
°”r head in the sand for so long, and  throw as well as its 2+ armour save.

number of armies, the rea

that plasma combines the strfengt 9 tales of woe just keep coming. = This means that any wound scored on
damage armoured vehicles with 'the The most telling cry for help | keep - 5 Terminator which doesn't allow an
seaing is the fact that most Space  armour save (AP 2, power weapons

armour penetration to kill anything u ,
i TeF:‘mlnator with a de}ggr'itg p{ Marme players don't use Terminators
4 In their armies anymore. Sad really,

. rapid fire range. This has led
5 rﬁusmg[y h:ghg numbers of In?ﬁeﬂal .and definitely in need of retifying.
~ Guardsmen frying themselves vg;tn "A ftmber of suggestions have been
/ -9 rnade on how to fix thls some of them

eic), is ignored on a D6 roll of 5 or 6.
Remember that a Terminator can use
its asmour save or its invulnerable
' ,-save a@m a wound but not both.

A squad of Crimson Flsts Tcrmmators ho

out against the

‘95




DARK ELDAR VEHICLE UPG_RADES |

By Gav Thorpe, based on ideas
by several different contributors.
Since the Dark Eldar Codex was
released, we've had assieady trickle
of correspondence bemoaning the
lack of vehicle upgrades in the Dark
Eldar army list. Well, Pve butchered
| and cannibalised the best ideas
‘we've received into the following
~ list. Thanks to everyone who sent in
suggestions.
A Raider can take any of the
~ following -~ vehicle upgrades. A
Ravager may not take Scaling Nets,
Slave Snares, Toriure Amp or
Trophy Racks. The points values are
different for Raiders and Ravagers,

the points values for Raiders first
and for Ravagers second.

Horrorfex - bpts/5pts

As the vehicle falls upon its foes,

arcane grenades made  from

capiured Eldar wraithbone sow
" discord and terror within the
~ enemy’s ranks. The vehicle is fitted
~ with a larger version of a Terrorfex,

which can be fired instead of

another of the vehicle’s weapons in

" has the same effect as a Terrorfex
(see the Dark Eldar Wargear
section of the Codex) except that is
has an 18" range.

Night Shield - 15pts/20pts

The vehicle’s open deck Is covered
by a wide-area shadow field,
enveloping the vehicle in darkness
and hiding its true location. This has
the effect of adding 6" to the range
from enemy units wishing to fire at
a vehicle with a Night Shield.
This may put the vehicle out of
range, in which case the sheoting
automatically. misses. The extra
distance is also counted for working
out if the vehicle is within Rapid Fire

as shown in the entries below, with'

_the Dark Eldar Shooting phase. It

range. it has no effect on template,
ordnance or barrage weapons. The
Night Shield does affect whether
the vehicle can be seen in a Night
Fight. ‘
Scaling nets - 5pts/unavailable

A web of nefting hangs to the
ground from the Raider, allowing its
passengers to get on and off more
swiftly. A unit may embark or
disembark onto or from the Raider
at any point during its move, rather
than just at the beginning or the
end. They rryy not da this if it will be
moving over 12" in total that tum,
and they cannot move before
embarking or continue to move
after disembarking as it is a2 moving

‘vehicle. Unfortunately, the nets also

provide easier access for foes, and
any enemy unit attacking the Raider
in close combat hits on a straight
44, rather than the 6+ usually

‘needed for skimmers. A Raider with

Sealing Nets cannot have Scythes
or Slave Snares.

Screaming Jets - 15pts/10pts
The vehicle is fitted with additional
high-powered jet engines. which
allow it to drop from the skies with a
characteristic screaming wail. A
vehicle fitted with Screaming Jets
can Deep Strike if the scenario
normally allows Deep Strike to be
used. The vehicle counts as moving
over 6" on the turn it arrives and
troops on board may not disembark
that turn.

Scythes - 10pts/10pts
The wehicle has been fitted with

« blades along ats hull, making it a

risky prospect to attack in an
assault. Any enemy model that rolls
a 1 to hit when attacking the vehicle
in an assault suffers a Strength 5
hit, with normal armour saves
allowed.

Slave Snares - 15pts/unavailable
The Raider frails numerous long
chains and whips, each lined with
barbs and hooks fo pluck unwary
foes from the battlefield as it
swoops past. If the Raider passes
over an enemy unmit during the
Movement phase, and does not
move more than 12" in total, the unit
takes D6 Strength 4 hits, with
normal armour saves allowed.
Madels removed as casualties are
treated as prisoners for victory
points ‘purposes. Slave Snares
have no effect on vehicles. Any
casualties lost by a unit in the
Movement phase are added to
casualties from the next Shooting
phase for the purposes of working
out if they have lost 25% casualties.

Torture Amp - 10pts/unavailable

During batlle a Haemonculus
tortures captured slaves and traps
their  screams  in  special
voiceboxes. These cries of agony
are filiered through —complex
projectors to create a wave of
terrifying sonic energy around the
vehicle, which can scatter enemy
units. A vehicle with a Torture Amp
is able to Tank Sheck, even though
it is not a tank. ’

Trophy Racks - 10pis/unavailable
The Raider is adorned with
skeletans “and skulls impaled on
staves, while priseners taken in
battle are tied to its decks with
barbed filaments.” The enemy
troops  find« this . ‘immensely
disturbing and threatening, so any
enemy unit with a model within 6" of
the Raider subtracts -1 fdrem. its
Leadership value. Note that a unit
suffers a maximum penalty of -1 to
its Leadership regardless of the
number of Raiders with Trophy
Racks within 6.




CODEX ELDAR - Q&A

By Gav Thorpe
Q. Are Warlocks a separate HQ choice from the Farseer, or
do the Farseer and Warlocks count as a single choice like
other 'bodyguard’ units?
A. The Farseer and Warlocks are a single HQ choice.

Q. If you have more than one Warlock with the power
Enhance in a unit, are the effects cumulative?

A. No. You only gain +1 WS and +1initiative, regardless of
the number of Warlocks with Enhance in the unit.

Q. What is the cost of a Warlock on a Jetbike? In the
Warlock Bodyguard entry it says it costs +25 points for a
total of 36 points, while in the Guardian Jetbike Squadron
entry it gives the cost at 41.

A. Warlocks on Jetbikes cost 36 points. The points cost in
the Jetbike entry is a bit of a boo-boo and uses the Jetbike
cost of 30 points given in the Armoury. However this is the
cost for Farseers, not Warlocks (Farseers go up to
Toughness 5, not Toughness 4).

Q. When a Farseer uses Mind War, it implies that you can
choose which model is targeted, ignoring the normal
casualty removal rules for shooting. Is this right? Also, can
it be used to target a model in an open-topped vehicle?
A. It js true that you can choose the model targeted, as long
as the Farseer has a line of sight (remember that
intervening enemy models and combats will block line of
sight). I've decided not to allow Farseers to target models in
open-topped vehicles, because:
a). Units inside transport vehicles cannot normally be
targeted,
b). it would be horribly difficult to judge who is in line
of sight, and
c). we can assume that all the occupants’ minds are
too ‘squashed’ together for the Farseer to single one
out to attack.

Q. Does a unit protected by the Warlock power Conceal get
to strike first when assaulted, as if they were in cover?

A. No, as it says in the description they just get a 5+ cover
save versus shooting.

Q. How do you work out the points value of a Support
Weapon? It seems to imply that each Guardian crew
member costs 20 points each, plus the cost of the weapon
itself.

A. 20 points per crewman would be a bit steep! The ‘points
per model’ is for two crewmen and the support weapon.
This is then further adjusted by the type of support weapon.

Q. Heavy weapon platforms in Guardian Defender squads.
Are the crew included in the points value? Do they count
against the 20 model maximum size? Are they allowed
grenades? ;

A. As with the Support Weapon, the points cost is for the
whole package. They are in addition fo the maximum unit
size (so you could have 22 Guardians in total, and a
Warlock). They aren’t Guardian Defenders as such, and
cannct be given grenades, but one of the crew can use his
Shuriken Catapult as normal.

Q. Can a Space Marine Psychic Hood work against
Warlock powers? And if so, how? When do you get a
chance to nullify the Warlock power?

A. Against Enhance, Embolden and Conceal, the Librarian
can use his Psychic Hood at the start of a Space Marine
turn against one Warlock. If he successfully nullifies the
power then it has no effect for the rest of the Space Marine

turn. Against Destructor it works as normal, except of
course that there is no need for the Warlock to pass a
Psychic test first — simply announce you are using the
Psychic Hood when the Eldar player declares he is using
Destructor.

Q. In the Warp Spiders’ Jump Generator rules it says that
they might disappear in the warp on their second jump. Do
they still have to test for jumping in the Assault phase, even
if they decided to move normally (i.e. 6") in the Movement
phase?

A. Yes they do. The risk of the ‘second jump’is to offset the
advantage of being able to move after shoofing, and
therefore out of the enemy’s line of fire.

Q. If a vehicle is equipped with a Crystal Targeting Matrix
and fires in the Movement phase, can it then use Star
Engines in the Shooting phase because it isn't firing any
weapons?

A. There's some damned cunning devils out there... No,
you cannot fire weapons and use Star Engines in the same
turn. Also note that a Crystal Targetting Matrix cannot be
used fo move vertically, shoot and then drop back down fo
ground level (like a 2nd edition pop-up attack).

Q. How could a Vibrocannon shot pass through several
units unless it was on hill? Isn’t the LOS blocked?

A. Models block line of sight, not units, so it is possible to
fire between the models of several unils, although you'd
have to be lucky fo get more than two or three.

‘.

Q. [s Arhra the Father of Scorpions the leader
of the Incubi?
A. Do you really
think I'd tell
you?




NIGHT FIGHTING: EXPANDED RULES

By Jeff Wright

Whilst the rules given for Night
Fighting in the scenarios section of
the Warhammer 40,000 rules are all
well and good, they represent only
one facet of fighting in the dark:
vision. | have no daubt that this was to
preserve simplicity in the rules
system. However, | have come to the
conclusion that the lack of any
psychological effects for night fighting
" means that the rules are more an
irritation to the commander rather
than a second foe to combat. It is
worth explaining my heavy use of
. Morale cheeks in these rules even for
things:that don’t really warrant a test
of morale. It is my belief that the
Leadership value of troops best
reflects the quality of said warriors.
Thus, when - tesfing on Leadership,

you are bringing in the factors of the'

bravery, intelligence, training and
‘wargear of those troops (a Space
Marine in power armour is bound to
be more confident than an Imperial
Guardsman in a vestl). It also neatly
brings in other factors like Space
‘Marine autosenses allowing them to
see in the dark to a cerfain_extent,
therefore they will pass the Morale
checks much more easily, neatly
represenﬁng the advantages of their
- unique situation. | shall call them
- | eadership tests to avoid confusion
with the usual fall back rules as they
are not always applieable. It is also
worth noting that | am an Imperial
Guard player and so these rules will
be a huge pain in the pipes to me, but
drama and character are way more
impertant to me than victory! Well,
without further ade, here they are...

Night Fighting: All the rules from
page 134 of the Warhammer 40,000
rulebook apply.
The Jitters: Every squad and
character in the army must make a
successiul Leadership test every turn
in order to funetion normally. Vehicles
are exempt from The Jitters as three
mches& of stegl tends to inspire
confidence. Cavalry suffer a -1
penalty to Ld for this test as horses
(or whatever the cavalry troops are
riding) tend to be a tad skiitish. If
failed, roll @ D6 and apply the result
below:
D6 Action:
1-3  The unit hears the crack of a
twig or semething and hits
the deck, expecting a
barrage of enemy fire. The
unit may not move this turn
( although they can assaulf, as

b by then they have realised
their mistake. Shooting is not
\affected,

4-6 The mind plays tricks and

shadows all around become
enemy soldiers. Thinking
they are surrounded, the unit
hastily withdraws. The unit
must fall back as described
in the rules (N.B crossfire
can occur as a direct result!).

Pinning: A sudden burst of bright
gunfire is a nasty thing at night. much
more  traumatising “than in the
daylight. All shooting is capable of
pinning traops in the same way &8s
barrages. Obviously, the effects of
weapons that normally cause pinning
will also be worse, so Barrage pinning
and sniper rifles inflict a -1 penalty to

The enemy can scem far more intimidating in the dark hours of the night..

Leadership tests, and Ordnance
barrage pinning inflicts a -2 penalty
instead of the usual modifiers.
Getting Lost: Getting lost is a hell of
a lot easier at night than in daylight. If
a squad member breaks his cohesion
distance (see page 43 in the
Warhammer 40,00 rulebook) then he
must make a successful Leadership
test, representing the brains of the
soldier, or he gets lost. A lost modelis
removed as a casualty but the
opponent gains no victory points for
him. If the test is passed then the
normal rules apply. NB: Even troops
who are immune to psychology must
take these tests, even though they
are based on Ld.

Exception: Daemons do not see the
world in the same way as everyone
else. They ‘see’ the souls within
instead of relying on fickle light.
Daemons of all kinds, possessed
Space Marines and the Eldar Avatar
are exempt from ALL night fighting
rules, including the ones in the book.

Scenarios: In all scenarios where
there is an attacker and a defender,
the attacker gains a +1 modifier to all
of his Leadership values to a
maximum of 10 in his first turn for The
Jitters. This represents the fact that
an attack at night is very favourable
for an army, as they know there are
soldiers out there whereas the
defenders haven't a clue! Aiter the
first turn, all benefits of surprise are
lost and the modifier does not apply.
This rule  is !argely 3 “allow an
attacker a bettér chance of actually
making an attack on the first turn
rather than his entire army refusing to
obey their orders! -




Every month we publish a

i ) » = ,_ - " gL Ay -
‘f;; Battle Report, chronicling
- the events of an actual
) game. They give you an

idea of how the game
works and are a good
OVER GEISTHEIM [
gaming tips and tactics.

A Warhammer Battle Report by Gordon Davidson, Alessio
Cavatore, Space McQuirk, Graham McNeill and Phil Kelly.

Welcome to this month’s battle report, a brutal clash heralding the release of the fantastic
new edition of Warhammer. With the Empire Armies book released this month and the
Orc & Goblin Armies book hitting the shelves next month, we thought it fitting to
showcase these two varied and colourful armies as they meet in fierce battle in the
depths of the Great Forest.

Set in the once peaceful forests of Talabheim, this battle report focuses on the
struggle around the village of Geistheim as Empire troops mass to defend their
beleaguered outpost. In a time when the incursions of the Orcs were becoming
more frequent, and each war party seemed to be growing in size, the Empire must
make a stand or surrender large portions of the Great Forest to the marauding
Greenskin menace. Even the local residents have been drafted in to defend their home \

town in this bitter struggle for supremacy. RO
This is an ideal forum to show just how the new version of Warhammer works, and T by ',r:-ﬁm
what changes have been implemented since the last release. The scenario played was
the first and most basic mission from the Warhammer rules, The Batile of Nebelbeim
(Pitched Battle), and is reproduced as it is in the rulebook on the following pages.

Note that many of the points values and more detailed rules presented here are taken from
work in progress on the Orcs and Goblins Armies book, and may be subject to change.

. e "R T T

The booms of the Orcs’ gigantic drums could barely be heard over the |
sound of their guttural war chants. As the loyal troops of Talabheim stood
in disciplined ranks. the sound of crashing trees and branches snapping
mcreased in volume before finally the Orc horde emerged from the tree-
line. Elector Count Schepke steadied his horse and, raising his sword high
above his head, he calmly addressed his troops. ]
“Hold the line, men!” he yelled. “Artillery, ready your fuses and await my
command!” E
His voice was barely audible above the jeers of the massive Orc horde. A
. solid wall of Greenskins now stood facing his brave soldicrs, bellowing J
fierce challenges and clashing crude choppas against their rusted armour. 2
stark contrast to the disciplined ranks of the Empire soldiers.
The people of Talabecland had thought themselves safe, hidden deep within
~ the heart of the Great Forest. A lapse of vigilance resulting from years of
peace and prosperity had allowed the sudden Orc invasion to devastate the
villages and towns surrounding Talabheim. Huge numbers of Orcs had been
reported raiding the unprotected settlements, disappearing as quickly as they
had emerged, leaving a broken trail of wanton destruction behind them. Only
the town of Geistheim lay between the advancing Orcs and the city known
as The Eye of The Forest.
A weteran of many campaigns, Elector Count Otto Schepke had seen a
pattern developing within the attacks of the Orcs. Mustering his regiments ‘
and Knights, he rode to the small town and alerted the mayor of the
approaching danger. If his deductions proved correct, they had only a short
/ time to preparc for battle. The mayor of Geistheim cxhorted the townsmen J
to gather their weapons. The Count knew that a man fighting to defend his "
home was a dangerous opponent, a match even for the skills of his bravest

soldiers. They would need such courage in the battle were they to stand any ’
hance of defeating the invading army. ‘

L—

———m
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SCENARIO 1 - BATTLE OF NEBELHEIM

his battle is often held up as an example of a true
pitched battle, by scholars of the Empire.

In this battle the army of the Empire, led by Konrad,
Elector Count of Ostland, engaged a large horde of Orcs,
led by Warlord Gorkfang. Knowing that the Orcs would
press on regardless of losses and seek to overwhelm the
Empire army by force of numbers alone, Konrad chose
his ground carefully and devised a cunning plan. Then
he deployed his army in the path of the invading Orc
horde, forming up his carefully considered battle line in
open, rolling terrain that formed a natural arena for the
battle. Konrad then deliberately positioned thin lines of
missile troops in the centre and big blocks of solid
troops on the flanks.

The Orcs approached and seeing the apparently thin and

weak centre, went into a headlong and ill-considered
advance. Of course Konrad’s centre gave way and the

Orcs surged onward oblivious to the approaching doom.
It was now time for Konrad, relying on the immense
discipline of his men, to close the trap. The massive and
resistant Empire formations on both flanks swung
inwards and hammered the Orc army from both sides. It
is said that the Orcs were jammed together so closely in
the melee that they were unable to use their weapons
and so fell readily and in great heaps to the massed
halberds of the Ostlanders. Gorkfang himself fell, and his
horde was annihilated. It was a famous victory.

PITCHED BATTLE

Overview: Both armies are fully prepared for battle and
their goal is simple — wipe out their enemy and take the
field!

Armies: Both armies are chosen using the Warhammer
army lists to an agreed points value.

Battlefield: Lay out the terrain in any mutually agreeable
manner.

DEPLOYMENT
1. Both players roll a dice, the player who scores highest
chooses which side of the table to deploy his forces on.

2. The players roll a dice, the highest scorer may choose
whether to start deploying first or second. ’




3. Taking it in turns, each player deploys one unit at a
time, at least 24" from the opposing deployment zone.

4. All war machines in a player’s army are deployed at
the same time, though they can be deployed in different
parts of the battlefield. ‘

5. Champions are deployed with their unit, all other
characters in the army are deployed after all other units,
all at the same time.

6. Scouting units are not deployed with the rest of the
units. Instead they are placed on the table after all units
in both armies have been deployed, as described in the
rules for Scouts.

Who goes first? Both players roll a dice, the player who
finished their deployment first (not including Scouts)
may add +1 to their dice roll. The player who scores
highest may choose whether to go first or second (re-roll
ties).

Length of game: The game lasts six turns or until
one player concedes defeat.

Special rules: There are no special rules in this
scenario.

Victory conditions: Unless one player concedes,
use the Victory Points chart to determine who the
winner of the battle is.

HISTORICAL RE-FIGHT

To re-fight the Battle of Nebelheim, simply use the
Pitched Battle scenario as described. Of course, the
Empire player cannot rely on his opponent being as
reckless as Gorkfang, although he can try to be as
cunning as Konrad. The battlefield is best
represented by an open plain in the centre with
perhaps low hills on the flanks to partially conceal
either end of the Empire deployment zone from the
approaching enemy.

101



Alessio: Now, since it would be
the first battle report of a new
game system, I thought it was
better to keep things simple. I
tried to stick to a basic Empire
army, but I definitely wanted to
put a bit of everything in it,
because this was a good chance
to show off lots of new models.

With a bit of luck, this would
also help me to prove a point: I
said many times that the Empire
must have ‘combined arms’ to
work well. Now [ had to demonstrate it.

Starting with my characters I went for maximum variety, picking
almost every one of the Heroes (a Battle Wizard, an Engineer
and a Warrior Priest) and using an Elector Count as my General.
A Count is the more usual of the Lord choices to take the field
and it seemed a mandatory choice for the very first Empire
army. I tooled him up because I didn’t want him to be scared of
challenging the much tougher Orc General. For this purpose [
bought him the character-killing Sword of Fate and a Holy Relic
for protection (4+ Ward save). Another advantage of Elector
Counts is that they are quite cheap, and that allows you to
spend more points on troop types (and one of your regiments
can have a magic banner!). I gave the Count a warhorse so that
I could get him the maximum armour save (and because Iloved
the model...) and so it seemed natural to deploy him with the
Knights.

Since the General would not be with the infantry, I needed a
good leader for my soldiers. A Warrior Priest with a Rod of
Comunand would do the trick, giving the Swordsmen (carrying
the Wer Banner!) and their Detachment a Leadership of 8 and
making sure they’ll pass their first Break test. My Battle Wizard
would provide the much needed magical protection (I love
Dispel Scrolls) and the Engineer would stay with a war
machine, as he should. There he would help the crew, snipe at
enemy Champions and Wizards with his Hochland long rifle
and challenge attacking enemy characters with his amusing Van

Alessio Cavatore

Battles have been won and lost through poor deployment.
Alessio and Gordon squared off against one another and
rolled to see who would get to choose which side of the
table they would deploy from. Alessio scored higher and
. chose the southern side of the battlefield. With table sides
; chosen, both players now rolled to see who would choose
whether to begin deploying their troops first. This is an
important tactical decision because if you finish deploying
your army first, then you gain a +1 to the dice when rolling
) to seec who gets the first turn of the game. Gordon rolled
higher, but with the number of units in his army he realised
that he couldn't gain the +1 bonus, even if he started
deploying first. Therefore, he made Alessio begin deploying
his army before his own, in order to gain an insight to his
y apponent’s plans. Alessio deployed his forces on ground
where the wide fields of fire would allow him to use his
Handgunners, Crossbowmen and artillery to full effect. The
Mortar was deployed on a hilltop and the Cannon was
thrown out on the opposite flank where Alessio hoped its
deadly cannonballs would be able to smash through several
units at a time. The main infantry strength was deployed in
the centre of the table, with the Pistoliers ready to dash
around the Orc left flank.
With the edges of the Great Forest taking up a large
proportion of the Orc army’s deployment zone, Gordon
would need to be cunning indeed. The larger Orc force had
to somehow cram together into a very small area. Gordon
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DEPLOYMENT

PREPARE FOR BATTLE!

Horstman’s Speculum (just imagine a duel between the
Engineer and a Black Orc Warboss, with the most important
stats swapped around...).

I then worked my way through the troops’ entries in the list
and at the end I had picked all of them but the Greatswords, the
Flagellants and the White Wolves. Not bad for a starting force —
only the hardest and rarest troop types had been excluded. I
must admit though that I just couldn’t resist the temptation of
taking a Volley Gun. You see, I knew I would be fighting Orcs
and I needed something that could kill lots of them if they got
too close... and they always get too close! A Cannon, to take
care of chariots and Giants, and a Mortar, for big blocks of
Goblins, completed my artillerv. The centre of my army would
be made of two large blocks of infantry that I would deploy side
by side for mutual support, each with a Detachment to cover
their remaining exposed flank.

A unit of Handgunners (with a Champion armed with repeater
hand gun) and their Crossbowmen Detachment would look for
a hill from where they could add to the artillery fire. The
Handgunners’ second Detachment, a small and cheap unit of
Free Company fighters, would have the noble role of drawing
out the enemy Fanatics (join the army, they said...). A similar
role would be performed by my unit of infiltrating Hunters,
hopefully causing lots of problems to Gordon by forcing him to
release his Fanatics too far from my Knights and too close to his
own troops. The Knights themselves wear full plate mail, ride
armoured warhorses and are armed with lances, increasing my
army’s hitting power and giving the enemy war machines
something to shoot at. Just to be sure, I also gave them a
Banner of Arcane Warding to protect this precious unit, and my
General with them, against nasty Waaagh! spells.

Finally, I bought a unit of my favourite troop type: Pistoliers!
Having a unit of this hard-hitting fast cavalry on the flank is
something that will give any enemy something to worry about!
The Orcs would have to do something about the Pistoliers and
their advance would be slowed down in the process, giving me
more time to shoot them up.

My army of Men of the Empire was now ready to take on the
savage invaders of our land. May Sigmar be with us!

decided to maximise his strength between the two woods.
Both Orc Boyz regiments and the Boar Chariot were placed
here with Night Goblins on each flank. An imposing wall of
Greenskins lined up opposite Alessio’s stoic Knights. The
Rock Lobba was dragged to the top of the eastern hill where
it would have a commanding view of the battlefield.
Gordon checked with Alessio whether he could deploy his
Spear Chukkas inside the woods. Due to the infinite scope
of possibility within the Warhammer game, rules queries

occasionally arise that are not covered in
the rulebook and most players
can usually come to mutual

agreement on such queries. In this
case both players agreed that the
Spear Chukkas could deploy in the
woods so long as they were within
2" of the forest’s edge.

Gordon’s Warboss would lead the Boar
Boyz who were positioned behind his Big
‘Uns. This put him close enough to other Orc
regiments so that if they needed to take any Break or
Psychology tests, they could use the Warboss™ higher
Leadership of 9 so long as they remained within 12" of him.
Finally Gordon placed his Big Boss carrying the Battle
Standard with the Big 'Uns. Gordon then made sure that his
Orc Shaman had a line of sight in order to cast the spells he
had rolled. Both armies were now ready for battle.

- — - : = ~
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GATHERING THE HORDE

Gordon: So there I was having tea with Rick Priestley, when
suddenly the horizon darkened and the ground shook. “Uh oh
Rick, it’s half an hour since breakfast, I think Fat Bloke’s hungry
again,” I cried, the terror evident in my voice. “You fend him off
while T make my escape,” Rick replied bravely. I prepared to sell
myself dearly so my lord and master could live to write again
another day.

“DAVIDSON”, the huge one rumbled, “Yes...” I replied meekly,
“T want you to fight Alessio,” “Why? He’s not done anything to
annoy me,” I wittily retorted. Paul fixed me with his best squint
and grinned at me through food-stained teeth. “At Warhammer
you dipstick.” Breathing a huge sigh of relief I agreed (knowing
you're no longer on the lunchtime menu always cheers me up).
“So what army do I get to play with then?” I asked. “Orcs &
Goblins” came the heartening reply. “and you had better win!”
Alessio is a veteran gamer of many years and would be sure to
be a tough opponent. I had 2,000 points to spend on an Orc &
Goblin army and the basic troops from the boxed set seemed a
good starting point. 20 Orc Boyz and 10 Arrer Boyz soon found
their way onto my roster.

We are currently designing and painting a massive Orc horde
but not everything I wanted was available yet. The wonderful
new Wolfboyz sculpted by Aly Morrison and Brian Nelson were
not quite finished, and Brian’s Black Orcs wouldn’t be ready in
time either.

Knowing this, I decided to max out on Night Goblins. They are
cheap points-wise and come with Fanatics which always terrify
your opponent (especially ones with cavalry, and I knew Alessio
would have to field some Reiksguard Knights). So with three
units of 20 available I decided to field all 60 just to see the look
on his face. I took another regiment of Boyz, this time the ones
from the Orc Warriors Regiment Set, and upgraded them to Big
'Uns (Strength 4 Orcs with two hand weapons... Waaagh!).
The core of my army was now settled, so I could pick Bosses,
Special and Rare choices to my heart’s desire (points allowing).
Characters are what keep an Orc army going, and they are some
of the toughest in the Warhammer world, The Warboss is the
key to your success on the battlefield and his equipment should
be carefully considered as your plan is likely to revolve around
him. Warboss Gitface likes to lead from the front and get into
the thick of the action. With this in mind, I mounted him on a
warboar and armed him with the Battleaxe of the Last
Waaagh! giving him a mighty D6 extra Attacks per turn (it

runs out if you roll a 6 though)
and protected him with Warboss
Um’s Best Big Boss 'Al. You can
spend up to 100 points on your
Lord’s magic items, and I had
used the maximum allowance in
order to turn my General into a
killing machine. x
Next up came my Army | ,"
Standard. Low Leadership [*] B;,.i

armies like Orcs and Goblins, Gordon Davidson
Skaven etc need an Army

Standard. Allowing that re-roll

on vital Break tests can make a massive difference to your battle
plan. I equipped him with Gork’s Waaaghbanner and placed
him with my Big 'Uns. This gave them an extra Hero in the front
rank and a mighty 10" charge or march move (the magic banner
adds to your Move when advancing towards the enemy).

With two Hero choices left I opted for an Orc and a Goblin
Shaman, both of whom I upgraded to Second Level wizards.
This would allow me extra power dice in the Magic phase and
give me an interesting selection of spells.

My remaining points could now be spent on some very
characterful and powerful choices. The 'Eavy Metal lads have
painted up a mighty unit of 15 Orc Boar Boyz but I could only
afford 11 of them. They would all fight alongside my general
and form a unit to drive fear into the heart of my opponent. An
Orc Boar Chariot and a Snotling Pump Wagon were must-haves
and I rounded out my army with some artillery. Two Spear
Chukkas and a Rock Lobber would hunt cavalry and war
machines respectively.

Now that I had chosen my army I needed a plan. With Orcs it’s
always a fairly simple one; CHARGE! There are however subtle
variations on this tactic. Move forward as fast as possible, but
try and charge with as many units as you can in the same turn.
If you advance piecemeal, the well trained and disciplined
troops of the Empire can pick off and destroy the closest threats
easily. My Night Goblins and their crazed Fanatics would
protect my flanks and close off areas of the battlefield from
Alessio. Apart from that I would zap him with magic, use my
war machines to destroy his war machines and hit his men with
lots of big choppas. To war, for the glory of da Waaagh!

Right: The Spear i
Chulkas deploy just [}
inside the woods.
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COUNT OTTO SCHEPKE'S ELITE BATTLEHOST

CHARACTERS

LORD: Elector Count Otto Schepke (80)

Full plate armour (12), shield (3), warhorse
(15), barding (6), Holy Relic (45),

Sword of Fate (50). 211 pts
HERO: Warrior Priest Franz Weissner (95)
Heavy armour (4), two-handed hammer (4),
Rod of Command (50). 153 pts
HERO: Master Engineer Tiberius Holst (55)
Hochland long rifle (20), Van Horstman’s

Speculum (25). 100 pts
HERO: Battle Wizard Maximillian von
Drakwald (60)

Extra level (35), Dispel Scroll (25),

Dispel Scroll (25). 145 pts

CORE
20 Swordsmen, standard bearer (10),
Sergeant (10), musician (5), War Banner (25).

190 pts
Detachment — 10 Halberdiers 60 pts
9 Huntsmen 90 pts

8 Reiksguard Knights, musician (10),
standard bearer (15), First Knight (15),

Banner of Arcane Warding (40). 262 pts
10 Handgunners, Marksman (10),

Repeater hand gun (10). 105 pts
Detachment - 5 Crossbowmen 40 pts

Detachment - 5 Free Company Fighters
25 pts

20 Spearmen, shields (+1), Sergeant (10),

banner (10), musician (5). 165 pts
8 Free Company Fighters 40 pts
SPECIAL

1 Mortar 75 pts
1 Great Cannon 100 pts
7 Pistoliers 119 pts
RARE

1 Helblaster Volley Gun 125 pts
GRAND TOTAL 2,000 pts
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WARBOSS BLACKTOOTH'S UNSTOPPABLE HORDE
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CHARACTERS

LORD: Warboss Gitface Blacktooth (110)

Light armour (3), Warboar (24), Battleaxe of
the Last Waaagh! (65), Warboss Um’s Best Big
Boss ‘At (35). 237 pts

HERO: Goblin Shaman Nodgrot (55)
Extra level (35), Dispel Scroll (25),
Dispel Scroll(25).

HERO: Orc Shaman Morkus Blackfang (65)
Extra level (35),
Buzgob’s Knobbly Staff (35).

HERO: Orc Big Boss Krog Hogtooth (65)
Army Standard (25), heavy armour (4),
shield (2), Gork’s Waaaghbanner (50). 146 pts

140 pts

135 pts

CORE

20 Orc Boyz, additional hand weapons (+2),
light armour, standard bearer (10), musician
(5), Boss (13). 168 pts

20 Orc Big 'Uns, additional hand weapons
(+2), light armour, standard bearer (10},
musician (5), Boss (13). 208 pts

10 Orc Arrer Boyz 80 pts
20 Night Goblins, bows (+1),
standard bearer (10), musician (10). 75 pts

20 Night Goblins, spears (+1), shields,
standard bearer (10), musician (10). 75 pts

20 Night Goblins, spears (+1), shields,
standard bearer (10), musician (10). 75 pts

8 Goblin Fanatics 160 pts

SPECIAL

11 Orc Boar Boyz, standard bearer (15),

musician (5), Nogg’s Banner of Buitchery (20).
238 pts

1 Orc Boar Chariot 80 pts

1 Goblin Rock Lobba, Orc Boss (13). 83 pts

2 Goblin Spear Chukkas 60 pts
RARE

1 Snotling Pump Wagon 40 pts
GRAND TOTAL 2,000 pts
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EMPIRE TURN ONE

With a rousing bugle call, the soldiers of the Empire began
advancing towards the Greenskins, their blades glittering in the
sunlight. The Spearmen, Swordsmen and their supporting
Detachments advanced cautiously into the open ground
between the walls of the village and the woods in the centre of
the battlefield. On the other side of the wood, the Reiksguard
Knights moved forwards, making sure to keep out of sight of
the Gobbo Spear Chukkas and Rock Lobber. These machines
are particularly dangerous to Knights and make short work of
their high saving throws. The Huntsmen which Alessio had

In the Magic phase powerful energies swelled across
the battefield as Alessio began working out how
many Power dice he would have to cast his spells. In
addition to the basic two dice, Alessio’s Level 2 Battle
Wizard generated two Power dice per turn, making a

~ grand total of four. Gordon’s Dispel dice also
numbered four, two basic Dispel dice as usual,
boosted by one for each of his Level 2 Shamans
(when dispelling, a Level 1 or Level 2 wizard adds
one to your Dispel dice pool whereas a Level 3 or
Level 4 magic user adds two dice).

The Empire Battle Wizard began by attempting to cast
the Second Sign of Amul, a protective spell giving the
Empire player D3 re-rolls (the ability to re-roll any
one dice they are not happy with and accept the
second result). Alessio used three of his four power
dice, managing to roll a two 4s and a 2, successfully
beating the casting score of 5+ needed. If he had
rolled a total of less than five, the spell would have
failed.

Unfortunately for Alessio, Gordon attempted to
Dispel using all four of his Dispel dice. Gordon rolled
two Gs, a 4 and a 3, scoring more than Alessio’s roll
and dispelling the spell before it was cast.

The Warrior Priest then used his special prayer-
casting ability. Prayers are like minor spells, and are
automatically cast at a Power Level of 3 without
needing to roll any dice. As Gordon had no Dispel
dice left, Alessio’s Warrior Priest successfully cast the
Blessing of Sigmar upon the Engineer which granted
him a 5+ Ward save (handy in case the Orcs landed
any accurate artillery fire!).

!?;" 4

The skirmishing Huntsmen draw out two Fanatics from the Night Goblin ranks, paying dearly for their bravery.

concealed in the western woods now broke cover and sprinted
towards the Night Goblins and Orc Shaman, hoping to draw
out any Goblin Fanatics that Gordon had hidden within their
ranks. This was a dangerous duty, but Alessio knew that he
would have to force the Fanatics out before they got anywhere
near his Knights, as they could wreak havoc within the cavalry
regiment. The Pistoliers rode behind the townhouse, ready
to threaten the flanks of the Orc Arrer Boyz and
second regiment of Night Goblins.

The Shooting
phase began with
a thunderous crash
as the Imperial artillery
train fired on the Orcish
horde. Weapons that require a
player to guess the range of their
target must now be fired before any
others, thus preventing players from
shooting other missile weapons first to
discover the ranges of targets. Alessio fired his
Great Cannon at the Big *Uns, but guessed a little too
far and rolled an 8 on the Artillery dice, overshooting
the relieved looking Orcs. The Mortar crew fared no better,
rolling a Misfire on the Artillery dice. Tentatively, Alessio rolled
a D6 and consulted the Misfire chart. Scoring a 6 he was
relieved to find that his Mortar hadn’t blown up, but a shell
with a faulty fuse had been loaded into the war machine which
exploded harmlessly in mid-air. The Handgunners and
Crossbowmen both opened fire on the Orc Boar Chariot, but
even with the extra DG" range that Handguns get on their first
volley, their target was out of range. The Crossbowmen
managed to cause a wound on the chariot, but not enough to
stop it as it rumbled menacingly towards Alessio’s line. All in all
it had been a disastrous round of shooting for the Empire.

There was not yet any close combat and so the Empire’s first
turn drew to a close with only a single wound caused to the
enemy. The next few turns promised to be bloody indeed.
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ORC TURN ONE

Orcs live to fight, even amongst themselves, and to represent
this, Orc & Goblin units must test for Animosity at the
beginning of each turn. Gordon had to roll a D6 for every unit
in his army with the exception of war machines and chariots.
On a roll of a 1 they would suffer from Animosity and have to
roll on a separate chart to resolve its effects. With the Boar Boyz
positioned behind the Big "Uns it was a nervous moment for
Gordon. If they failed their test then it was possible they would
charge his Big 'Uns in their rear. The gamble paid off, for much
to Alessio’s amazement all the Orc units passed their test. With
the enemy in sight, the Orcs marched 8" towards the Empire’s
lines. The Big ‘Uns advanced the furthest as they carried Gork’s
Waaaghbanner which added 1" to their Movement, allowing
them to March Move an additional 2" towards the nearest
enemy unit.

As the Night Goblins marched forward they came within 8" of
the Empire Huntsmen. This meant it had to halt in order to
release the Goblin Fanatics. Gordon chose the initial direction
they moved, but had to roll 2D6 for the distance they travelled.
The first Fanatic whirled an incredible 11" straight through the
Huntsmen. With a truly wicked laugh perfected after years of
practice, Gordon rolled to see the effect of the crazed loon
(when a unit is hit by a Night Goblin Fanatic, it takes D6
Strength 5 hits). He scored 5 hits, 4 of which caused damage to
the Huntsmen. A Goblin Fanatic’s deadly spiral of death does
not allow the opposing player an armour save (in this case this

was immaterial as the Huntsmen had no armour), and with

over 25% of the unit dead, the Huntsmen had to take a Panic
test. Alessio had to roll equal to or under the Huntsmen’s

E.( POWER AND DISPEL DICE
When a wizard attempts to cast a spell,
he may only use one more Power dice
than his Magic Level. However, he may
use any number of his Dispel dice
during his opponent’s turn.

For instance, a Level 2 Shaman could
only use three dice to cast a spell, but
could potentially use even more to
dispel bis opponent’s spells.

o
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Leadership with two dice. Rolling a 9, they failed and fled 2D6"
which carried them off the table edge when Alessio rolled a 10.
The second Fanatic only managed to move 3", aiming towards
the Empire troops on the hill in the distance. Once released
they would now move in a random direction, and this lunatic
Goblin was dangerously within swinging range of the bulk of
the Orc advance.

The Orc Shaman began the Magic phase with Gordon choosing
to cast Gaze of Mork, an offensive spell that can fry a man
where he stands as a beam of green light pours from the
Shaman’s eyes. The evil Shaman cast the spell on Alessio’s five-
man unit of Free Company fighters. Needing a 6+ to cast the
spell, Gordon chose to roll his maximum 3 dice and scored 11.
Alessio decided not to attempt to dispel, and the Gaze of Mork
caused D6 Strength 4 hits on the Free Company Fighters,
killing four of them. A lone soldier was all that remained, but
remarkably he passed his Panic test, grimly determined to
avenge his comrades. The Goblin Shaman then attempted to
cast ’Fre we go on the Big "Uns. Using 3 dice, Gordon rolled an
impressive 16, and Alessio did his best to Dispel, having saved
up four dice to confound the Shaman’s magic. Disaster struck,
though, as Alessio rolled a 5, 1, 5, and another 1. The double
one meant that the Dispel had automatically failed. The Big
"Uns now had a 6+ Ward save and would strike first in close
combat, even if they were charged.

The Shooting phase was nowhere near as successful as the
Magic phase, as Gordon failed to hit a single Empire soldier.
The first turn was over, with the Orc army still fully intact and
now much closer to the Empire’s line.
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EMPIRE TURN TWO

The Huntsmen were gone, but they had served
their purpose and the Fanatics were now roaming
around about the battlefield at random.
Dangerous ves, but at least now they were
dangerous to their own side as well! The Orcs
were rapidly closing the gap between the armies
and there were still far too many of the cursed
Greenskins for the Elector Count’s liking. Joining
the Reiksguard Knights, he ordered them to
reform with an additional rank, readying them for
the charge.

The rest of the infantry continued its relentless
advance forward, with the Free Company
supporting the Swordsmen, moving close enough
to the second unit of Night Goblins to draw out
no less than three Goblin Fanatics! Two of these
whirling death-dealers only managed to roll a
total of 7 on their 2D6" movement, but the third
just managed to reach his target with an 8 and,
fortunately for the warriors of the Free Company,
only managed to kill one of their number. The

Free Company Fighter who had suffered at the

hands of the Orc Shaman dashed towards
the foul wizard and the Boar
Chariot, eager to ;
exact revenge

for their fallen
comrades. The

Pistoliers

continued to

outflank the Orc left,
cocking the flintlocks on
their pistols and preparing to
unleash a volley of deadly lead
balls.

Again the Warrior Priest prayed fervently to

his deity and granted the Engineer the Blessing
of Sigmar, with Gordon declining to dispel it.
Meanwhile, the Battle Wizard attempted to cast
the Storm of Cronos, a short-ranged but effective
spell, but failed to equal or better the spell’s
casting value. With two dice left he then
successfully cast the Second Sign of Amul, but
Gordon’s Shaman managed to dispel it by rolling
higher than the Wizard’s casting roll, the spell
crackling and dying before taking effect.

The ground shook once more as the Empire artillery opened fire. The Mortar
fired a shell with a correctly cut fuse this turn, but Alessio managed to
overshoot the Big 'Uns by rolling a 10" miss on the Scatter dice. All was not
lost however. The shell sailed over the heads of the Orcs and exploded just
behind the Night Goblins in the centre of the Greenskin’s line, shredding one
Goblin and wounding the Goblin Shaman who was skulking at the rear of the
unit. A spinning cannonball struck the front of the Big 'Un unit and smashed
an Orc from his feet before burying itself in the ground as Alessio rolled a
Misfire for the cannonball’'s bounce.

The remainder of the Empire army let fly, with the Handgunners shattering
the Boar Chariot in a hail of lead. The Crossbowmen and Helblaster Volley
Gun fired on the Big "Uns, but between them only managed to kill two of the
massive Orcs. The young nobles of the Pistolier regiment shot at the exposed
flanks of the Arrer Boyz, but their aim was off and every one of the bul]el:s
missed the Orcs. Again no one had managed to get into cIose
combat, but it was only a matter of time..




The destruction of the Chariot
confused the Orc Boyz as both they and
the Night Goblins on the left flank failed their
Animosity tests, spending the remainder of the turn
squabbling amongst themselves. Gork's Waaaghbanner meant
that the Big "Uns had to charge the nearest enemy unit within
range. One of Alessio’s Free Companies was within 10" of the
Big 'Uns and thus a charge was declared. Choosing flee as their
reaction, the Free Company turned tail towards the
Halberdiers.

It was time for Gordon to move his Fanatics. A Scatter dice is
used to determine the direction of the Fanatics. The first
succeeded in wrapping the thick chain around his scrawny
neck, killing him instantly (Gordon rolled a double on the
movement dice when rolling to see the distance which the
Fanatic would travel) while the second smashed into the Orc
Shaman and caused a wound. Two of the Fanatics who had
been released in the previous turn collided with each other
leaving just a horrible mess in the centre of the battlefield.

The Snotling Pump Wagon rolled 8" forward. The Pump Wagon
is another unit in the Orc & Goblin army that determines the
distance it can travel randomly. Rolls for Animosity and
units with random movement make the Orc army highly
unpredictable. This may seem like a big disadvantage at times,
but if you're not sure what your army is going to do next, you
can be sure that your opponent doesn’t either. Because the
Free Company had chosen to flee as their charge reaction, the
Big "Uns charge would count as failed unless he could reach
another enemy unit. As the tape measure came out Alessio
grinned wryly. The Big "Uns could not reach the Halberdiers
and could therefore only move 5", leaving them in close range
of the lethal Helblaster Volley Gun.

Sapm . .
MARCH MOVES
A March Move represents a unit
redoubling its efforts to close with the
enemy. The unit can move double its
Movement characteristic during the
Movement phase. However, this cannot
be attempted when a member of the
opposing force is within 8"

Skirmishers and characters are immune
to this restriction and can always march
move, even when within 8" of the enemy.
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ORC TURN TWO

Once again the Orc Shaman attempted to cast Gaze of Mork,
this time on the Reiksguard Knights. The magic item Buzgob's
Knobbly Staff gave Gordon a +1 to his casting roll of 6 which
was more than he needed to cast the spell. Fortunately for
Alessio, the Banwner of Arcane Warding that the Knights carried
allowed him two extra dice to dispel magic that affected the
unit, and he ensured his success by adding an extra dice from
his Dispel dice pool. Next the Orc¢ Shaman used his remaining
two dice to cast ‘Eadbutt on the champion of the Spearmen.
Once again Alessio successfully dispelled, but the Goblin
Shaman still had three dice to the Wizard’s one. He now
successfully cast Hand of Gork which would allow the Big *Uns
to charge this turn (the Hand of Gork allows a singlé unit to
move an additional 2D6"). Alessio, having learnt hard lessons
in the past, chose to use his Wizard's Dispel Scroll instead of
rolling the Dispel dice, automatically cancelling out the
Shaman’s spell.

The Goblins in the wood now turned their Spear Chukkas
towards the Pistoliers. Needing 5+ to hit, the first shot missed
its mark, but the second scored a hit with a Strength of 6. The
bolt of a Spear Chukka will continue through the first rank into
subsequent ranks losing 1 point of Strength for each model it
skewers. A loud “Hoorah!” followed as the bolt not only killed
a second Pistolier but forced Alessio to take a Panic test which
he duly failed. The Pistoliers were out of range of the Elector
Count’s influence, and therefore needed to score 7 or under.
Alessio rolled an 8 and, because Pistoliers have a movement
value greater than 6", they flee 3DG" awayv from the enemy.
Alessio rolled a total of 14", sending them fleeing straight off
the table edge and out of the battle! The Night Goblins
decided to fire on the lone Free Company Fighter advancing
towards their lines, but only three managed to hit and of those
none scored a wound. And on that note the Orc & Goblin turn
came to an end.
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EMPIRE TURN THREE

The loss of the Pistoliers to the Spear Chukkas was a severe
blow as the Empire’s fast flanking force had now been routed
completely. The Free Company that fled from the Big 'Uns
now rallied, and as the Orcs and Snotling Pump
Wagon struggled towards the Empire
line, there was only one order
the Sergeant of the Swordsmen
unit could give. Despite the
Goblin Fanatic to their front, he
shouted at his men to charge the
Pump Wagon, hoping that Sigmar
would protect them and that the Volley
Gun could take care of the unit of Big 'Uns
that threatened their flank. The Fanatic
smashed three of the Swordsmen to a pulp, but
the brave warriors passed their Panic test and
completed their charge into the Pump Wagon.

Ignoring the spinning Fanatic to their left, the Halberdiers
moved forwards, ready to support the Swordsmen and protect
that unit’s flank from the advancing Night Goblin regiment.
Secking a worthy target for his spells, the Battle Wizard left the
safety of the Spearmen regiment and moved to the edge of the
woods, ready to unleash the Storm of Cronos against the
Greenskins. The Knights edged back, out of the charge range of
the approaching Orcs. The Orcs would feel the power of the
Knightly Order’s charge soon enough.

To further slow the Orcs in front of the Knights, the survivor of
the Free Company on the Empire right flank moved deep into
the Orc lines in order to prevent the enemy from March
Moving. Three units were within 8" of him and so couldn’t
move any faster than their basic Movement characteristic.

The Magic phase began with the Warrior Priest blessing the
Sergeant of the Swordsmen with the Hammnier of Sigmar which
would allow him to re-roll any failed To Wound rolls he made
in close combart this turn. These blessings are free to cast, but
are also easy to dispel, which Gordon promptly proved by
rolling a 5 on a single dice. The Wizard again tried to cast the
Second Sign of Amul but failed to equal the spell’s casting value
on a single dice. The remaining three dice in his pool were
channelled into casting the Storm of Cronos at the Orc troops
around him and as Alessio rolled a total of 13, it looked as
though all the Orc units within 12" of the Battle Wizard were
about to be struck by D6 Strength 4 hits. Rather than take his
chances trying to stop Alessio’s magic with the dice, Gordon’s
Shaman uttered the incantations on his Dispel Scroll and
automatically dispelled it.

A Mortar shell screamed through the air and exploded amongst
the Boar Boyz, blasting one Orc from his mount, but the
Greenskins pressed on regardless, passing their Panic test
thanks to their Warboss’ inspiring (threatening!) presence.

With the Big "Uns floundering before the Empire Handgunners,
the humans fired everything they had into the elite Orc
regiment. The Orcs were flayed by bullets and crossbow bolts,
but it was when the Helblaster Volley Gun opened fire that the
true power of blackpowder became apparent. Shot after shot
slashed through the Orc ranks as Alessio rolled a total of 18
hits! At short range, these were all at Strength 5 which punched
through the crude Orcish armour with ease and a total of 14
Orcs were sent to meet Mork and Gork. When the smoke
cleared, the Orc regiment had ceased to exist and a pile of
mangled bodies was all that remained save for the Army’s
Standard Bearer, a Big Boss who stood dazed and clutching the
now bullet-riddled banner. Despite the loss of every one of his
fellows, the Big Boss was courageous (or stupid) enough not to
run away, passing the inevitable Panic test.

The Warrior Priest and Swordsmen clashed with the Pump
Wagon in a furious melee that saw the peculiar machine take
two wounds. The Snotlings were unable to cause any damage
back and so the Empire troops won the combat easily, lapping
around the Pump Wagon’s flanks to bring more warriors into
the fight. Normally when a unit loses a round of close combat
it must take a Break test, but as the Pump Wagon is
Unbreakable, it remained in combat with the Empire’s troops.

awesome Htlblabttl‘ Voﬂey Gun annihilates the uvnit oi approauhmg Big 'Uns in a maelstrum of smoke, Sicf.] and noise,




COMBAT RESULTS

Goblins

When more than two units join in the | Standard 1
same combat, working out the results | wWounds caused 1
can become a little more difficult. For
example, if a unit with unit strength of ot 2
five or more charges into the flank of an
enemy unit (as is the case below with | Empire
Alessio’s Halberdiers), it negates the Standard 1
rank bonus of the enemy unit. W aunds caused 2
In this case, the Halberdiers are a Ranks 3
Detachment, and get to use the
Detachment special rule ‘Counter- |Outnumbering 1
charge’ to immediately flank ithe Flanking 1
attacking Goblins, negating their bigh TOTAL 8
rank bonus. /
At the end of the combat, the Combat 31’: [];:mé) I;grtcri?lOptshe
Resolution is worked out as shown to Gobli;s éo ta.ke%l
the right. The Goblins unsurprisingly fail Bicil tect J66 1)
their Break test, and flee 2D6" directly A :

eir Leadership!
away from the enemy. _ i
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ORC TURN THREE

The virtual destruction of the Big 'Uns was a devastating blow
to the Orc horde. The Night Goblins on the right flank were the
only unit to suffer from the effects of Animosity and they spent
this turn squabbling heatedly. To further confound the Orc
army, one of the surviving Fanatics ended up spinning directly
into the charge path of the Night Goblin Spearmen.

The Ore plan lay in tatters, but with a low cunning akin to the
sneakiest Goblin, a new tactical ploy began forming in
Gordon’s evil mind. A clear path had opened with which to
declare a charge on the Empire Spearmen from his Boar Boyz.
Surely the thunderous charge of this regiment would break the
Empire line? The Big Boss of the Big 'Uns raised his standard in
defiance and launched himself at the Empire Battle Wizard. The
Night Goblins had declared a charge and had to suffer the
attacks of their own Fanatic who scored six hits and killed three
of his fellow Gobbos. They now joined the combat between the
Swordsmen and the Pump Wagon, hoping that their massed
ranks would end the stalemate. This charge forced the
Swordsmen to reform after having lapped around the Pump
Wagon in the last round of combat.

The battle was a deadly swirl of chopping blades, but the real
mayhem was yet to begin. In response to the Night Goblin
charge, the Halberdier detachment declared a counter-charge
against them. Gordon calmly waited until the Detachment was
within 8" of his Night Goblin Archers and announced the
release of three more Fanatics. Fortunately for Alessio, Gordon
rolled abysmally and none of the Fanatics actually reached the
Halberdiers. Even though they hadn’t hit, one Fanatic ended
directly in the path of the counter-charge. Alessio voluntarily
charged through the Fanatic who amazingly failed to wound a
single soldier. The dice gods were abandoning Gordon, but
surely this kind of bad rolling couldn’t continue. The remaining
Orcs were hampered by the brave lone Free Company Fighter
and could only move 4" towards the Knights. Finally the
Movement phase was over.

The Goblin Shaman attempted to cast Hand of Gork on the Orc
Boyz but failed miserably, while the Orc Shaman successfully
cast Brainbursta on the Elector Count. Confident in the
magical powers of his banner to save him, Alessio was dismayed
to once again roll a double 1, and his general suffered a single
Strength 4 hit, causing a wound which he failed to save.

The Night Goblin Archers and Orc Arrer Boyz took aim at the
Free Company. Gordon rolled a dismal 4 hits in total (the
Goblin archers were at -1 to hit due to being at long range), of
which only two killed their targets. The Spear Chukkas
managed to kill another two men from the Free Company. The
Stone Thrower misfired, launching one of its surprised crew
into the air and rendering it unable to fire next turn.

Gordon was by now looking slightly annoyed. His Big Boss with
the Battle Standard wounded the Battle Wizard, causing him to
flee, but apart from that, things were definitely not going to
plan. The close combat between the Night Goblins and the
Swordsmen ended up with the Goblins inflicting a single
casualty on the Halberdiers and losing two of their own
number. Unfortunately they still lost the combat by six points.
Being within 12" of the Warboss, they needed a total of 3 or less
on two dice. Gordon rolled a total of 4 and cursed as the Night
Goblins fled 4" back through the Fanatic who caused a further
five fatalities. It definitely wasn’t the Night Goblins’ day.

Gordon had saved the best till last — the charge of the Boar Boyz
would no doubt cheer him up. With vicious glee Gordon
picked up no less than eighteen dice (5 Orcs, 5 Boars, 4 attacks
from the Warboss and 4 from the Battleaxe of the Last
Waaagh!). Out of all these attacks only a single boar managed
to cause a fatal wound. In return the Spearmen managed to kill
a Boar Boy, winning the combat! With the Warboss bellowing
like a mad bull, the Boar Boyz passed their Break test. At this
point in the game Gordon was understandably upset,
disappearing for a much needed coffee break.
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TURN FOUR

EMPIRE TURN FOUR

The last turn had been very bloody indeed and it was clear that
both sides were stretched to the limit. The Swordsmen and
Halberdiers were incredibly lucky not to have been decimated
by a Goblin Fanatic, and directed all their attacks against the
Pump Wagon, since the Night Goblins had fled. The Spearmen
continued to hold out against the ferocious Orc Boar Boyz, but
their courage was being sorely tested in this deadly combat.
The wounded Battle Wizard managed to rally on the far side of
the wood, escaping the wrath of the Orc Big Boss, who was left
behind in the forest. On the Empire right flank the
Crossbowmen wheeled round to face the main area of battle.
Meanwhile, at the walls of the village, the Free Company began
snaking their way towards the Orc lines. The lone Free
Company Fighter who had proven so disruptive to the Orcs’
Movement now returned to the fray, moving towards the Orc
Shaman lurking near the woods.

At last the Elector Count saw the chance he had been waiting
for and led his Knights in the charge. With a rousing battle cry,
the Reiksguard Knights raked their spurs back, lowered their
lances and smashed into the ranks of the Orc Boyz regiment.
The combat would be ferocious and could potentially decide
the outcome of the battle. Before any blood was spilt however,
Alessio’s Battle Wizard and Warrior Priest attempted to use their
sorcerous and divine powers, but were thwarted at every turn
by poor dice rolling, and Gordon managing to dispel the
Warrior Priest’s praver.

Alessio opened his Shooting phase by firing the Cannon at the
Orc Rock Lobber. The crew of the stone thrower watched in
horror as the cannonball whistled through the air towards
them, then sighed in relief as it rolled to a halt before them.
Alessio had guessed short and the Artillery
dice had not favoured him with a high
enough roll to reach the Orc war
machine. The mortar shell wobbled in
flight and veered slightly from its intended
target, the Night Goblins skulking behind
the Orc Boyz. It didn’t miss completely and 11
Goblins were caught in the blast, although only 4
were cut down by the shrapnel. The Handgunners also
poured their fire into the Night Goblin regiment and the
craven little Greenskins’ courage failed them as they broke and
fled. The Volley Gun targeted the Night Goblin regiment on the
Orc left flank and managed to cut down 6 of the creatures, but
incredibly this regiment managed to pass it’s Panic test and they
stood firm despite the mauling they were taking.

The Orcish horde was thinning and some heroic fighting in
the Close Combat phase could seal the Greenskins' doom.
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Between them, the Swordsmen and Halberdiers finally
managed to destroy the Pump Wagon, hacking down the last of
the troublesome Snotlings. The regiment of Spearmen were
forced back inch by inch as the Orc Warboss and his crazed
Boyz chopped down seven of their numbet, blood flying from
the hulking Warlord’s axe. One Orc was skewered, a spear
lodged in his side, but it wasn't enough to turn the tide as the
Spearmen finally broke, fleeing 8" from their attackers. The
Boar Boyz' raucous cries rang behind them as they gave chase,
but it took valuable seconds for the Orcs to regain control of
their boars, and despite rolling 3D6 for their pursuit distance,
Gordon only managed to roll a total of 7", not enough to catch
and destroy the Spearmen. Watching their comrades flee from
combat sent a ripple of fear through nearby Empire troops, but
every unit passed its Panic test and not a single regiment
faltered.

The glorious charge of the Knights tore into the Orc Boyz
regiment, impaling four on the wickedly sharp lance tips. The
Orcs were sent reeling by the impact of the charge and the last
remaining Orc in the front rank was unable to land a blow in
return. The Boyz had lost the combat and were forced to take
their Break test with a -3 modifier to the roll. The
Knights were astounded when the Orcs staunchly
refused to give ground, Gordon managing to roll a

1 and 3 to pass the Break test. And so the
battle raged on, neither side
giving or expecting any
quarter.
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All the Orc units succeeded
in passing their Animosity tests this
turn, although with most of the Night
Goblins having failed to rally and fleeing from the
table it would not be of great advantage to Gordon. The
Big Boss charged the Battle Wizard, determined to finish him
off once and for all. Once again the Fanatics began their waltz
around the table. One crashed into the forest, killing himself
instantly, while another hit the Free Company causing six hits
and killing five men. As the last Fanatic careered across the
battlefield, he collided with the Orc Arrer Boyz, killing four of
his own side. The Orc Boar Boyz charged the fleeing Spearmen,
and halted just at the edge of the battlefield as their prey fled
from the table.

With the Goblin Shaman also in retreat, only the Orc Shaman
was able to cast any spells. Alessio managed to dispel the Gaze
of Mork with his final Dispel Scroll, although he now couldn’t
prevent the Shaman from casting ‘Eadbutt on the Engineer,
who suffered a Strength 4 hit that caused a wound. The Orc
Arrer Boyz failed to hit the Volley Gun, whilst the Night
Goblin's missile fire succeeded in bringing down a single
Halberdier. The Spear Chukkas both hit the Swordsmen, killing
two of the soldiers in the front rank. Once again fortune
deserted Gordon as both bolts failed to penetrate any deeper
into the regiment.

TR

fh: B:Jar Boyz chase the Spearmen from the battlcfié]d as
the Helblaster loads another lethal salvo..

{ UNIT STRENGTH

| Weight of numbers makes a great difference to

| the resolution of a combat. The side which

J outnumbers the enemy gains an additional +1

| to its combat resolution score, meaning that

large units have an extra advantage on top of j

rank bonus, standards etc. However, cavalry
models count their mounts toward unit
strength, so a unit of ten knights would count

' as twenty models during combat resolution. In

b the case of combats where more than two units

. are involved, it is the total strength of ail the
units from one side that is compared to the

total unit strength of a// the units from the
other side.
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ORC TURN FOUR

The Big Boss Army Standard Bearer fought a rather one-sided
battle against Alessio’s Battle Wizard who was chopped into
pieces by the torrent of attacks. Having killed his foe in the first
round of combat, the Big Boss was now able to make an
Overrun move into another unit. As a single character has a
360° field of vision he was able to do this into the rear of the
Knights. Normally this Overrun move would have to be made
in a direct line forward, but as he counted as being a single
character, he could choose his own direction.

In the combat between the Orc Bovz and the Knights, Alessio
fought first as the Knights had an Initiative of 3 compared to the
Orc’s Initiative of 2. The Knights only managed to hit four of
the Orcs and then failed to wound any of them! Alessio then
remembered that his war-horses hadn’t fought yet and they
scored four hits, killing two of the Orcs. In return, the Orcs
managed to drag down one of the Knights and kill him. Had the
tide of battle changed for the Orcs?

Because the Knight's mounts counted towards their Unit
Strength, the Orcs lost the combat by 1 point despite having a
higher rank bonus. Gordon had to roll 7 or under on 2D6 for
his Break test and failed by rolling 10. The inspiring presence
of the Battle Standard allowed him to re-roll the dice, and this
time he passed. Alessio’s Knights lapped around the Orc flanks,
thus cancelling out any further rank bonuses the Boyz could
claim, and the Orc turn was over.
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TURN FIVE

EMPIRE TURN FIVE

The lone Free Company warrior now seized the opportunity to
charge the Orc Shaman beside the woods. Aside from this heroic act,
the only movement of the Empire forces was to reposition the
Handgunners on the left flank and the Swordsmen who reformed
facing the Night Goblins beside the village.

With the Empire Wizard having finally been slain by the Big Boss, the
Empire forces were suddenly bereft of magical aid this turn and
Alessio hoped that this lack would not cost him dearly. Once
again the Mortar crew misjudged the length
of their fuse as Alessio rolled another
Misfire followed by a 6. The shell
detonated like a firework high above the
battlefield. The Cannon crew fared little
better as their shot landed just in front of the
Boar Boyz, then buried itself deep in the earth as
the Artillery dice came up with yet another Misfire.
Once again the Helblaster Volley Gun earned its deadly
reputation as it blasted holes in every Orc Boar Boy save the
Warboss, who passed his Panic test even after seeing his entire
regiment torn to shreds by gunfire. The Handgunners now fired on
him as well, but the one hit they managed to score failed to cause
a wound.

The Crossbowmen and Engineer both fired on Goblin Fanatics and
between them sent two of the deranged maniacs to their graves. The
Orc Shaman turned to face the figure charging toward him, and died
with a sword thrust through his neck. To everyone’s surprise, the
lone Free Company fighter had avenged his fallen comrades! The
combat between the Knights and Orc Boyz continued. The impetus
of their charge gone, the Knights fought with swords and fury,
hacking at the Greenskins with righteous zeal and cutting down four
of the Orcs. The Elector Count cried out a challenge to the Orc Big

Boss and was answered with a bellow of rage from the mighty beast. CAPTURING STANDARDS !
Both warriors fought with skill and strength, but it was the Elector T Al B Dk ]
Count who drew first blood. The Holy Relic of Sigmar saved the R s o oo enemy
Count from harm and, after the bloody slaughter of the melee, not that defeated the fleeing uni't is countedt
even the presence of the Orc Battle Standard could prevent the Orcs as having captured the unit's standard, as L
from breaking. The Knights pursued the fleeing Orc Big Boss, the fleeing troops abandon the bu,lky
capturing the abandoned Army Standard, but failing to catch and " banner in their headlong flight :
destroy the foul (and incredibly lucky) creature. ;

o ) i In the Victory points system, each
The majority of the Orc army was fleeing. Victory surely belonged to standard captured counts for 100 Victory
the Empire now. But the Orcs still had one turn remaining, and with ! ' Points, and so can be the deciding factor
Greenskins, nothing is ever certain. - when ;lssessing who has won the game.
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fierce attack routs the Orc unit, whilst the lone Free Company fighter takes his revenge on the Orc Shaman..




%‘ TURN FIVE

Caught in a tactically inadvisable position, the Orc Warboss fecls the teeth of the Imperial Artillery School.

FLANK AND REAR CHARGES
Flank and rear charges are very powerful because they can
temporarily take away your rank bonus. This can be very
important in a battle, so we thought it wise to go through
it in detail to make sure everyone understood it. Once you
know how the rule works you can plan how to inflict
horrible defeats on the foe whilst carefully avoiding
disaster yourself!

To cancel your rank bonus, the enemy attacking your flank
or rear must have a Unit Strength of 5 or more and not be
Skirmishers. Skirmishers (including flying ones) never
remove rank bonus. That bit’s simple. However, it'’s also
useful to know what happens if they start with a Unit
Strength of 5+, and then casualties reduce them to 4 or
less during the turn. Well, what happens depends on
whether it is the turn the enemy charged or a subsequent
round of combat.

On the turn an enemy unit with a Unit Strength of 5 or
more charges your flank or rear, you lose your rank bonus.
Always. This is true even if you reduce their Unit Strength
to less than 5 during the round. In fact, if vou wipe them
out completely you still lose your rank bonus in that first
round.

In subsequent rounds the rule is slightly different. In this
case you regain your rank bonus immediately if the Unit
Strength of the enemy unit in your flank or rear falls to less
than 5. So, if vou kill all bar one of them on the second
turn, your second turn combat resolution includes your
rank bonus.
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ORC TURN FIVE

The Night Goblins Archers began the round by failing their
Animosity test and squabbling amongst themselves again. The
Big Boss running from the Elector Count and his Reiksguard
Knights managed to rally, as did the Orc Boyz. The two fleeing
Night Goblin Units unsurprisingly failed their Leadership test
and disappeared off the table, accompanied by the Goblin
Shaman. The Fanatic on the left who had wiped out four Orcs
in the previous turn continued to plough through the ranks of
his own army, killing two of the squabbling Night Goblins
(much to Alessio’s amusement).

With all the wizards dead or fleeing, there was no Magic phase,
so it was straight onto shooting. Gordon was able to fire his
Rock Lobber this round and the boulder landed squarely on the
Master Engineer’s head. (Any figure lying directly under the
centre of a stone thrower template suffers a hit at double the
normal Strength.) This meant that the Engineer took the
maximum Strength 10 hit, which unsurprisingly left him very
flat and very dead! There was no close combat remaining, and
the bulk of the Orc army was either dead or fleeing. The turn
was over and the agreed time limit both players had put on the
game had expired. The outcome of the battle was not in any
doubt and Alessio and Gordon agreed that the game was over.

The forces of the Empire were triumphant and the exhausted
defenders of Geistheim raised a weary cheer as the Greenskins
fled back into the woods.
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@ CONCLUSION

VICTORY!

Phew, we made it! The green
horde has been stopped.

It was quite a fun game and at
moments it reached really
hilarious tones. For example, it’s
nice to remember Gordon’s face
when the Helblaster decided to
perform at its best and blasted his
Big 'Uns to smithereens. This
episode demonstrated that to sit
in short range of an operational
Helblaster Volley Gun is not the
best of the ideas. On the serious
side, it persuaded me to disallow the Engineer-Helblaster
combination in the final army list, because the whole point with
the Volley Gun is that it's a very powerful but very
temperamental machine. Allowing the Engineer to use his
abilities on it made it far too reliable.

This is a perfect example of how playtesting affects the final
version of the lists. The rest of the Empire artillery did well, but

i

Alessio Cavatore
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could not match the incredible performance of the Volley Gun..

The other great moment was the glorious performance of Karl
Koplisken. This tough warrior of the Free Companies steadily
survived attacks from Fanatics, arrows and spells, continuing to
fight till the end even when all his mates had been killed (he
saved me half the points of his unit!). He harassed the Orcs’
right flank, slowing the enemy with his unnerving presence,
and eventually achieved a great feat of honour by slaying the
powerful Orc Shaman who was blasting away at his comrades.
A real hero! I'm sure the Count will reward him well! I was
disappointed by the lack of nerve of my Pistoliers and
Huntsmen, who both panicked under fire and scuttled off the
battlefield. .. cowards! It was also interesting to notice that both
my Knights and Gordon’s Boar Boyz did well, but had to fight
hard to gain the upper hand against solid blocks of enemy
infantry. This seemed to prove that we achieved a good overall
balance in the game and pleased all the designers who had
worked on the new Warhammer.

The Detachments also gave a perfect demonstration of how
effective they can prove to be under the right circumstances. In
my opinion, Gordon’s main mistake was not to take any Wolf
Riders or Wolf Chariots (there were none painted, hee hee
hee). I think that against most enemies, and especially against
the Empire, these troops would prove invaluable. Their 18"
long charge reach would allow them, in Orc turn two, to
eliminate many of the Empire’s most annoying units (artillery
crews, Pistoliers, Detachments...).

I was extremely relieved when I realised that, for a change, 1
had the fastest and most manoeuvrable troops on the table.
This tactical advantage and the luck of winning the roll to go
first (very important!) allowed me to scramble the Greenskins’
advance and make them play under pressure. Often they are
the ones who dictate the rhythm of the game, surging at great
speed across the battlefield. Eventually, their attack reached my
lines in a very confused and uncoordinated fashion, allowing
me to deal with each threat separately. Only the Boar Boyz
broke my line, but everywhere else the combined efforts of the
Empire infantry, cavalry and artillery prevailed, giving me a
glorious victory. The Orcs’ menace has been repelled, but I'm
sure they will be back!
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WHAT BATTLE?

Due to the unsatisfactory
conclusion of this battle report I
have had my lawyer prepare a
short series of excuses/reasons.

1. It was all the 'Eavy Metal team’s
fault, I needed some Black Orcs.

2. Alessio cheated.

3. A big boy did it and ran away.
4. Eighteen attacks from my
General and Boar Boyz and only
one casualty (and that came from
a boar).

5. Continual heckling from all the designers.
6. Eddies in the space time continuum.
7. My dice were broken (this one is true).

8. There was definitely a slight slope in the Empires favour (to
make things fair we should have swapped sides after turn 3).
9. Fat Bloke fixed the result.

10. Wolves did it.

Oh alright, maybe Alessio did win fair and square, although the
result could have been very different were it not for a few
setbacks. Had I managed to destroy the lone Free Company
fighter then the Orc advance would have been better
coordinated. A single figure prevented my Orcs from sweeping
across the battlefield in a combined attack. This allowed Alessio
to concentrate his attacks on the closest threats to his army
instead of having to spread his missile fire across the whole Orc
force.

As it was, the Orc attack hit piecemeal, never really threatening
to overwhelm the Empire’s line. The devastation of the
Helblaster Volley Gun on the Big 'Uns was awesome and
demoralising, but even after this carnage the battle was still very
much in the balance.

Had the Boar Boyz managed to inflict a mere six kills from
cighteen attacks then the Spearmen probably would have failed
their Break test and fled. This would have left the Empire’s rear
open to attack during the next few turns. Sending the Orc Boyz
against the Reiksguard Knights, whilst very Orcy in spirit, was
also a mistake. Once again I had ignored my original battle
plan, a joint attack on the Empire’s centre would have been far
wiser. As a consequence I was punished severely and had the
Orc Boyz not fought against the Empire’s elite cavalry so
bravely then the battle could have ended even sooner.

Perhaps one of the greatest handicaps my Orc horde faced was
its lack of fast cavalry. Had I been able to field just one unit of
Goblin Wolfboyz then I could have given the Empire’s flanks
something to worry about.

I seemed to have the upper hand in the Magic phases, but once
again I was foiled by that dastardly lone trooper. He somehow
killed my Orc Shaman at the point of the battle when Alessio
would have been powerless to prevent my spells from causing

Gordon Davidson

- mayhem in the Empire battle line. If only the Shaman had killed

him with the others during the first turn...

They say that the greatest generals are the ones who make the
fewest mistakes. Alessio rarely leaves any room for error and
played true to form, exploiting my fragmented attack and
concentrating his firepower and strong units where they would
prove most effective. By drawing out my fanatics with cleverly
deployed, cheap units, he not only negated their threat but also
caused them to hamper my own army. Alessio was in total
control of the game from start to finish and showed few, if any
weaknesses in his tactics.

Fortune has smiled down on me, though, and I have been given
the chance to redeem my defeat. As the now infamous Orc
Warlord Gitface Blacktooth once said “I'll be back, and this time
I'm bringing a unit of Black Orcs to make sure we stomp them
Humies into the ground.” The 'Eavy Metal painters have been
chained to their tables and won't be released until a unit of
Wolfboyz are ready to cause mayhem, and my final tip to
anyone fighting an Empire army:

Never advance on a loaded Helblaster Volley Gun.
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We had so much fun playing this battle report that we
decided to make it a two-parter! As every Empire General
knows, it is impossible to ever truly drive away the Orcs.
Despite the Elector Count’s heroic defence in Geistheim
leading to the rout of the Greenskin forces, the Ores will be
back, and in greater numbers. There remains only one course
of action available to any Empire General worth his laurels;
follow the fleeing Orcs to their camp and eliminate every
single Greenskin.

Next month we cover the titanic clash between the Empire
and the Orcs as the reinforced Empire army crashes headlong
into the massive horde of Orcs gathered to the east of the
Great Forest. On home ground, the Orcs can be unbeatable,

as they bring the crushing weight of
their numbers to bear...

Look out for next month’s White
Dwarf, as these mortal enemies
clash once more in a violent
struggle for their lives. The two
3,000 points forces will highlight all
the new features of these evocative
armies as well as the new Warhammer
game on grand scale, and what better
time to play than at the release of the Orc
& Goblin Armies book! See you in a
month...

The sun was setting as Elector Count Otto Schepke
led his small group of Reiksguard Knights back
towards the village of Geistheim. The Count was
exhausted after the hard-fought barttle and dearly
wished to wash the stench of Greenskin blood from
his body, but a tale of heroism had reached him that
stirred his warrior heart.

As the army had begun to make camp for the night,
the talk around every fire was of a lone Free
Company soldier who had single-handedly disrupted
the entire Orcish line after seeing every one of his
comrades blasted to death by Orc magic. The man’s
bravery had thrown the Greenskins into confusion
and he had gone on to slay the Shaman who had
killed his fellows. If these tales were to be believed,
then such courage must be rewarded and harnessed.

“There is the fellow,” said one of his knights, with a
hint of contempt in his voice, pointing to where a
lone figure sat at the edge of the forest.

‘Are you sure this is wise, my lord?” counselled
another, “The man is a brigand! A pardon for past
deeds is one thing, but offering him a commission in
your Greatswords is like pouring fine wine to a
mongrel.”

“Come now, my knights,” replied Otto reproachfully,
“Where is vour humility? This brave soul served me
well today and deserves a reward. What greater
honour could I bestow upon him than offering to
. raise him from the gutter into my own personal
bodyguard? I daresay the fellow will be overcome
with gratitude and mend his ways forthwith!”

The knights looked unconvinced as the small group
reined in their horses before the bloodstained
soldier. The man drank from a half-empty bottle of
brandy, ignoring the armoured horsemen. He was a
rough looking fellow, thought the Count. Dark
stubble matted his scarred features and he was
dressed in a battered leather jerkin and britches with
a black, studded patch over his right eye. A sword sat
propped against a tree behind him, the blade stained
dark red with Orcish blood.

P Otto cleared his throat pointedly and approached the
. soldier, a scroll containing the man’s pardon in his
. left hand. The man took a mighty swallow from his
' bottle and glanced at the knights without interest.
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“What do you want? I'm busy.” he said, indicating the
brandy, his voice rasping and hoarse.

“Show some respect to your betters, you dog!”
snapped one of the Reiksguard. {

Otto waved the knight to silence and said, "T come,
sir, to offer you the chance for greatness, for honour!

I have heard tales of the valour you displayed on the
field of barttle today and wish you to know that I |
respect and value such qualities in a man. I need men
like vou to serve me, and for that reason I hereby
offer you your pardon and a commission within the
ranks of my Greatswords!” 4
The Count extended his hand towards the soldier =
who said nothing and continued to drink from the
bottle, draining the remainder in one gulp. He wiped
the back of his hand across his lips, then pushed
himself to his feet and sheathed his sword. He was
powerfully built, wearing his physical strength like a
cloak, and Otto involuntarily took a step back. The
man radiated threat in every gesture.

“Is that my pardon?” he asked, nodding towards the
scroll.

“Uh, ves,” said Otto eventually, “But did you hear
what I said? I wish vou to join the Greatswords, my
own household soldiers. My bodyguard. The honour
I offer you is great!”

The man shook his head, saying, “I heard you. But I
serve no-one.” and pushed past the startled Elector
Count, snatching the pardon from his hand. The
knights moved to stop him, their sense of propriety
outraged at this scoundrel’s behaviour. Otto halted
them with a gesture as the Free Company soldier
arrogantly strode through their ranks, heading |
towards the village tavern. .
“Wait then,” called Otto Schepke. “If vou will not \ /
accept the reward I offer you, will you at least give me
vour name?”

The man stopped as if considering the question and
looked back over his shoulder.

“Name's Koplisken. Karl Koplisken. But most folk just
call me,..”

Koplisken paused and shook his head with a wry
grin.
“Never mind...” he said, and walked into the village.
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GAMING
CLUBS

Being a part of a
gaming club can be an
incredibly rewarding
experience. You get to
meet loads of great
people who are
interested in the same
things as you, play
titanic battles, organise
campaigns, make
awesome terrain tables
and stacks more!

° However, finding or
starting a club
can be less than
straightforward, so
here, with news on how
Games Workshop is
helping to support
gaming clubs and
people interested in
starting their own clubs,
is Che Webster...

CLUBS,
CLUBS,
| CLUBS!

Why do people
enjoy gaming clubs?
Because they are the
best things going to
get you playing more
games, learning how
to paint and model
better, and of course

trying something
bigger and more challenging than the same old
1,500 point bash with your mate.

Of course, it can be tricky if you don’t have one
already set up nearby or in your school. And the
idea of starting up a new club can seem pretty
daunting — how do you go about it? And once it is
up and running, how do you make yours special
and different every time you play together?

Every week we get calls and letters asking us
questions like, *how do | set up a club?”, “can | get
a poster to stick up on the school notice board?”,
and “is there anything special for people who run
clubs?”

CLUB TOOLKIT!

Games Workshop has been trying to figure out the
best way to help you either to get going with a
club, or to get a little bit more out of your existing
group. What we've come up with is the Club
Toolkit!

The Toolkit is a pack of stuff aimed at giving you
and your mates, the group at your school, or your
folks a bundle of ideas and gear that will get you
going. Playing games regularly with a group of
gamers is a lot more interesting than just playing
the same chap over and over, so this kit will be the
beginning of a whole range of new things to do.

WHAT'S IN IT?

The Toolkit has a load of useful stuff if you want to
get a group of gamers togsther. The Manual is the
place to find good infoermation on gaming together,
including tips on building simple boards and
terrain. It also gives ideas on collecting and
painting armies. In the Toolkit are two full-colour
Campaign maps (yes, you guessed it — one of the
Warhammer world, and one of a 40K sector!), a
bunch of full-colour posters (to help you advertise

on notice boards) and a great master flyer to
complete the deal,

The Wargear box that comes with it contains a
bundle of essential stuff that groups always ask us
for: extra dice, templates, rulers, paints, brushes
and scenery stuff.

In addition, you can register your group on our
Club Network website, advertising your existence
on the Internet.

CLUB NETWORK

The Club Network is an Internet based register
of all the gaming groups that have decided
to join. The website can be found at
www. gamingeiuh.org.uk and is the easiest place to
order your Toolkit, catch up on the very latest
news and see who else is running a club, Of
course, we won't advertise you on the Network
site if you don’t want to be there. However, those
of you in schools, colleges, universities or running
larger public clubs can all find out who's who on
the site.

WHAT’'S THE DEAL?

If you want a Club Toolkit and to take part in this
excellent community of hobbyists, then either log
onto the Club website or call Mail Order now! The
Toolkit is available for £20.

CLUBBING TOGETHER!

Clubs are all about getting together and gaming
with other people regularly. That means you can
share the scenery, help each other with the
painting and modelling, and get a good range of
exciting games whenever you meet. If you want a
hand, the Toolkit is for you!

The Gaming Club Toolkit is priced at £20 and
available from Games Workshop Mail Order.
Here's a sample of what you get...

* Gaming Club Manual

* 5 A3 Full Colour double sided posters
* Gaming Club Flyer Master Copy

* A2 Warhammer 40,000 Campaign Map
» A2 Warhammer Campaign Map

* Range rulers

* Bag of dice

s Selection of paints & brushes

* Intro to Fantasy Wargames

« Cardboard Warhammer buildings

» Warhammer 40,000 Crates

Confents may vary from those shown,

Check out our clubs website: www.gamingclub.org.uk
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Its back!

Check out this
month’s Mail Order
Warhammer special!

ANYTHING AT ALL - GIVE US A CALL

"‘&i

» T 0115 91 40000 ©

FAX: 0115 916 8002 or e-mail us at motroll@games-workshop.co.uk

WHAT MAIL ORDER
CAN DO FOR YOU

* COMPONENT PART SERVICE — Mail Order
has an extensive range of current and back
catalogue miniatures.

+ DELIVERED TO YOUR DOOR - Set postage
rates no matter how much you order!

« RULES SERVICE & ADVICE - If you have a
gaming or hobby question give us a call.

* ADVANCE ORDER - Why wait? If you like a
prodluct, place an order. Special postage rates
and delivery on the day of release!
* OPEN7 DAYS A WEEK - 8am to 10pm.
Hours may vary on Bank Holidays!

HOW TO USE MAIL ORDER

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

* GIVE US A CALL ON - 0115 91 40000
« TELL THE TROLLS WHAT YOU WANT - If you are not sure, just ask the Phone Trolls. They will be
happy to help you out.
« SIT BACK & RELAX - After you have placed your order, just sit back, relax and wait for your parcel to
arrive on your doorstep.
If you wish to pay by cheque (please include your Cheque guarantee card number) or postal order, it is
just as easy, all you need to do is;
* FILL OUT THE ORDER FORM - with what you would like. Codes are only necessary if you are
ordering component parts.
* COMPLETE PERSONAL DETAILS - Fill out your name and address in the space provided at the
bottom of the form.
* PLACE ORDER IN THE POST - Send your order to:

Games Workshop Mail Order, Willow Road, Lenton, Noftingham, NG7 2WS

...AND THAT'S IT!

MAIL ORDER PRESENTS

RING FOR DETAILSV

VISIT OUR WEBSITE: www.games-workshop.com

MAIL ORDER POSTAGE RATES

£3 for 2nd Class - 5 - 8 day delivery to any part of the country.
£4 for 1st Class — 2 day delivery to any part of the country.
£7 for Special Delivery — Next day delivery to any part of the country.
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| fire, flame and fury it is a time too of

THE GAME OF FANTASY BATTLES
S| It is a dark age, a bloody age, an age of

Daemons and sorcery, of battle and death,
and of the world’s ending. Amidst all the

mighty beroes, of bold deeds and great
courage.

Warhammer is a tabletop game for two or more players
where you command armies of mighty warriors, be they
brutal Orcs, stubborn Dwarfs, stalwart Men or mystical
Elves. This book provides you with all the rules you need

to play, and guides you through collecting and painting
your own army of Citadel miniatures.

Inside the Warhammer book you will find:

Rules: How armies move and fight over the tabletop.

Scenarios: Nine scenarios for your armies to fight, plus rules on how

to run your own campaigns.

The History of the Old World: Information on the dark and perilous
world of Warhammer and the strange races which live there. i‘
Siege and Skirmish rules: Additional rules allow you to play any kind ),
of battle you want, from tiny border skirmishes to massive sieges. 3

book

Please order
using code:
. WD25005

Plus, how to collect and paint your own army, as well as artwork,

v ? * . o
stories, game templates and much more! -

The Warhammer Rulebook
is available now! The book
contains all the rules you
need to start playing
Warhammer.

Also available is the huge

Warhammer starter set,

which provides you with
evervthing you need to start playing including the
Warhammer rulebook, templates, dice, terrain
and range rulers, plus a brutal Orc horde and an
army of stalwart Empire troops!

boxed set

Please order
using code:
WD25004
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SHOP ON-LINE: www.games-workshop.com
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Army Deal _
Please order i . : t’ < “

o\f"

using code: ! U
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THE EMPIRE ARMY... <
General on Horse, Warrior Priest, Imperial Engineer, Wizard, 8 Empire Knights including champion, musician & standard bearer,

20 Empire Spearmen including champion, musician & standard bearer, 20 Empire Swordsman including champion, musician &

standard bearer, 10 Empire Handgunners with champion, 8 Huntsman, 8 Haiberdiers, 7 Pistoliers, 13 Free company militia, 5 O\w\‘
Crossbowmnien, 1 Imperial Mortar, 1 Imperial Great Cannon & 1 Helblaster volley gun. f

This entire army for a special Mail Order only price of £190!

WARBOSS BLACKTOOTH'SORC WAAAGH it

using code: -
WD25007

THE ORC & GOBLIN ARMY...

Orc Warbuss on Warboar, Orc Big Boss, Orc Shaman, Goblin Shaman, Orc Boss, 11 Boar Boyz including command group of boss,
musician & standard bearer, 20 Orc Boyz with hand weapons including command group of boss, musician & standard bearer,
20 Orc Boyz with hand weapons inchuding command group of boss, musician & standard bearer, 10 Orc Arrer Boyz, 20 Night
Gaoblins with spears including boss, musician & standard bearer, 20 Night Goblins with bows including boss, musician & standarc
bearer, 8 Goblin fanatics. Orc Boar chariot, Goblin Rock chukka. 2 Goblin Spear Chukkas & Snotling Pump Wagon.

This entire army for a special Mail Order only price of £218!



“'GIVE USA C.ALL ON: 30115 91 40000

ARMIES OF THE
EMPIRE

The Empire is the largest and
most powerful realm in the
i Old World. Iws borders stretch hoxed set
from the Grey Mountains in
' the south to the Forest of
il Shadosws in the north,
ENComMPassing  Prosperous
cities, dark forests, tall o
mountains and continent- w.. e
spanaing rivers. Designed by Michael Perry &

Trish Morrison
The Empire’s armics are as
vast as its realm. This 64 page
army book contains all the
information that you need to
field 2 mighty Empire army.

| EMPIRE
| WARRIOR
| PRIESTS

‘ - . F L Designed by
boxed set o, - e Michael Perry

EMPIRE KNIGHTLY ORDER

Boxed set contains 8 plastic multi-part
Empire Knights.

Designed by Alan & Michael Perrvy

EMPIRE HELBLASTER
VOLLEY GUN

Designed by Alan Perry & Tim Adcock

77 £40
« hoxed set

EMPIRE BATTALION BOXED SET

THE EMPIRE BATTALION...
A 5 : &ewﬁﬂi on Horse

ymand group of champion,
mus;c:an & standard bearer

19 Empire Spearmen with
command group of champion,
musician & standard bearer

18 Empire Handgunners with
command group of champion,
musician & standard bearer

| Empire Great Cannon with
Gun crew & accessories

4




~ 'SHOP ON-LINE: www.games-workshop.com

ORC WARBOSS ON WYVERN
YN SR Designad by alex Hedsirom 6 Trish Morrison

GOBLIN SPEAR CHUCKA

Designed by Dave Andrews & Shane Hoyle

GIVE US A CALL ON: 50115 91 40000
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;\-‘\' al | The complete range of Citadel Modelilng tools AII the tools that you will ever need to clean up or convert your Citadel
: miniatures, build scenery and construct vehicles.

s — — —
Q - ADEI ADEI . ADEL
ELLING ELLING £ | ELLING

.

£ A £ 1 "
CLIPPERS
PIN VICE & CURVED - MODEL FILES TWEEZERS SCULPTING
DRILL SET PLIERS TOOL

£10 (ua;‘! \mmu! ", £1o TADEI wwmm\u.
R

PAINT BRUSH SET{%
Detail brush,

standard brush,

small drybrush.

TERRAIN CUTTER MODEL SAW

CITADEL COLOUR
TANK BRUSH
For painting large models SPRAY CANS

- W 400m! Skull White ... ..
i 400ml| Chaos Black. .. . .

400ml Matt Varnish.....

SP:HIL\IS:;E;;ATION _— ™ 250ml Goblin Green . ... N
modelling area 3 7 250ml BOltgun Metal ...£4 m&
e ' , 250ml Tin Bitz.........
250ml Bubonic Brown. . . £4
250ml Dark Angels Green. £4
250ml Camo Green ....£4
S 250ml Bestial Brown. ... £4
W Note: 250ml cans are of
y limited availability.

www.games-workshop.com
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%I\ CHAOS LAND RAIDER
boxed Designed by Jes Goodwin & Mark Bedford
set

GAMES WORKSHOP ONLINE STORE
WWW.GAMES-WORKSHOP.COM

That's right, Games Workshop now

has an online store. So if you have
access to the internet you can log on to
http://www.games-workshop.com, follow
the links and place your orders from the
comfort of your own PC.

How Does it Work? Simply visit the Games Workshop

website, click on the Online Store button and follow the
on-screen instructions. You'll need your credit card handy

to pay for the order, but after a few clicks you can put your feet up
and wait for your order to arrive.

fs it Safe? All orders are taken using a secure server which means that only
you know what you are ordering and no prying eyes can find out about you,
your order or your payment.

What are the advantages? It's quick, easy and it’s open 24 hours a day, 365
days a year! We treat internet orders just like other mail orders and aim to
get them processed within 1 working day, so that your order should be with
you in 3-4 working days if you live in the UK (it takes a little longer to get
orders to Europe!).

Also the Online Store has an exclusive Deal of the Week, a special deal
available only to Online Customers.
So what are you waiting for? Log on, surf over and click to order!

WWW.GAMES-WORKSHOP.COM
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GIVE US A CALL ON ‘B’01 15 9‘I 40000 i

I THE BLACK ”B"

SUBSCRIPTIONS SUBSGHIP‘I’IONS

Games Workshop's action comic, fGamnglas V}l'ﬂfl;sl‘gons ind;sne]gsabie SUBSCBIPTIONS
featuring stories about all your anzine, featuring gaming ideas
favourite Warhammer armies. for gamers by gamers. Suh 'be "° lnfeme!

Subscribe to Warhammer Monthly now Get a one year subseription to the

and not only do you get 12 Issues for Citade! Journal for only £20 and you
£20, but you also get any six FREE back get any six FREE back issues of any
issues of any Black Library publication Black Library publication (Warhammer
(Warhammer Monthly, Journal, Monthly, Journal, Firepower, Town
Firepower, Town Cryer, Gang Warfare, Gryer, Gang Warfare, Bloodbhowt or

Bloodbowl or Inferno)! Inferno)! Manthty, Jour

Gryer, Gang | rfa:e, B
Inferno)!

b STV 5 Tt -
g | nat it RN OVERSEAS
% - SUBSCRIBERS

If you are interested
in subscribing to any
of the Black Library
publications, give Mail
Order a ring now for
some great deals.

How can you get your hands on the

newest Games Workshop games,
models and hooks as soon as they come
out?

By taking advantage of Mail Order’s
monthly Advance Order deals!

Next month sees the release of Warhammer
Armies Orcs & Goblins, the complete
army list for Greenskins in Warhammer.
Command your own rampaging horde as
you lead your ferces to Waaagh!

For further details about our Advance Order
service and to order Warhammer Armies
Orcs & Goblins call the Mail Order Hotline

ADVANGE ORDER SERVIGE
GIVE US A CALL ON: 0115 91 40000




WARHAMMER 40,000

w.games-workshop.com
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WARHAMMER REGIMENT BOXED SETS

WARHAMMER 40,000 BOXED GAME £50.00 ORC WARRIORS includes 16 Orcs £12.00
WARHAMMER 40,000 RULEBOOK £25.00 SKAVEN CLANRATS includes 20 Clanrats £12.00
CODEX ARMAGEDDON £4.00 NIGHT GOBLINS includes 20 Night Goblins £12.00
CODEX CRAFTWORLD ELDAR £4.00 SOLDIERS OF THE EMPIRE includes 16 Empire soldiers £12.00
CODEX SPACE WOLVES £4.00 SKELETON WARRICRS includes 20 Skeleton warriors £12.00
CODEX CATACHANS £4.00 ZOMBIES includes 20 Zombies 212.00“_'
CODEX IMPERIAL GUARD £8.00 CHAOS WARRIORS includes 12 Chaos Warriors £12.00
CODEX ELDAR £8.00
el = WARHAMMER BATTALION BOXED SETS
CODEX CHAOS SPACE MARINES £8.00 EMPIREBATTAHON 0:00
CODEX SPACE MARINES £8.00 CITADEL
CODEX BLOOD ANGELS £4.00 NEW! BATTLEMAT £12.00 each
CODEX DARK ANGELS £4.00 NEW! TWO TIER HILL £10.00 per bag
CODEX DARK ELDAR £8.00 NEW! WOOD inciudes 2 large trees & 4 medium trees £12.00 per bag
IMPERIAL GUARD COMMISSAR YARRICK £6.00 NEW! WALLS & HEDGES includes 3 walls & 3 hedges £10.00 per bag
IMPERIAL GUARD COMMISSAR YARRICK £6.00 NEW! WARHAMMER 40,000 BARRICADES £10.00 per bag
IMPERIAL GUARD STEEL LEGION LIEUTENANTS £4.00 each NEW! RUINED TOWER £15.00 each
IMPERIAL GUARD STEEL LEGION SQUAD BOXED SET CITADEL MINIATURE ANNUAL 2000 £6.00
inc. 7 Guardsmen, 1 assaull weapon Guardsman, Heavy Weapon team & Sergeant £18.00 NEW! GITADEL MEGA PAINT SET £100.00
EU'I_EEFHAL GUARD STEEL LEGION SENTINEL BOXED SET £10.00 CITADEL COLOUR PAINTS £1.50 each
ORK WARLORD GHAZGHKULL THRAKA 212'00 CITADEL PAINTBRUSH SET inc Detail, standard & small drybrush £6.00
ORK NOBZ BOXED SET inc 5 Ork Nobz £1500  GTADEL PVA GLUE £3.00
ORK STORMBOYZ BOXED SET inc 8 Stormboyz £12.00 CITADEL SUPER GLUE £3.00
O DREADNELIGHT SOXEL SET £25.00  TERRAIN CUTTER inc. hotwire cutter and spare wires £10.00
NEW! CHAOS SPACE MARINE LAND RAIDER BOXED SET £30.00 - - -
PIN VICE inc. pin vice and drill set £5.00
CHAQS SPACE MARINE RHINO £10.00 CURVED PLIERS £5.00
CHAOS SPACE MARINEPREDATOR £18.00  \iODEL FILES inc. selection of files £4.00
SPACE MARINE LAND RAIDER £30.00 TWEEZERS £4.00
SPACE MARINE LAND RAIDER CRUSADER £35.00 SCULPTING TOOL £3.00
:Ei‘g; mg:zi Cﬁé?gfﬁg::oﬁg SETT £18.00  MODEL SAW inc. adjustable saw and pack of 18 blades £10.00
ORED & 1800 BAINT STATION  self assembly modelling area £15.00
SPACE MARINE PREDATOR ANN/HILATOR BOXED SET £20.00 CLIPPERS £5.00
SPACE MARINE COMMAND SQUAD BOXED SET inc. 4 HQ Marines & Commander £15.00 TAPE MEASURE £4.00
SPACE MARINE TACTICAL SQUAD BOXED SET inc. 10 Space Marines £12.00 GREEN STUFF £3.00
SALAMANDERS TACTICAL SQUAD BOXED SET inc. 10 Space Marines £12.00 FIGURE GASE £25.00
zl};igl; IAEN:‘T;J.;F{ASSSSQSJSDSBOXED SET inc. 10 ?pace Marines & 3 Scouts £12.00 PLASTIC JUNGLE TREES £3.00 per bag
SPACE MQHINE DEVQSTAT(?F!UQEL?;);E?)?:; SETE Assa;“ = i - SO S e
nei b Devastator Merines E1500° ool GREENFLOGK £3.00 per bag
SPACE MARINE TERMINATOR SQUAD BOXED SET inc. 5 Terminators £15.00
SPACE MARINE SCOUTS BOXED SET inc. 1 Scout Sergeant & 4 Scouts £12.00 BLACK LIBRARY
SPACE MARINE DREADNOUGHT BOXED SET £25.00 NEW! WARHAMMER MONTHLY, Comic #35 £2.20
INFERNQO! #20 — Tales of fantasy & adventure! £5.00
WARHAMMER 40,000 BATTLE SQUADS NEW! WINE OF DREAMS, A Warhammer novel by Brian Graig £5.99
ELDAR DIRE AVENGERS inc 7 Dire Avengers &-1 Exarch £12.00 NEW! IMPERIAL ARMOUR — TANK WARS & CONVERSIONS £10.00
GATACHAN JUNGLE FIGHTERS BATTLE SQUAD inc. 20 Guardsmen £12.00 INQUIS-EXTERMINATUS, Warhammer 40,000 Art Compilation £20.00
ELDAR GUARDIAN BATTLE SQUAD inc. 16 Eldar Guardians £12.00 NECROMUNDA MAGAZINE £3.50
ORK STIKK BOMMAS BATTLE SQUAD inc. 12 Ork Boyz & loadsa stikkbombs!  £12.00  TowN GRYER #10 £3.50
ORK BOYZ BATTLE SQUAD inc. 16 Ork Boyz £12.00 NEW! CITADEL JOURNAL #40 £3.50
DARK ELDAR WARRIORS BATTLE SQUAD inc. 16 Dark Eldar Warriors £1200  NEWI BLOODBOWL COMPENDIUM 84 £3.50
KHORNE BERZERKERS BATTLE SQUAD Inc. 12 Khorne Berzerkers £12.00 NEW! WARMASTER MAGAZINE #2 £3.50
WARHAMMER 40,000 BATTLE FORCES CORRESPONDENCE Wa welcoms commants Aman 'Chakai, Arbaal, Archacn, Archan, Asdrubasl
SPACE WOLVES BATTLE FORCE £40.00 S B e i e e R e e e
IMPERIAL GUARD BATTLE FORCE £40.00 G :ﬁ:ﬁ}ﬂaﬁg%% o The V\iﬁmug;aa'r‘f. Sloodatiar Bociyninier o ottt
Games Workshop, Willow Read, Lenton, Nottingham Celestian, Cul D ette, Dark Eldar, Dark
CHAQS BATTLE FORCE £40.00 NG7 2WS. HsapelsnDar:si:L;,s De:;'ln;:na‘sDacl:ala, Di;ga‘?r
ORK BATTLE FORCE £40.00 Please mark your envelope clearly with the name of Digganob, Drachon, Dregmek Blitzkart, Egrimm van
the game you are writing to us about. If you want a Horstmann, Eversor, Exarch, Eye of Tarror, Falcon,
ELDAR BATTLE FORCE £40.00 reply you must enclose a ssif-addressed stamped Farseer, Fire Dragon, Fire Prism, Flesh Hound,
DARK ELDAR BATTLE FORCE ; £40.00 el bt b WS Gl e i L il B
SPACE MAFINE BATTLE FORCE Zw000 | A S shistebiis oy | Co oot ekt e
You cen find Games Workshop on the World Wide  Secrets, Khazrak the One Eye, Khome, Knights of the
WARMASTER i v oot eiop S e
WARMASTER RULEBOOK £20.00 N matoHal Submoitiad 16 us for Mandrake, Man O' War, Marauder, Mekboy, Melkhior,
publication is only accepted on the assumption that m:r';}e'm;‘d M'f’"ﬁa"' f_\!acf;:muonda, N?;mmh' Nug,
the copyright in it is, by the very act of submission, hurgling: ObMarator Doy, Old Wond: i
WARH AM M EH unconditionally assigned by the author as beneficial galnbuy. Pieguebeargr, Riio.e bios, Fossceead
owner and with full title guaranteed to Games redator, Psyker, Faider, Raptor, Ratling, Ravager,
NEW! WARHAMMER BOXED GAME £50.00 Workshop Limited. We also retaln the right to edit Eeiveeniing, Hedibgovolsiige, Boylaisea d
N andior amend all material as we see fit. So, if youdo  Blood, Sentinel, Servitor, Skaven, Siaanesh, Slann.
NEW! WARHAMMER RULEBOOK £25.00 ot wish to assian copyright in this way, please do not  Snot, Bnatling, Space Wolves. Spanner, Squat, Squig,
NEW! EMPIRE HERO ON GRIFFON £18.00 e S TR L e b Sl e L
NEW! EMPIRE WARRIOR PRIEST £4.00 h < . Slayer, Tzeentch, Ultramarines, Valhalla, Valnirt_he
: . ____SA00coch | molerERED mAmemams T oloiogan 2Lt L e o
NEW! EMPIRE KNIGHTLY ORDER BOXED SET includes 8 Empire Knights ~ £12.00 Armageddon, Blood Bowl, Chivalry, Gitadel, the White Dwarf, the White Dwarf figura, World Eagerz; )
NEW! EMPIRE HELBLASTER VOLLEY GUN includes 3 crew £10.00 each Gadsllogo, Coc, Dk el Dark Flee, oo 1 UK. o o N, 257820
NEW! ORC WARBOSS ON WYVERN £18.00 Attack, Epic, the Games Wurkshup |Dgt;. Baraa Scatter dice are UK registered design No. 2017484,
Workshop. the GW logo, The GIW Flame loga, COPYRIGHTS All subject matter in White Dwarf Is
NEW! BLACK ORC COMMAND £4.00 for 2 Seﬂsiteais;, hr:sqmn.‘r S:ghabas, S'pgce-ﬂz?m Space  © Copyright Games Workshop Lid 2000, Al artwork
NEW! BLACK ORCS £4.00 for 2 and st s 3 il S L St b e
I = of Marauder Miniatures Ltd. Used with permission. housa of rk for hirs. The exclusive copyright In
NEW! GOBLIN SPEAR CHUCKA includes 3 Goblin crew £6.00 each TRADEMARKS The Iolowing are all trademarks of e artweri and the images It dapics I the property
NEW! GOBLIN SHAMANS £4.00 for 2 Games Workshop Lid. Adepta Sororitas, Adeptus of Games Workshop Lid. @ Copyright Games

Astartes, Adeptus Mechanicus, Aekeld Helbrass,

Workshap Ltd 2000, All rights reserved.
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USING MAIL ORDER | pescripTiON PUBLICATION/PAGE

Using Mail Order couldn’t be
gasier. You're just four steps
away from the miniatures or
army that you always wanted:

@ Choose your purchases
Choose the miniatures
and products that you
would like to order from
these White Dwarf pages,
the Citadel Annual or
some of the many
mailshots that we send
to regular Mail Order
customers.

6 Nm vm ordar There

SUBTOTAL:
POSTAGE & PACKAGING:
GRAND TOTAL:

AOIBSS, .ottt ettt e2s kR RS AR et 1R aE b btttk es R bbbt st e en e

Posteade: .. .o DO fvsmmaiammmmnesa s
Method of Payment: Cheque D Mastercard D Visa [] Switch/Delta D

card Noz [ [ [0 T 000 OO IO IO CICICC T CIC I expiry. pate

Switch/Delta Valid from: .. SW|Ich/DeIia issue No: .
Cardholder name: ..........

Cardholder Signature: ..............ccoooovvvviveieirecicienen
o

GIVE US A CALL ON: ©0115 91 40000
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s this the scene wheg ol .Zid Buy yotir White Dwarf?
Is it always a battle:tq,mef re you get your copy?
| Take out a subscription%qu_gnd avoioghe cut and thrust!

“-“lr ¥}

As an essential purchase for anyone interested in Games Workshop,
each issue of White Dwarf is packed with new rules, scenarios, painting
and modelling advice, etc. Add the latest Citadel miniatures hot from the
foundry plus exciting free gifts and you’ve got the ultimate gaming aid!

Take out a one year subscription for £40 and you get:
* A FREE £10 Gift Voucher!
* Monthly Mail Order subscriber-only special offers!
* Savings on the cover price!

— For details call now on ﬁ‘:
M 0115 91 40000 SLues.,

www.games-workshop.co.uk
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