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RETAIL SPOTLIGHT RETAIL SPOTLI 

Wilh summer upon us, we lake a look at the South Coast tWs month, featuring the Games 
Workshop stores In RriK,hton, Soutlumpton and Torquay. If you're a regular gamer at the stores, 
take a look at wh."u 'S coming YOUtway. And If you're down south (or your hoUdays In August, why 
not drop into the nearest store - you'll be more than welcome and It 'll give you a chance to play 
agaJns t some fresh opponentS. 

BRIGHTON 

Space Hulk Maratho n Knockout 
Saturday 41h AUau.~ h brinll atong your squ~d of p~inlcd 
Terminato.s ror an enormous batde On" IO' x 3' I .. yout of a 
dcreIia hulk in WltpSpaCC. (',an Y"" doim ultima,,, viclory al the 
end 01 !he day? 

August G:unl.ng Day 
FrldOly 10lh AUgwl' • 5peCW aU-day rnlnI·Games DiY will be 
held al Mangtelon In Ilr!gillon, With demonstratlon and 
pal1ldpatlon games, miniature pa lming wotkshops and more. 
t:veryone"s welcome - If you w,nl 10 come along, conlact th" 
31.or" for more deuU,s. 

Painting Demo nstnllli()n by IV2n 82rllecC 
Salur .ay l 11h AUI,\U1iI' KC 'favy MellI Tour box for<k:tails. 

Epic Brlng' n ' s:.ulc 
FrI.ay 17111 AU):UIII' bring .Iong pdnled roll:Cill cho:Jen rrornon" 
ortN: f!pic armv 1131.5in While Dw.rf orup 10 1500poiru and hdp 
defend the fortrc» ogaln" Nell', QrIc invuion force. Conaa Nell 
for fu.nhu dClail.$. 

QUeSt rOr the Amulet orFeraJ. Wluter 
SalUrday 18 1h AUj;lu~t. a Warhammer l'anusy U'I\!e bring'n' 
battl" in whlch)'QU seU ch.ncetotak" un Chris' Chaos Dwarr3in 
• d".d)y qu"" . If you'"" got I p.\nux! Wl'O '!lTlY'oo yuu'd lllc e 
10 play, contaa Chrb ror dcuU •. 

WD2 

ChrL~ Co<lpt'!r 
Chris '" I k<X!n \'l:hlrhammc:r r.nta~y Ilaltlc S""><:<, 
ridding" a,.~ DWI,f olmy. He.1M> hilS an Epi<': 
O,k Irmy Ind ilIlh" ...,..;,11:"1 ",iniature paint inS 
""pen. If you'd like IoOInc U$d'"u]t;P$ on p.;inr.ing 
your mudd_, Chris wlil be running painting 
cl......,. on Wedn.,..b~ throughoul Aug~ . 

Tr.acle Fle ming 
TC ;1 8rlghton'J Wl'RP capen, 10 if you'd lik" 
sam" IdvJC" On rul"", cr.,.ling an advcnlu .. , or 
would Ilk" 10 pa" in on" or II", garne. she'. 
runnlng, jusl pop in \heStOU! and 15k her for more 

"'0. 
NeU Condren 
Nell iI the W~rh:arnrnet ~O,OOO and Epic. Orlc Clan 
Muter and ",iii not only be happy to give you 
help willi flghllng In Ihe universe or the .oilsi 
Millennium, bul wUlgl.1Clly lake on anyone woo 
bnelc$ their chances .gllrul hl5 One, 

SOUTIIAMPTON 
warh:unmcr Fantasy Nolcpby Week 
"J'ucA<.by 71h to Friday 10th AUitul: Quentin wal be running a 
series of shon Warllammer Fanluy Roleplay adventu.<".$ (or 

:::'o~~~d ~:~!r~~'t~h~~e;~~,lft::~;;: a~~~l::~ ~o~~ 
Friday}rd AUgu5t. 

l":linting Dcmo uSlrlItlon by Dille Hunc 
Salurcby Illh Au).:,,,,, , Sec ' l!a vy Metal Tour box for dct.a1l5 

Warh;uwn<.T 40,000 Rolcpl:ly S)X:(;lal 
1"ucsday ZIuh Co I'rlday 31$1 Augu,to we'U be runniJIA a =nlc 
5eriC3 of ,hon adventure, In Ihe Warh.mmer <40,000 univel"K 
u,lng a 'pccJ.lly·wrktcn SCI ofW1l4QK roleplaying rules If )'QU'd 
like 10 b., a clcath-dcallng, b<,h",.w idding m".ccnary for Ih" 
week, oc<: Chi .. bcl"ore Prlday 2<4th Augu" for full detaU. <JI ho .... 
tojoinup 

Chris Cutting 
Chris is a vtry k""n w..rhammer~O,OOO and Space 
Hulk player and r.ctds t WH40K Impaial C:uard 
army as wd! as Squa ... aod Space Marines - drop 
into Ihe shop and d1aIlenge him 10 a game if you 
,"", 
Jason Hard.'l 
As well a5 ridding his 1ZecnI.chian fotoos,Jason Is 
Southamplon', .esick ... mlnlalUl"1: painllng upen 
- he'. alway. willing 10 help you wllh the.n of 
Wielding I paint bru.h. If you w .... , bring .Iong 
your miniatut.,.andJuon wU! 8i~1l you . ome 
hancJs..on advioe. 

Quentin 8et"ry 
Qucnlin is tl1l<: >lords WFRP expcrl Ind ~ 100 Ihe 
proud gener:al of. W.,IOlttuncr ~O,OOO Irmy of 
World P.ater IIcncgad",. Talk 10 Quenlin of you 
want advice on cithet .y.tcm, or fancy your 
cr..nc"" . gainM his anny. 

~ 
'E,. V" M '"J.' TOUft. 

'" MINIATURE PAlNITNG 
"'" DEMONSTRATIONS 
~ Ivan Barlleec. Dale lIuu l aod Tim 

Prow will be visiclng the Orig h lOn, 
Ivan Soulhampton and TorqU2Y 510tc.s during a July lind AUgu5110 demonstrllCc the ir 

11l lcnu 2S featured 10 every month's 'P.avy 
!:;- --=;' Metal pages. They'll be showing you how 

to ~jnl some o f the oew reln5es from 
- Ciudcl M lnlarurc.~ and glvltIS you advice 

Dale o n a ll aspc<:u of m iniature painting and 
converting. 

Tim 

If you wanl60~ help with your models, 
bring them along on the day a nd the law 
will give you some h rnt~ and 11p& on ways 
o f improving your results whau!vet your 
standard. 
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TORQUAY 
Painting: Dcmoostntlon by TIm Prow 
S"tllnby 28th}.,.!y, Sec ·f.-vy Mdai Tourbor fordt:tails. 

Ep ic. Space Marine Battle.<i 
l"hroughout Augu,l, we'll 00 rurullng. $Ctici of bailies on. our 
newly·buUI Epic scalc oil ,cf.nery. Come: along and pby In a 83-me 
where Tmpcriol.! and Rebel forees ato: in de$puate tmlle - brlng I 
foreo: of palmed tIllnUIUte5 chosen from Qne of the Epie ,",my 1;'t.. 
In Whlte Dwuf.Ca1I the $Qre for mOl" dLuib 

Epic VehIcles Paln.tlng Com petition 
Abo thrOUlihoul the m<»llh, wc'U b<: running Il ~pecial ntinlawre 
painllng compelition. If you think you can painl the besl I!plc 

::; ~~~~c,: ~u~~~.~~t~ ~ ?o~t::n~: ~tis.IO the 

Guy Carpenter 
Guy is an avid enthusLut of Wlmammer "0,000 
and Space Marine, but he's best koown tQ' his 
superb Warhanuner "0,000 vehicle CQf\versiom, 
many 01 which have appearod In White Owarf. If 
you need any Clfpen tips on moddllng Ind 
P"In!ina:, GUy"5 yQUr mm. 

n ....... Brian Hoare 
Brian I. "I",.y. h"PI'Y 10 give advice on ony 
(;am<:s Wo,lr~hop game, Whether you wam ,0 
knQw aooui ti,e rulC3 Qr could do with a bit of 

~~!d~ help on cl>omlng you, vmles. He fields a Dlrlf. 
• f.If army and is Op<l<l to any and all challenges. 

~.i I!A.S"r sr, 
WunIAMI'l\)N. 

SOl 111(; 

COz,,"TAC!' CHRIS 
'rtL crOl JII962 

RETAIL STO'RES 
~!::"i:11' ~ ~~;;y 70nr,:;51~~~~~~ ~~~a~~'::~O~i~~'l>t~~!'4f~u~~:;::~ t~~: tl;'!~:::~ 
anduk wh"nthe next event Is tlIk~ place. l1,e,Ol·' sorn<)Ching happening rTOrul Sarurtbys al all the "ores -.-nddon~ fotgo:1 the 
evening Gaming Club. during the wea. 

LONDON OAMES WORKSHOP THE NORTH SCOTLAND READING 
c.-.MES WORKSHOP lIHrt,CHU.!'SlDE,AEAIIINCI GAMES WORKSHOf> GA.,",,' WORKSHOP 
BeCKENHAM COHIACf. _ LEEDS EDINBURGH 
=--tIKOH5T. IIfC~ T1i~ : O""I_ ,~ ... Cl!1mW. 1m, LEms, 131MGt1ST. (tM'lS1.fIO>; 
K£HT,8Rl,OV 

GAMES WOflKSHOP .,- ~-COOI'f~CT:f'M.l. ~~- In,lthll:lOUOO 
TlL:III,_"D:1 SOUTHAMPTON tt~:OSlHao.)O 

GAMES WOAKSHOI' 
GUlES WORKSHOP 

t3 u.sT It SCUTtWlPTOll. SOl 1'10 
CAMES WORKSHOP <XlNTACT CHRIS GLASGOW 

HAMMERSMITH Tll: OIOI:lI,1U UVERPOOL KOI..EEor!itGl..ASGOW, G1X15 
~ I\oI.~SCOUIIT _ 1lJBE 

OAMf.S WORKSHOP ~ 1!(lI.1)5t,llYElll'OOl, U oDJ GONl~A.UStAlR .. ,,'" CQt(LIoCT:IWIe Tfl, ,,,, ,n.UQ 
, D.O.LUNGIm.IWoIIAE~ TORQUAY TU:Dfl111f_' 
~QoIX:Ool wtlUD '2_ET'T.~V.TO,MJ 

GAMES WORKSIiOP COHl'/ICT PflE c.or.m.c110U'( USA Tlil:0I1141:14·U In,~ lOI03f MANCHESTER 
0 o\1IE5 WORKSHOP 1.IN11'1.11ll\OWOltT. CAMES WORKSHOP 

HARROW MIDLANDS 
1WOeI1E$f(1I, .... :1008 FAIRFAX 
COh'TACT, KAAl r.o.lA env Won. MOO(l ......,. 

MS,,,,11Otl RD, HAO'tWW. 
CO\MES WORKSHOP 

lR: • • IlUIa smEET.f,r.,lRf,&.)(.w.~1 
MtODU:~. W\, roJC 

CAMES WORKSHOP CONTACT'T~ eow.o.el! D.O.v[ BIRMINGHAM TEl:(1OJlIOlIl1W UL, D1, .. ,:nao ilO8ROG£UHK.BUU.RJHG NEWCASTLE 
GAMES WOR~5HOP CfNTllt..ea>I_ =~.!J!~mf. GAMES WOA~SHOP 

CQHTo\C1)lED MARVLAND OXFORD STREET ltI.: IQIW_ 1;OI(T/OCT'IAN UNVEflSUY Of' _\'\.MO. 
U/I'T f 'O. TIE Pl.o\l.A. " .... 

GAMES WORKSHOP 
TE~'"' ZS:UIl LO«lH 1'OlO. eot.t.r:GI! I'M1<. onOl\D81.LONOOfI. WIll I..,. 
OAMES WOl'I~StfOP ~m. eCHT/OCT-p", DERBY 

TU , /WII __ 

'!tI.:07I ' )fOn; CZ 8ADl.ERo.o.T£.OERaV.\lE._ PRESTON 
coom.c1)OOMNG . ~ '.LF.JlolR;:AO(. PAl:SlON, GAMES WORKSHOP 

THE SOUTH 
Tn:~nl'" M'~ PHILADELPHIA 
GAMES WORKSliOP 

COHI/OCIIAN <24I1011niI01'!\(ET. 
(lAMES WORKSHOP 

TiL , Omlllii -....DnPHIo\, ..... • , •• r 
DUDLEY CAMESWORKSHOP CO'<lM::T. OWEN 

BRIGHTON _U.UPf"/JILlvt:l. lIEIIIIYI«.L. n:L:~'J)Ut~ 
7 Nll.E ""YlJON&. HILI;: iT. eeNTAE. 81UEIII.EY ~ OU!lU'-y SHEFFIELD 
~~ CONT.o\Cl'SlKlN .M1oOOOR.6IiIl1rIELo.s.<PC (lAMES WORKSHOf> 
lIN, '_.CONT.o\CT. CH/Q TtL, _""" CONTACT.lleIWIO WASHINGTON! 
Tn, D2~ 2!I:IH:I 

GAMES WORKSHOP 
Kll O/lI,IOt .. BALTIMORE 

(lAMES WORKSHOP NOTIINGHAM GAMES WORKSHOP ~~~:~ri..0$8~~. BRISTOL :l<Arl'lAAI.AI£.NO"TT\NGHoW.. YORK LAVACl...IAOImOJ 
I~MOAoWElR.~lUl ~,~ a(l()(l(l/\AM(l.TI!, 1'01\1\, YO'ZLG COtf/A~TU. 
COHT/OCT $IWIE COHTo\CT KARL OONlACT E~N( nL; (1Otj .... _ 
Tn; 1m221.W Ttl.,IIIIOa_' ltL'OIIOoIIUlll 

W03 
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~ 
RETAIL STORE NEWS 

GAMI?S WORKSHOP 
MAlDSTONE 

OPENING SOON 
UNTT6 

1-9 PUDDING LANE 
MAIDSTONE 

Look oul for op.nln~ dd,I"I" WIll", (hurt 

GAMES WORKSHOP 
1990 GAMING LEAGUES 
1lIe "" .. (Jlrnin& la",,.. In;...- ".,nin, 

~~f~~~~anS::~~ 
WarhJmmer 40,000, Blood Bowl, Spice 
1l~1k ond SpIce Marinc.lCyou're inLtrCiLed 
in jaining the lngues, pop in to your loW 
flon> for funller del.ill and pid up. rulu .-.... 

WARHAMMER CLUBS 
WC 'J'C in !he procen ol..,1lins up. _",Oft 
of lIew Wuhammer Oubs Ihrov&ho\Il the 
a>U"lfy ror p1a~n olin Gamo:s W<nksbop 
vmes. 
U you'd like 10 join)'QU' local club or c:vcn 
help ul nIB one (P:lhaPI yuu knu .... of. 
lui\.lblc "ttlue7). conlaCI )'OUr lQQl Olm", 
Wu.hhup Ilo,e _ they'll liv" you all the: 
details. 

EVENTS FOR AUGUST 
There are alw!l)'~ u:cl ilna; even Is gnlng Jln III your local games Workshop store, Including Games Clubs, ga ming 
demonstrations aud participations, painting lind modelling work~hnp!i, lind llucllnM. 

On IheS(' pagts, we· ... e only gOI room to j\lve details of II rtW of the speclul eve nts, so the unly wuy 11,1 uvold miss log oulls 10 
drop In 10 your locu1 GIm es Workshop Slore anti ask what's planned for the rollowln,L: weeks. If JUU (wn'l gel In tu Iht shop 
on II regular bllsls, rinK up and find out when there'~ sumflhing sp«ial happening. Keep In tOUCh, be(auSt ne'" e " enl~ are 
annouDcw alilbe time. 

BECKENHAM 
GIt/ofl-;S CWB TlIURSDAY EVENINGS 

S'AC[ MARI~[ 'ARTlcr'Anos GAME c ___ ... 5 ...... 101 »til A"",,,, Uldj<oln in 

Ihc ..-i&l re--.. .... of """ bolllo " ..... end '" 
\he 11_ Ikn:ay lid.., ... f","" clolle ~ 
_ w""" ...... Ii_ . Con\.KfPMOlf .... aa. 

BIRWNGHAM 
LEAGUE "'11'o"]l:G COM PETmON5 
f .. ch s .... "'., in Aupoilhac'U be ....... pcti~"" 
Lo r",d III~ betl .,.ia<c4 fo,(e In Dlrmln"'.m·, 
o-.;",wa-.0. ... "'" 

4111 $po,," HullI 
II ... W.n.......nu40,OOOt'SpoooM ..... e 
ISIlo 81iood1J_1 
2S1Io W.m..nn..:.F ....... ,B.1lIc: 

IlRISTOL 
GAMHS CI1JHS l1IUHSI)AY ANI) 

PRIDAJ'lNENINGS 
SFACEM ARIl'/j,; MONTIi 
A ocri ... nt """' ..... S" .. nI.yo f« Sp'(~ M ......... 
\nolodinl """ (ollo"""',: 

40.10 o...i&ninll.nd ,.inuna 1!plc f_ 
11110 Mw..,&CCIlOt)'forF.pi(I>otll .. 
ISIlo Spoce. M.rinepoNQIM'ion bollle, 
lSo.II Spo<c Marin~ po.rtiripotion bauk 

C"'IKIIhc.~ far ........ deIoiIo. 

WD4 

DERBY 
GlUfESCWB TllURSDAJ' E.Vl:..""IINGS 

BLOOD 8O\\-l,. M01'oTII 
F.¥~"1 htunl. y ~urins Au8""1, lIIe~'U be • 
~IS!"""'lT ............. in""' ............. ", 
• T"""""'wn """" wppo;-.............. ·U be 
pri_f ... "'~f_T""~W1I""oIIc"')< 

0.. S'h •• ~.ylft" AURu.l, Ad .... wa ..... 11 be 
"'Doin,. BI""" Bowl po;,,';"1 __ ."." ... 
.\twIpio\<. "'" ..... m_ 00 ",""COUft )'GO' ... . I 

1hc.bup .... ""'2:nd 

DUDLEY 
(Jlt/off:SCWB EVE.RY EVENING 

CII"OS WARBANDS 
C"")'01I ' Ch ... Ch.mplM lead hi, "' .. bond ' 0 
¥i<oory ond boo: r .... 11D eWm Iho: oIlimole priu of 
o.....mh<»d.lfJ""· ..... ~inpLoy .... in ..... 
Cho", w"t" nd e.mp.i,n "'nnins Ill1'011ShDUI 
Au,.....<o<u<'S, ..... ,,""'_ 

EDINBURGII 
GIlMESCLUB TIIURSDAJ' /SVEJlJNGS 

I!och woe.\:: dwin& Au&u" "",,,,'U be. lIiffClUlI 
",lni. 1Om ",inti", """'pcliti ..... J .... SinS will be m 
Sltu,d,y, .. ith cnuic. ill by Ih~ p •• " lou. 
Wod<>ol:clay. 'Ib<:d.""' ..... clo»a .n: .. lollo .. " 

W.,.""""",,,40.000 
W.mommcrFonIU, B.1lIe 
$poco. llu.il: 
Ymid", 

GLASGOW 

[nl,1tf; ,. 
•• ". 
""" 

GAMES CWB nWRSDAJ' EVENINGS 
DWARf DAM BUSTERS 
0.. S.tu.d.y 11th AU/tUJI, ,""",,,'Ll be • 
ponldpuiOl'l "m" .. h",", l"'" cantmI . iii"" ID 
Ow.., ~ oueqo<inl Lo bomb ....... oad 
."""" ltM.o..: '''''1. Thot. 0..:. will, of ---. be 
1tJinI II> otqo ,.... vsinJ ad!tn, boll w..w... .... 
"0"0 ""', ..... " .. 1 If 1",,'/1 like 10 ph1' <""IIet 
Alud&U 01 the ..-. 

HAMMERSMITII 
GAMES CWB THURSDAY EYffllNG 

Th. 11 • ..,"' .... "'1111 'lOW <bollen,o '"1""" ''' ' 
._ofW ..... _ F .... y Bollle., Wadlaamct 
...o,aoo, Sp-'''u.. 8100d Bowl ots,o""MuW.. 
n.....· •• Ioo.wboIo._o(_ .. pLoMOdIn"'~ 
ohopfotA ....... oopop ........ _"""'I""detoilo. 

HARROW 
GAMES CLUB MONDM tVFfiINGS 

DEATIIQUEST 
"Spo<DIM): """ .. ,,· ... uJ .... S.lu,d.y 11th 
Aua"'L DriII&dOWOI ,....,buicT ........ "" oqo" 
.... banle ".IMI 0Ik0< Morinco - b.n w.!tII "'" 
{or thoocS'uI .... S<e O' .... f"" dd.oilL 

LEEDS 
GAMES CWB WEDNI!.SDAY eVENINGS 

SPAC: r.ORK liPF£IA I. 
Follo .. in, • Sp.u 0.10 p.in''''1 dinic Qn 
S., .,dI1 IIlh . "' ..... ·11 "" . W.rt .. ",,,,cr 40.000 
Spau Or!< ,. .. kll"'~'" ,.ma"" S.lu""'ylS,h. 
If y",,'~ li t~ to plo,. ,um up with your 1"",,0:1 
S~OrU .... dy to ,011.0<1 P.ul llu.d .... ·• FiM 
l.cs;m Sp.ce M,IiMo. 

LIVERPOOL 
GAMf.5 CLUB THURSDAJ' EVENINGS 

ELDAR PAll'l7f:'iG COMPETITION 
To en'" 1100 ~ompWtlon. brln, in )"'ur .i",I~ 
...wo","by n......doy13r~Au'" ... 'llIu.".,_ 
. 8<' ......... ' lip to ID ..... U ... d _ . Erllna will 
be judlcd .... Satu,dl' 151b AUIIIII - _U¢t 
W,Urard ... iloo. 

MANCHESTER 
ClUfF.<; CWB TIIURSDAY t.VI!fiINGS 

ELD"a VS ~lAanr.'t IIRIXC'S' .... TT1.B 
IJrid, ~O"'" 101110 ... poin ... .qu •• at A.p"' 
Wurion ... . "I'""'" M.rina "" S. tunl., Ulh 
A ..... IIf,...·d likolO joio In. l'IIetoI'U "". priu 
r ... oho bat EId ..... d MarioH: r_c_ Kad 
r .. lu_"'ilt. 

• 

• 



• 

• 

NEWCASTLE 
GAMF.S CWB TIIURSDAY f:VTiNINGS 

BATI!.E ..oR TilE 1I0,\lt!W(lRI.D 
T'I\8~'1l k . SpacalTuJ.k panidpoLion , .... e on 
SOl.rd., Itt~ Au, ... I . Th. td .. inu have 
, .... ",04 10 IlIc;. home"",rld, ""ly 10 d;-u 
"".""led ' .... IS: GmcIIUl_ h.~. ;"ndcd Ih< 
pi"'''' r.>on 1tI~ Muineo puq,o Ihelr world 0( .... 
olieno7C- . """ .. I.~ ..... rand .... ,_b<tIa 
aWl, IIclp 10 <lccidc !he. -.:.m. by 1Ui:I, contl<ll 
01. ",\I,d of T""';".", ... C",,_ Ion (<It runhet 
dcuilf. 

NOTflNGHAM 
GAMES CWB mURSDAY EVENINGS 

WARIIAM.\l ER G"'M"_~ CU JI! 
TIll. dub pl'fiJI, W.,hommo. 1"nI", Uonle. 
W.,h.""".,4l'l.OOO, Sp""" 101 ... ;"., Spaccl!oik 
ond 111000 1100" .. nOw l'IIIIlIirI,,, . cl'Y'«n1rO> 
v""c,," W ........ day n;ahlO, 1·10.lOpn _ ConUCI 
Ihotllopr ... _inf<>. 

Str..I;\IEil li .~\IINAIlS 
DuM, Ihcroonift. mo,,,/I, u.. o"ma WorbImp .om .. dell""", will I>c Ii";" •• oeri .. of .pccio.l 
S.lW'day .<minus ... t>ue)'O"...,n ........ bou, 111<: 
fto ... ei.;,,! p.<>ducLo "" tho .. oy and uk 
...... Iion. ,buul 1M Nlel. 

.'" .................. F..wyl!.01. .. ' -
Mike B""""" wi Gracmo. 0.';' 

11110 ·E .. yMdol - I'tIUL,.w ..... 
Mike Mc\lr.y 

L Sib Bl<J<'<l B.,...1 _ 10M. 10m..,.. 

PLAZA OXFORD STREET 
GAMES cwo EVERY EVENING 

"""" "Re ll! PARTICIPATION GAMF. 
""""ad..cd><. F."'f"'IOI'" r..at ha.,., ,robbed 0 
Weirdl>o, ,DC! .... " .. .tin'!Nck 10 IlIcir .hUlLi<o. 
!JUI Ill, .hul1l~ "'',In. "'On'IItIl' IIId Ill. Ork 
h",do i. , .... in' "ura •. OMllibc mil 1<:1 1,,", 
.nd In"~b!he. We.i,d"", !Nok bu. Ih< Imp.".1 
nwhcnhip in mbit ...ill "y '0 p __ !hi<. !JriII& 
"" ..... 120 poitI" of Orb on SOIu.dor U II> 
A"IUlI if_'d IiblOpiol' Cm,- Vbil r ........ 

PRESTON 
GAMF.s CLUBSTl/UHSDAY EVENINGS 

H IC PAINTlSC COMP£nTION 
Ooll,n • o"lour .. home fOt 1".' own Epic 
",,,ldoICe, poln, up ,118 OPl''''''''''' ",tnt".r ... 
wri ... '''''''hia<><y ... dNck8J""fld till olio r ..... 
... d ...... ilinlo 11>< >p<>:iol .... p<UlM.r "'\(11'1 
1>,100$cp1anber. ~ Ion r ... r.llhadouik. 

READING 
GAMf:SCLUB TllURSDAY I:.VENINGS 

WAIII I A~IM EM 411,000 CA MPA IGN 
ThlOll&J!cu' Au,,,",)'1'<1 c ... join in. W&.lb...."., 
.0.000 ~omp.t", .. ,..'" ••• h pI.y", .".trolf 0 

bond of tnUCCnlri .. .,... 10 .... b • 'I"icl< I"""'i' .. 
wbo .. _«>a.. Fot ....... ""'alla,cmIacl RichanI. 

SIi EFFIELD 
GAMES CWB T7!URSDAY f;VENfNGS 

ANDNOW SUNDAY AFTERNOONS 
U1TLF; OF UAYIION U 
Th. oi. a Wlr Oft II •• "", II h ....... I"O<!. The 
Iwuou of Oib .... ....J KijIlon "' ... bocII d_yc<I 
ond on olltonu I>ctw ... n Knnl"'" and M'pock 
bouo-eo looko H' '"e"",,1Kr the world. Y .... cu 
take port ln the bo.~o '" .,.,.ido Ih& III,.", ttl"'" 
plonot;.,. , ..... 01 Spoc. M.n..c ..... ,In>pcriol 
KmshlS. U fO'I'd Uk_", pIoy.jut ........ p., tltc 
...... "" S.L" rd" . Lh A"lt"lI • •••• yth"',· • ......... 

SOUTHAMPTON 
WAR liA~IER OAMES (:LIIII 
1'1_"",010"" ~ ....... IhccityonSuDd'Y' II, 
O.m .. Oul> for.U Come. WOthltop '.m ..... 
C-.a1b4lt1opfoo..-..inIo. 

YORK 
GAMES CI..lJR FRI/)AY 

S P,\ (:£ lIUU ( 1I1USG'N' 8AlTLE 
OrinS down 1_ PO"'''''' wi<. TtJmlno"" "I".d 
"" Solurdo,lSLh Au",,"n.cI join;" r .... KidL·, 
d.y;"" •• peci.1 ml .. i"". If ,,,,,'d lih to ploy, 
tqilll<:r" Ihc:o"""bef_thc 11th. 

@~t\(:lJ.3~- UK STAFF RECRUITMENT 
GAMES PRODUCTION STAFF 

Gamll~ Workshop CIIIIMliy has a nwnber of vacancies II 
iu busy Design Studio in the cClllreofNoltingham. This is 
where White Dwarf and all our games lTe designed, 
wrillen, editoo, ilJusluted and prepared for prinling. 

Wc .re eurremly reorganising the Siudio into 5eH­
contained design cens, each wit/! lite staff and hardware to 

perform all the tasks involved 

We lie looking for commiued and enthusillSuc individuals 
who are already immersed in the world of hobby gaming 
and who are intimately hmiliar with one or more of 
Games Workshop's gamcs systems and the usociated 
range uf Cit.ool MinblUfC5. 

The righlillitude is fll more imparlant than publishing 
eltperienee, but famillarily with Apple Macinlosh DTP 
and a facililY with English could be an adVanll);C. 

Tho:. successful applicanlS .... in fu.d themselves in a hard­
working learn, dedicated 10 the er~'lion and production of 
the flflt'si hobby garnes mlterill in the .... orld. 

For further delails, pleue write in the first instance to 
Simon Fom:st II !lie addre.u belo ..... Be ~ure to enclose a 
brief CV !\lid details of your gaming background. 

Cames Workshop DesIgn SlIJdio, Enfield Chambers 
14· 16 Low PlLvement. NottinghamNGI 1DL 

RETAIL MANAGERS 
Cames Workshop is not just concerned wiih the delign 
and produClion or gimes, novels Ind minialUTes. Our 
e~pRnding chain of relails\OrCli plays I vital Tole in llte 
company's eonlinued suc<:e~s and we need experienced 
Warhmmer gamers 10 fin posilions all ReLail Manll&ers . 

Games Worbhop SlOrcs are mOle than mere retail oluleu; 
our IClaii m1nlilen must lake Ihe responsibility for 
ereBling regionlll hobby ccnl rCli. Our 5(ores should bo 
plac~ s where newcomers and old hands lllike can 
paniciplte in and contribute to Ihe world of Gimes 
Workshop hobby games. 

The successful IJlplic&n[ mUSI therefore have a good 
working kno .... ledge of Carnes Workshop games and 
Citadel Miniatures. 11'$ not enough 10 bea keen minialUfe 
painter who has ~en a couple of our gllmes being pbycd, 

Previous retail experience would be useful bUI is nOl 
e.uenlial as comprehelilliv" Irlining .... iIl be gi~en at our 
llead OffICe and Ocsign Soulio in Nollingbam. Yoo must, 
ho .... e~er, be willing 10 reloca~ to anywhere in Britain. 

If you fulfin these rcquiremenUl and would enjoy a carcci 
with ~1.Cellenl PIOSJ>CCI$ for the right person, phone CIiYe 

Thomp$On at our retail depillmeni on 0173 169131 fOI 
further dewls . 

WD5 



GOLDEN DEMON USA 
We'd like to congrawlate all Lhuse who 
entered Golden Demon waugh our US 
litores on Ihe nandllrd of paintinl we 
~aw. 'Ibere's obvio\lsly a lot of paintinl 
t;l\ml in the US and we'd like to see an 
ever-increasing number of US enlries 
in fuilire yeafS. 

The US winners of Golden Demon 
1990 werc: 

Sinal. Mini,tun>: Oro .. ,...... o-t/IV ..... 

M"",,""-<! Mini ...... " Ib"l' o..Ibin _ 
T,.....,ld"don (."l\ompi<>n _bon_ 

),bu\cr. B.ny Belbin _ o-...... orT.-clo 
Sw..d"d R...a:D .. c 8 ..... , - Ch .... p;.. of 
,....~ 

Vip>dle:o-.e~Ioonl,."'- Mi ....... lonI 
£pi< SnkVipco.lc.:WO)1MlKil>I ­

Thonll_ 
SinpoTi .... Do ... BR>Ob - Reo ..... 

VdUcIo,T...,. ~-I\'utal.R.bim 

GAMES WORKSHOP 
WORLDWJDE 
We've been snowed under by replies 
from ovenea5 retailers and gaming 
enthusiasts following Qur I;II.lItQ thQ$C 
..... ho·d like to work with us setling up 
shops and gaming clubs or !rllnS lating 
our boob and games. Thanks tu 
everyone who got in touch _ we'll be 
replying very soon. If you haven' t scnt 
us a leller and you're interested in 
working with OW oveneu, please 
scnd write with a [ull CV to Andy 
Jones at Ihe Design Studio - sec ~ge S 
of White Dwarf 125 for full details. 

W06 

WARKAMMER COMIC 
Jiln Abblnnett and Alan CDW!i1ll howe 
just joinai the Dcs.ign Studio u edil(ll$ 
rQr the Walhammer Comic, which is 
now proc;eeding IIpace. Jan and Alan 
have publi~hed their own comic, 
SI()TmWo.lchu, and haye wrillcn $ITip~ 
[UI Reyolver anr.! Starblucr - thcy 
currently write the Ricky Kilkane strip 
for Deadline. 

Both Ife big Space Hulk and Blood 
BQwl fWlS and were allfll~lctllO OlUlli:& 
WorkshQP by the chance 10 work with 
some of our artists and writcrs, As wcll 
as OW's own artiSls, they list cumic 
artisl5like Brell Wing, Matt Wagner, 
10hn Bolton, Simon Bisley, Frank 
MiIlel, Glcn Flbry Ind Steve Dillon 
an\Ol~1 Iheir fuoori!eJ, 

GAMES WORKSHOP ULTRA 
What's 30 feet klOl, zooms liong at2!i 
knots downwind Ind occasionally 
jCluons Ian Livingstone: andc.ighl other 
cnzcd YlehlSmen iOlo Ihe cold SCI? 
The llruwer is Games Ww:k:shop Ultra­
a udical Ylcht that sails It nerve­
linglinl speer.!s. The c rew sll out on 
ncks and £ighllo control the hUI;C sail$ 
- if they gct il wrong, the boat capsires . 
10 shol1,Uluas are fasl and dangcrous 

lao's Games Workshop Uhra lC(:cmly 
won the historic £irst r3ct:. It's racing 
again in front orthc TV cameru in July 
and August. Watching Uhras nce is 
reany nciling ;rnd some of the 
incidents are spectacular. Anybody 
wanling to watch the race, meel Ian and 
cheer on the GlLlfles Workshop Ultra 
Race Team, here's the programme: 

July 20-22: Ocean Village, 
Southampton 

July 27-29: World ChampioTl$hips, 
PUrl Pcndcnnis, 
Falmouth 

Aogust 3-5: RQyal Western Y.cht 
Club, Plymouth 

More delails can be Qbtained [ rom 
Games WOlkshop Siores in Brighton, 
Southsmpton and Plymouth, .... hcre 
Games Workshop Ultra RKe Team T· 
shiru ..... ill be on $a1e. 

CRASH & BURN 
Glmcs Workshop 
enlhu5iulS Crash 
& Hurn (who u$ed 
10 be Batfish) hive 
just gone intO The 
Slaughterhousc to 
start recording Ihe 
first album on the 
ne ..... Wlrhammer 
record Iabe\. The 
band play powcrruJ heavy metal blues 
and the album will contain triCks likc 
Sleo.lu's Kin and Inql4isillN 1"hf~. 

ReeOldine with 
Cruh &. Bum will 
be Brilin Mlly of 
Queen, Brian, • 
OW fin himsclf, 
liked what he heard 
ofCruh &I. Bum's 
music so much that 
he offered \0 come 
along 10 Ihe band 's 
teOOlding sessionl Briill M~r 
and pl.y luital' on 
$ome (If thc traekl. We tln't wait to 
hear Ihe resultl - walch this sp.ee fOI 
more IICWS Qf the a1bwn. 

BOLT T il ROWER 
Bolt Thrower arc beginning ..... ulk Qn 
their second album in eollaboratiQn 
with Games WOlkshop, currently untler 
the walking title of WaflllO.Jlef . 

Mc~nwhilc.. the rc' s /I spcch! limitcd 
edition picture di.sc of Bolt Thrown's 
fits! album, Rto.lmDfChaos. This is on 
sale in Games Workshop Ilores now 
and features John Sibb i ek'~ splendid 
W"hlUllmer 40,000 cover on one side 
and a pienlrc of thc band on the other. 

WAR II AMMJ.:R RECORDS 
If you're in I prorenional rock band 
.nd you' le inlo gMme$ Workshop 
imagery, we'd like 10 hear ftom yQu. 
Send I demo lapc and photO, 10 Andy 
JOIICS at the Design Siudiu. Thanks \0 
III the bands who've Illeady sent us 
their demos - we.'re listening 10 them 
with great interesl. 

• 

• 



GAMES DAY 
GAMING LEAGUE 
CHAMPIONSHIPS 
ASSEMBLY ROOMS, DERBY, lOam - 6pm SAT 15th SEPTEMBER 
PRIORITY EJ\'TRYTICKETS AVAl t AH .. f. NOW £2.00 IN ADVANCE FROM GAMF.5 \,('ORKSIIO I' STORES,INDIiPENI)Il.NT 

SPF,CIAUST STOCKISTS AND GAMI:'~'i WURKSHOP MAIL ORDER (0773 760462 OR 0773 7 1321}) 
NON-TICKET HOLDERS ENTRY ON HIE DAY 13.00, AFTF.It Jpm ONLY 

~""" 

THE FINAlS OF THE 1ST NATIONAL GAMING LEAGUE CHAMPIONSHIPS 
• GrJnu Onals for the Splct lIulk, WMhamm~T FantaSy 81ule, \\'ubrunmer 40.000, 1nt! nlood BolYl ll.'2gucs 

• Gr.and flJUlt of thr: Space Marine Eph: gamlog league 
• Adv:lncro Hcroqunt 'Iburnarnen\ 

~ ~'\1.rr • All k"'R~ In)Ic/l(s will bc! pt:l)'W on fuIlY·ICI"nlned rabla "'ith buitdings:tnd 
''<17 '.A. f';lr r Iandk'2pt: by (j1lJlOj \lQrkshop's O'A'II modcLlmg cxpc:ru wv.JID.!JW • Cil2dtt \linLllun: paintins dispb)) by lit( 'E'I'Y Mrullffill 

• ~bgnlflctnl Games Workshop:art diSplays 
• All 1Il/,' Qbl rdC25C5 from G1.mo; '\lork~hop and Cillidel M[ui21urcs 

• StmiJ12n, live KC'IllClmcnt5, hring 'n'b:mk. dcmonstr.1.11on and plIrtklpOdion g1ffid 
• Manr OIhtr atiling c\1.'llts to bt 1MOunCrli 

• Coaches 10 G2IJ1(S Jh)' will bt' runninp; from 111 G;uncs \l'otkshop shops - 5(t rOUt loal m~lUgt!f (or det1ils 
w 



rcIC:;l8CS from thc DClllgn tcam; 
lndudlng Orb, Eldar andHarplcs. Also ~bown 

~,,, ;'~ '''b are:;l couplc of Frances Ellyard 's Tcnnin:;ltor.ll from ber a:tcllllivc COUCI.'1l0D, 3.Dd the: wiu.ner 
from the 1990 ColdeD Demon Siaycr Sword, Dave Sopcr's Predator. 

WOB 



DAD MOON ORK 801' W/TII 
H&lI'I' 80J;TU 

GOFF /jOSS WITH KUSTO,If 
BIONlCMW 

• 

CRETeHIN WITH SlIOTGVN 
AND .umOBOX 

GlfI{J'CHIN IIIn1l 
81,UNO/lfUWSS 

IJl'.ATlliflINC; UBRARIAN WITH DEATIISKVU ORK BOY 
S701MIIWll'ER AND POWER AXE 

HARPY 

GOFP ORK BOY 

WOg 



Welcom e, once morc, to 
MArienbllrg, And our second 
v isit to Potion Square, 

This t ime wt" 11 browse olTOund 
Kluger 's Emporium - a treasure trove 
of rarc, interesting "lid curious items, 
where lllmust anything r,ln be bou);ht 
or sold; thc alchemical workshops of 
Wilhelm Rotkopf, (both by Richard 
Laing), alld m~l one of the dty's fore­
most alchemists - a usefu l aC'luoli n­
tance mdeed. Finally, tium:! is the mys­
terious Liset te, a dealer ill leather I"ho 
h~ more than she !;CCms. (wri tten by 
Gra l:!me lJavis, from the Wolf Riders 
short story Tire- T;}r(w Rill by S,md y 
Mitchell). 

Th is lime, we've introJuced a ncw, 
fo rmalised way of prf'~nting NPCs. 
Fdlrh minor Nrc is ilf'mised lllto five 
stand ard p.l ragr3ph~: 

A,'pnrrallce, whic:h b the initial 
impression "nyonc met'ting them 
would get - eg lull biOI/II r.lf'IKl I~-facffl. 
IIltkell/llt; 

Persrllrality. the ir manner and 
behaviou r pattern s - eg killd , bllt 
sliglrtlJl forgel ful; 

Moli \Hl tiolls. the N r C!; Ji ms and 
dcsin.'S - tog /(1 hm" fUll , olld control /Ill' 
pipl'll'ffl/ tmdt; 

Catcllplrrasts. some sam,!le s~h for 
GMs - cg " I 'ud a IlIIf Iflst mou/I"; 
and .. 

" tOP It-, who th e N I'C knows. and 
what kind of a relationship exists - eg 
lIolt'S Aglldllo Z«/roUII' (5870), <cored 
%ud respects Big Pirl (SRSbJ. 

Mino r N PCs are, uf course, full y 
defined In WFRr nIles terms as well. 

wow 

IENB 



Kluger '. Emporium - S Lll 

KLUGER'S EMPORIUMsLll 
Just off the south sidc of Potion Square, on Silver Street, 
II grimy lind b.m~ly rc"dOlble ~i8n hilflgs uubid~ a tall, 
MHUW building. Upon close inspection, it rcads 
Kluger's emporium - Au/irlufS lurrl ( uritlS. A small, fihhy 
window n:vcOlls nothing of th~ insid~. 

As the door opens, it squeaks on its hinges and rings a 
IInny-sounding bt>11. 11 takes a fcw second for the visi­
tor', eYe!> to become accustomed to the nCJr-darkn~. 
Ncar the door lies an {'normous ginger cat. SmaU, 
grime-t'ncrusled oil 100mps ~crve only to throw w{'ird 
shadows from thE' jllmblcd he"ps of books, piea.-s of 
armour, pots, and other mIscellaneous obj&ts that 
tower threateningly over the visitor - pl!rhap5 the 
slightl'5t SQund or mov('ment might start an avalanche! 

'I'll(' woodE'n noor crcak~ beneOlth underfoot, lind the 
OOllrdS Un' so badly warpt'd that crossing the d,lTkencd 
room is an unnl'rving experience. Even the shop's 
wooden df.'Sk h;ls ("Iearly MlCn better days. An oil lamp 
casts a fitful Ught on the OJ'l.'n book. which rl!Sts there, 
and on the indeterminate shape which sits reading it. A 
chair scrapE'S, OInd Ihe figure rises. NGwd /IrIY t(.l yt'1I,~ 
l>I\y~ a strong voice, Nlookil18 fo' Imythills;,r pdrtklllar? -

Common K.J\owledge 
N~ EII/porir,"r? Nrorrr hl"flnl of;t.~ 

" Yau UWf know whll/ ljCJu'lI fwd at K/rrger'~. I dorr'l thirrl.: 
rom lu! krrows w/rrr/lu/s,I{tJI .~ 

"Walch oul [or Ihlll w/ of Iris. It brows /IIorc /lUlU /I cal 
011,;:111 /0 A:Utlw. if ytJU takr Illy 1II£'IlIIiIl8 ' ~ 

"Tlrr Bre/tlrl/ljrm (roWI! jo'"llJt/s could be Iriddcu ill l/r,ll juuk 
aud IIO'Ollr would I!Ul!r pm/lhrm _ a"d lIfayb.> IIrry IIre.l" 

Hans Kluger (S l l1a), fence, ex-Thief, 
ex-Racketeer 
" Hmmlll . IIO'IW )(llllth/rrg of 
tht sort, ollly II couplt of 
ytnrs IIgo. Oller hu/!, / 
IIrillA: - a/r, yes. Is lhis lire 
kirrd of lirillg?" 

"A plC051Ht I .... rrlfet ylm. 
It's nlllXlys gralifyilli( I .... lit' 
rtcommel/ded by II - 1711 -
/?Kular cmt(.lmrr." 

- P(rhrll'S/hl) will do., ," 

NHmmm, Ill/wt 10 "'11[(:5.5, 
/'111 IWI ,lIIrr "bollt Ihls 
pita. Very dislirrcti~, you 
Sft. O/Nious/y lIIadt for lire 
laS/N (.If (.I/lr perSOII . Vtry 
diffit:u/t 10 {;illrl a buyu for 
stlm,'11J/1I8 ik.o /lurl. Sli/I ­
shall wt'SlI!I tU'<'lIly·{ilJfr 

II01ns is short, middie-liged, and surprIsingly neal and 
clean - a sharp contr~sl with hi~ environment. HI! hilS 
gNy hair, but hi5 hairline h~s (('("~ed beyond Ihe top of 
his skull , so that at first he appears to be completely 

O l 2 34G 

---=-- " Feet 

bald. His grey eyes hardly ever seem til blink. and he 
always looKs straight Into the eyes of the person whom 
he is addressing. He is nonnally dr~ssed ill delln, if 
crumpled, midd le-class clothes, typiCillly a green dou· 
blct, a white llnen shirl and brown breeches. 

DespIte the almost insane jumble inside his shop, Hans 
can find anything in a matter of 5(o(0nds. Anyone ciS!! 
might spend days ilnd never find what they were look· 
ing for. lillll5 Is unfailingly polite, wcll·spoken, lind 
till kativ~, but whenever he Is nervous or annoyed he 
clenches and unclenches his fists. HI! is particularly fas­
cinated by the nonhuman races, and will talk fur hours 
about nonhuman art ilnd antiquities. He is a superSli· 
lious cnOlraCier. and fears magic of all sOrts. 

Han.~ is one of the must suCCt'S5fu.llenres in the City. He 
took tht:': shop over from his falher, who died in jail 30 
years ago, awaiting trial for a murder he did not com· 
mit. Officially, he hanged himself in his cell, hul Hans 
hOls hi!; own opinions. His father 's death has left him 
with iI deep gmdge against the 100w OInd its minions, 
which ocasionally shows through his polltt!ncss. 

Through his father 's sh,ldier dei1Ungs, lI~ns grew up 
wilh extensive contacts in Marienburg's underworld. 
Many of his childhood friends are now amOllg the most 
respecled ilnd fe,He<! of the city's criminal fraternity. 
It'a·JIIIl Cobbius {SROSal is a k.ind of unofficial uncle In 
Hans, whose business is carried on with his permission, 

wnu 



/I1arienvb~ucr.K __ _ 

I Ie also has dealings with Ruud Vila);e! (SR27;l), Jochim 
Kaaimans (SRlOit) "I H" agcn's Wharf,}<111 Omkoop 
(SH030 of tht! Excise and thl! smuggler Thii~ Mod­
egekker (SR12a), when he nL'eIJ~ tll st'nd il C<'II\signml'nt 
oul of Marit'uburg. He .ll~ dot'S ot'CasionaJ lcgitim~tc 
businl'55 w ith Ncugierdc's of MiddcnhL>im. 

M WS BS S T W I A Dex ld Inl CI WPfe l 
4 59 36 ~ " 9 58 1 52 41 39 ·15 41 50 

Age: 56 

Alignmen t: Neutral (RanilJd) 

Skills: Conccahmmt Urbiln; Disarm; Disguise; Dodge 
Blow; Ev" lu.ue; 11011%[1.'; Up Reading; Magical Sen~e; 
P:llm Object; Re~d / Wrilc; s..'(:I\'\ Langl.lilgc Classical, 
Thieves' Tungue; Sffrcl ~iRns - Th h.'vt'S'; Silent MovE' 
Urb.ln; Shaduwing; Spedil lis! Weilpun - rl st We,'pons, 
Fencing Swurd; Spot Tr<lps; SI~1 r:ighling; Strike 10 
Stun; SUpt'T N umc TOlle . 

P05sessjon~: d"~L'r U +20, D -2, P -20); r,lpif'r sword­
cant." U +20, D -1). 

Jascha the Cat (SLllb) 
Jascha is J. la'llt." ginger ,,I t, who usually lies on the floor 
Itdlf\o\',1Y bctw~'en tht." door and his mastcr'~ desk. \'biblt> 
only by the glinting of his t"Yt."s. He h.1S n('\'('r bt.'t."n 
known to mOl';> 0111 of the way for a custom!.'r, bllt will 
somr.timl'!i show an In terest in goods which ~rt." being 
discussed. As \\'('11 as bt."ing II pel ,md a muuser, J,I~h!l 
scrvt'S li ilns M.l kind of St"Cli rity device. M.my R'gular 
customl'TS dl\' habitually hoodro, maskt.-d ur oth",r\\'i~ 
disguised, so Hans does not know their fact'S. Hut he 
knows Jilsch.l'S reaction to all of them, ,1nd mol'\" than 
once this tHIS helped him pel1ctmte an imposlllr(' by 
'und <'Sirabl(':)' - a~ he c,llls till' servants uf thl' lalli. 

MWSBS S T W I A DC!x l d Int CI WI' Fel 
5 21 0 I 2 3 4(J I 0 20 12 .li 20 0 

Skills: I\cmb.uics; Dudse Blow; Strike to In jure. 

Tr.1 d ing at Kluger 'S Empo ri um 
IlaM will b" y or ~1I juSl ~bout any thinS' II ~tr~"l:\c", W.Hll his 
K:r'\' io:es as a ftnc~. thl-y mus.! m.1kl' thc first move tlwm!it'I~"". 
Vuu should be c~rcful "bout how thi~ i!; pl,')'cd; dt~t or <"Ium· 
sy .lppl'Olleh .... l,iII «'Suit In I I .. ~ dU;"J; ~ v .. ry good imit~tiQn 
oI,11l ou tragoo honest trold ..... · W""t ",,1111'" uf ,I,."h ,I" Y"rt Mh< 
IIIf /r lrr he will th"I\(ler. If in ,h'Rlbt. m,lke J S«Tet Fe! t~."t for 
Ih ... ch~r~ ct"r who 15 dOlOg mpst uf the t~l klng. ,1Ilo"'ln~ a " 10 
bonus fl>r ~~h Mot,,,> CMN'r romplctoo by tll~t d'M~c"'r, ~10 

lor thinking of \lsln& s,.,. ... / l.rmgttlIS' - I'IllfiVS. and "I' to + /~20 

ror ..... w wt':ll you think the player is h/ln<1l1ns thin~ 

I L:rn.~ will buy Hf'm~ up tu 10 (;uildcrs in ,· .. Iue withoo.n q"es· 
Ii"" . \\'~11 offCl\'d m~ '~"oill>lc r,oods, Ill' ",m,lsk (or sume 
proof of own"Qlhlp "willkltll u'I$IIiIlS tv C;t"St' (lf/~"(t. of ro',I'$t', 
~", OUt I~,,; I I] /", w",(,,'." If h<' is Solli sfil-d , I" .. "'ill off~r LIp tu 
i $<:t of th ... itt'nl's vulu,'. II h.,. 1",lIrves tllat an item ... ~s ~lol ..... 
he will off .. , Jj).hO"l 01 its ,·;tlUl', dt'pt',\ding on Ills dtgrce tI( 

aC'qu .. in tanQ ",ith 11K' customer. Ill' /;'1m l>e tJ'''r.ahwd up to 
150'.\ of hill oriSilll,1 oft ... " but Il<l furti'K'r. 

Only the 5m~lIl·r. ch"~ I"" stolen ,tenlS .l~ "tt ,,~lIv Ollt in the 
shop. V"lu~blc ,lnd b • .(lky it .. n" l"'", ~~pl In the rell.,r. bl:himl " 
SliM piOdluc~cd Ir.lpdoor (T 4, 0 10. CR 30). Such !t~ r""'ely 
St.ly on thl' pn.'Ilili;o.>s 10' mmr th,1n a couple of d .. y~: 'iM,,~ !ten. 
•• ... lIy has a bu}'~ lined "I'. r"'I;euLl,ly 'hoI' itcms .. re shippo.d 
""t ,n t(JWn toront.1m in Thl' Empil'l.'. Hl'Pt""nia Jnd Kl!;le,' 

WDI2 

If tht ild",omturers Willll to buy OOlTL<!th ing f;p«iftc. you should 
~5~IBn ,'n HiIICg.ll J\'.1i1.10mly r~tjng· I" th" ito'on .ltId (ollow the 
st~n<.l~rd ~,·"jl~bility pl'OCo'dul'\' 'n th~ WFll.r nold.lllok. 11'\'~!I)l1\ 
KI\1gtr '~ Emporium A$ il city with HXXl inhabi lo11\tS. Dept'M ing 
on the rJnty o( tht it~m ""'lIlot, Hans will tAkl' 5e"eroll dol)'!' 
and ~ I~'w dor.en Guilders bl'fol\' thl' Silk' l'~n IlI'romplctcd. 

For ~ tl'C. l -t~M w,1I kerp An il"nI ' to bl' (" lied for '. This fee 
r~nr.~ (rom 3 C.u ilacrs per d~y tQ 20 QT ""'''''. d"l'L~ld;n8 (In 
thc lIem'$ v~ h,.. ~nd II", $I~t us of Ille person from ... hum it wlIS 
s loll'n. F.,r tx~mple, an ",~p"n91v .. I'lnl\ ~Iippr.--d from ~n art[-
5."" 5 I~I finK"r mlghl be worth S-6 GlI J'l'.'r d,,),; if til<' .,"·l1('r 
Md Mn th,' ... ·"d 01 ,\ powcr(ullllefChanl family. il ,,'igcht (ost 
""IOGu pt'I' d:!y to ~to,~. A .. ';l_.m:l·s ring. even if it '5 nOl ""'~;­
ral. mll',ht cost lOGu pe1' ,by. duf' I n H~n.~ d,stlust of m.1gtC. 

Making Conlact 
T1>l' ad'·CLltorl'1'!I mij;ld ""I find Klug('l"s ,\I ,,)1 unl~ they nrc 
''''1king for it. If they m!~nd to do businl!'SS thl''''. then .. ",-'COm· 
ml'nda';on 1$ th" most "aluJoll.' th ing they C'/In t"k" with tho'OI. 

Begg;<n. - ~Iwaf." th~ ~ycs "nd e~rs 01 the 'Hld" .... ·orld - misht 
I('t Slip th,1t Klugcr'~ is th,· plMo! 10 Hnd anything you "'Jnl ~nd 
~11 ,myth;ng you don·t. Ingri(l , IIll' bo.rm •• id .11 Ihl' I'elie .. ,,·, 
Perch (SB12r) may r('(omm~ Klu,l;l'I"s a~ ~h" u""rh{'~rs a 101 
of S~.P Gr.lflny Hetl~ (!)II:!6a) uk'S KiuS('t - ;olthot'J;h slw;, 
C.1Ut't)U.~ 10 her dealifl8' with hin,. J.odlCfl K.lJim.'ns (SRlo,,) 
miJoll!1 " Iso poinl ~d"oeT'It"t~ '" tu,,",ard KI"&,,, , ' ~ - but "nly " 
oll"Il.>d ;t suit~blt> btibo'. Lisette (Sl 13) will ""om "'''luin:1'S 10 
Klugcr·s. ""(l' 'he h~, 11"'~UIt~'\l th~ Culld "bout th~m. Ad"ell ' 
turcr~ who c.m tell I [~Il~ thllt un;; 01 hii Iwstf'd wn t.lels ",-'COm' 
mended him h·UI be nltlt'C likely to get ~ f .. \·(",,,,hl~ ........ ptiotl . 

Al tcmalil'ely. the adl'clltulcrs mIght QVl'rht."dr ~ , (im (,&.ltion 
in the 1'.,.lk"n·, 1'~"Tcll "Ith 01 ref<,l\.~ to "he stuff 1'",,1 ... -oft ~I 
Kluger's', they mighl 11 .,,1 th.,.l1§«ll'I's tryi,,!; to track dowll ~ 
slOll'n ill'11l. Ur o...1Og usco:t ,IS g~tw""ns in n£:gotlations for 
the ~ov~ry 01 ';'lmethtng ''ol[U.1ble. Sh~d,,"'mg" (o IIt"et ~t lt'r 
.1 Ol<'('tlnS mi,;ht leau tu KluS"'" 

A Useful Acq uai ntance 
ll~n~ Klugt.'I' can be wry ,,~f\l l ' <1 ~ "mop ot adl'('lliurers. As 
wdl R' buying .lnd selling goods, he might 1>0.' l)o'rsu~dPd - (ur 
~ s\li tl'hl" Il.., - 10 11' .1~h skll1$ and tMin char;lCIl'''' (ur CMt!t" 
eh,m gt'S . Oifers of mo""y. IIC'" (O"t~(I S, III'''' g!!Ods ~ I\d per-
nl.~, .... nt custom ... iIl 0111 help s"·a,· h,m. Of """ ... '. hI' eJn only 
tC.1eh skill .. I ... h.os and I(i'lin (or entry tnto e .. t ..... 'I'S he ha;; lui· 
low«l The mQfll'1i1,y (\"" 8" will b.'! mnd<'St 3-4 Gu per hovr 
for sk.1I traming J Ild 20 Gil vr.'l<) J"'T d.1Y lor e.l recr IT.limng -
01,1 H;o", ... iIl al~ ,}sk (nr (,1\'0\115 Jlld se .... ·kl'S no'" MId ~r,..ln. 

One" tl"' nd,,,,ntuU'rs h~ve got to knuw h'm. H~ns (dn Ix> u~ 
,)S 8 Il'ILd·in to sevl'r~1 .1dventures. For c~.lmplt, in a ~i"'pl~ 
.. d\'j<nlure thcy misht h~v~ I" ~Qju",,! a (crt~in item which 
Hans has bcen .. sl<l'<1 h ' l'ht~i" . 0, Hans might h .. ve been 
n~ ,~vin8 bLKkmJilthl'l'o't:f,. Th ... only dvo' j~ the InSlructions for 
dl'1,Vl'ring llrt mo,,~y. Wh" U. th~ ol.lckm~iI" l A .h·~1 fcuu'7 
Somcone H.",~ \'I'Q.'St."<1 in bu~i,,('Ss? /I r."kN~r tryrng to t<lk" 
o,,('r p.lTt o(Stnddock? 11.1' pos.sibi lil ;\'S~ ... ~lldlCM. 

i\ n~ com pie>: ~dn'TItutt.' might st.ul ",hl'n • ront.lCt Ilal\5 
('~ I)K'ed {oor dolYs 3g0 $till hasn' t ~h(,"'n up. TIll! ,t.;,nI in qU<'S­
tion i. ~ tRlis,n.ln (rom /l r.,by whkh i5 :laid to l'il"y a mew. 
!-I.1ns "'dnl:; 1<, sct rid of iI. ~nd fpan for IlK' lo(c of his (ontl!ct ­
Ihls may be (10<' of Ihc fMC \)«~siOI'~ wh"" h" lct~ slip ,1 cus­
tom~ . '~ id .. " tlt y. Why Is 11(' late? l - l ~ , he f"lIe" pro;>y In tlw 
eul'Sf'? 1111,'1.' ,'",bi~n aSSl\ss l,,< <truck him dO"'n7 Ar~ tht."y 
nO"' ron\'crgrns on Khogt'l"s? 0. i~ tl.., "",tact luming l>I'sidf''' 
hruk .. " (,1o\I:h between hen,< and ~,hddl"<l1 ... ~",? 
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WILHELM ROTKOPF, 
ALCHEMIST SL12 

Just off Potion Squ,uc on 
Dock Road is a curious 
house on the east side of 
the str~t. Thc Iwo·sto~ 

building is not of unusual 
~izt' for tht' art''', bul at the 
top i" a !!omall turn'! which 
It'<lns over so much t hat 
p<lssers·by glolllee uneilsi~ 
Iy ill It, ('specially when 
there are high winds. Thl' 
turret casts II long Sh.ldow 
on'r th ... mold for most of 
tht'day. 

This is the huu"e of Wi!­
ht'lm RUlkopf, the Mastt'r 
Aich('nlisl, although there 
<HI:' "ome whu dah" that 
thi~ is th .. kast uf his 
ilcromplishnlo?nts. 

The Iwo·",torq< lower oontilins II small ;!khcmicalliloo. 
rillOry ,mrl ,l1l oh5cn','tory. Therl:' is ,I 5('{rI:'l ],,!>oratory 
In tho."! ((11M, used for Wilhelm's less rcspc<:t.,blc aclivi­
til!5. The cnlr.Hlec is \'i" a Irilpc!oor which is hidden 
under a rn,lt-~t,'nd in th(' h.,ll (1'2, 0 4, CR 30). 

It'~ unhkely th.lt .,dvC'nturf'1'!'i will hf' ,lblf' to dC;I! dmxl­
ly with WUht'lm, most people h,we to go through his 
jouTnt'yma/l, Fluri~ Kii);po:n. In tht' nurmal (uuest: ul It 
day's tm~inl'SS, only imponant or influl'nrial cuslomen; 
1;llk I'hl'{'("lly to ROlkopf. 

Ilis othCT assiSI;lnts c"n be seen coming .lnd going ill;l1I 
5(lriS of times. Tht>y ht>l]) by makIng Sure the place [5 
tidy, Stirring mi)(tu r~ on the quarter hOur every quarter 
hom, ;md doing Ihe hundred and 011(> phs thai a r.,·\astef 
Alchemist shouldn'l ha\'(' todo for himself. 

Comlllon Knowledge 
"Hili l,YIIII III(/"'/II;C,II /oil:; (1mll'it'(I!", RulJ;.",l{s yttltr !HIli!. 
A bil ,Jrict'Y, uf WII/'st, bul yttll :<1'1 w/1II1 .1jtJ1I IN'y fur. 11,,'s 
got (11.,)115<' j.lsl <!ff P(llilm 51/1IIm·. Gr,VlI /!iSllitKe, it iso, with 
,,/t'lIly (t/~'mlll's ,,,,d II l(tfl~" 111111 l()t.l~S tiki' it's goius: 10 
(O/lll! dOWIIIIII!I m;l/lIle ~ 

"RMko"fl PrO/~~I()!l1I1 rit! ... ·'·d'fk If yOIl Ilsk 11/1'. 8111 ";$ 
;oum''Y"IIIII'$ wI'liS 1!1'W 11111',',," 

~HI!'$ IlIld iI full I,/e, IIUlI Olll!, illlIi it's .l{I!Ilillg fuller I!ylllt· 
1)/;III1/f, I drw', kuow ltou, II~ filS il 1111 ill. Tlr~rI' III' is, mrl' of 
110 .. bes.1 1I1(/ltllli~l~ ;'1 M"Y;ruhllrg, $;II;U8 IlIr 11(1'/ ,I dO~'!1 
boards /lluI rtnlll!lillres, lIud lit's IIlimys sol 0111' 0{ /lis pt't'plr 
'1II1I/;IlX "'Irk lI11d fur l/l 10 11t~ Urp/I(IIIIISl'!lf t11~ Ii'lIIple or mIl' 
of IIle SllII''''mN, do;",'{ lI/;xlllfN lind rod jobs for 1111'111 likr 
IIt 'd orrly J"sl St'l III' Iris Ilffl(llrf. lII' ,,/Illig'" wilh "~is Itle· 
!iC'lIpt' IlJl.lkin,\t III lilt' $hl~. I (Ioo!" bww U11<'1I hl' ,;Jups - t" 
IlIIlybl' I,,' IIOI'S/I 'I. 111m'" b/QW lI~llrf Ir('$ },"Of tlrllt kl't'/IS him 
gaillg, bllllllltmldll" miud SO"" tvr mysell. H 

~H~ '5 801 lridd"11 dl'pll.<, 11r,,' Ollt', !fo'li "'Ifr~' Illy word;. 
Tllelll liS look 1II0sI rl'Sll«lIlllle 0/1 IIII' ~rrrflia illlI'flYS II/lilt: 
Ilrl'ir Sf!(1Y's. /'111 rtollll"!';"8 lilly IICWSl/I;ml$ - 110111 word of 
iI, (lnd if any IIImr Sl/YS olll,'no;S/' 11"'$" /iIlT Rill III' 1J()~ <lJ1Il( 

slTlfugr 1,.srlol'S aft .. r dllrk U~lI'U 11t.'sloolc;lIgllrrrmgll Ir;s 11'1,­
~fVpt', Mllllllllt'S III,' lrulil. Nol /0 ml'!llron smllt' of Ihe 
~ITIf"xr fvlk 1Jl' t'mlllvy:;- fllIIl 1111'1"( DrtW['5 an rod Ollt Jor /I 
stllrl ... 11111' tlr~1l tlrl'rt"s tlllll kill." H 

Wilhelm J{olkopf (SL12a), Alchemist, ex­
Prospector, ex-Tomb Robber 
"/.t'I's SI'I' rrOlU - m/d/mOolt for IIrm' drrys, IIII'I! fix iu Ilw 
lillclun' 0/ ""'((iffY ami srrblim,' !l'illr tlllt'l' I!/Ills Iflld (lild 
VII,' pllrl !>vue. I li'ulJl/a if IIrt' ~"'1I11 r<Jlrol'lltiurr c/rm!l/oer is 
t'it'llll. GIr! Yvu'rr stillilert! /'11/ S41 5(Jrry, t'd {orSOlll'1I /1/1 
IIbmrl )1011, fllst g;u;. !II,' 11('0 !IIilmlt'S 10 g"1 Ihis (It"" 10 Ihe 
OfIHIIIIIIlX/" IIlt'lI I "I"UIIUM' jlt!u 'II/lIl1't my lilli/wid"' /JII .. ,,­
lilll! . Floris! Florisr 

MIX.,;, ifjlt!lI (111111' btrd i" I/lr monrill,~. 1'1,(, .'<0' II Cl)llIIlIilt,y 
,,,morroW/lft"moem, Ill'" II", ",:slt/.lime is ml/r .. r 1'ff'dpIIS to 
/Ill' aI/hi. lim/' of !/tVlr. Do !Nil 1r1ll'l',IIIY ;'rl..,N/ ;1/ I1SIn::mo­
my' It sJwllld hi' good Imll tI('tIr lOllis'rl ... M 

Wilhelm is in his mid·forlies, but look" o l..t • .-r, H~ is 
aboul Sf! lOin lall, with slightly curly, unkcmpi ginger­
bmwn hair. His slighlly hook('d nose Is $Ct bcl\\'een 
brown eyes \,'hlch squint slightly, \\filhcln1 dresses in 
~x~n~i\'t' but practical clothe!!, but whenel'cr hc goes 
out ht' wcars the same I""y bmwn dO.lk, WT.lppcd 
closely ilround him. lie w(llks '1Uttkly, with his hE'ild 
bE-ut toward5 the ground, and <\l\\,!\yl> ~ms to bt.- in a 
hurry, liis '<oit~ is ~ft i"\<.1 his ~prtCh is rapid; ht' has a 
habit of muttering to himself - usually incomprE'hensi­
ble formulae and astronomical dala, 

Wilhelm WilS apprt'lIliced at Ih .. ilge of 91011.1\ o)d and 
eccentric :IJchemisl by the n;nnc tlf Hel m ut 
SchwaT7.b,lU(h. Helmut died bC'foT(' \·I/ilhe)rn's Ir,'ining 
was complcte, and Wilhelm - to his p,ucnts' despair -
wenl tv ~eek hb furtune as" ~ pru:ipt'CWr in tin.' Middll' 
Muunlains gold rush uf 2497. Failure as a pmspectoT led 
him to join .1 band of ,ldventurt'rs in the mountains; 
after th(o), lIotuulblt'u upon all ~ncient ctwarvtn lomb, 
Wilhelm turnE'd 10 lomb-robbing as a proftoSsion. When 
he reilcht!d Iht' wisdum of nliddle J\).;l', howl'l'e r, he 
dcdded to "bandon this d,mgcrous lif" "nd r.'Sumf' hIS 
tralmng as an alchemist. He had sal'ed enough 10 travel 
to Middellheim and stud y under the famou s maSler 
~lchemis t Josef Schmidtturm, 

Like m~ny Suiddockel'!'i - C\'cn on comparalively pros­
perous l.uydeohock - Wl1h~lm h,,~ " 0 r(";J'f'Ct for the 
minions of the law, although he ne\'cr expresses this too 
upenly, He b nut afndd of ~Ieppilljo; lIolighlly outside the 
law if i\ is in the interests of his rcsc.l\'ch to do so. 

Wiltit'lm is knowledg"ble in m,,"), subjects, and besides 
his alch .. my he pursu(oS astronomy, tryptography and 
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hernldry as hobbles, helped III limes by Thadrin 
Th;'ld rinsnn, once;m as,';oda tc, now a perm.men! guest. 
Wilh",lm h"s ,In Cltrcnslvc library on these subjects. (IS 
well as a small obscrvll lory In the tower of his house. 
He is also [nlernled in mutant5 ;'!nd the nature of muta­
lion, and will pay highly for a mutant corpse. He and 
Sister Marianne (SL14al are not yt'l aware of ellch oth­
er..' diffe rinlo; illk'rt"l>ts if\lliis regard. but two such close 
ncighbourlI d"bblinp, il'l thi ~ forbIdden <Ire" could ~pin 
off all sorts of ... dventures. 

Wil hdm IS a promment mf'mbcr of 11'1<' I·Vi:r,ards' and 
Akhemists' Guild (rn), and one of his s«rets is that he 
is 1'1 metllbcr of Ihe High Council. He also acts as a con­
sultant tn the Board of T(;ldc Equity (SH31 .1nd the 
Coun(i! on m"ucr~ Involving ,,1cheml(;'.1 and milgie,,1 
m(llerlals. H e is 11 pHIAl' of the [ocdl community, ilnd 
regarded as a jo;ood Ileighbour by C\'eryone on Potion 
Squ.lTl~. He .1nd J.m v",,, J\T7..ncicr (5t 9a) do a thriving 
two·way trade In ingredients ami preparations, ilnd 
oc<: .. ~ionillly h", will be proNllilai upon tu ~upply medic· 
inal mixtures for the 110m", fur Fnundlin~s (S1l4) and 
thl' Ed elmoJ(>(1 Tl'mple (SLID). M~ny uf tl"" bt.'tter·off 
physicians 011 li.'CCh Strcct /lIsa rely on him for medici· 
nJI ~Upp li L'S Jnd prcparat i{}n~. 

Hc dues ()Cc.l~ional (and h i~hly l\(.,<:ret) business with 
lcrcml~~ Q\1011k (SLlS,l ) ,md with H,lns Kluger (51;11.,) 
when he nl>OOs rare or mcgal ingredients for iI process. 

MWS8S ST W J ADex l dlnlCIWPfe] 
'I '19 33 oj 'I 9 62 I ,17 ~1 ();I 45 46 3-1 

Age: 46 

AJ ignmenl: Nt'utral (no particular dt.'ity) 

Sk.ills: Arcano,> language - Magi<k; Astronomy; BTeII" 
in~; Carpt'ntry; Cartugrilphy; Cast Spells - see below; 
Chemistry; Conct.'ahnt.'l1t Urb.'ln; Cryptogrdphy; E .... oIlu· 
Jtc; Hemldry; H('rb 1.01'1'; Milgie' ~nsc; Manufarturc 
Potions; Orknl.\tion, Prtp.1TC Polson: Medit'lllon; Metill· 
lurgy; Read/Wrile; Secret Signs - Thieves; Scroll Lore; 
Spot Trap; Silent MOI'e Urban. 

Possessions: sword; da)\gcr (I T20, D -2, P -20); ~uild 
symbol on chain 

Spells: 2S Mn,«ic Points 
Petty Gift uf Tou8ues, Mag IC A/arlll, SOllud~, 

Zvrre vI Co/,/, Z,ml' vf Sil .. "ce. 
JlJllle I ..1,1((1 (If Rr.S;s/(lIII:r., Cllrr.I.iS'II, Flislit, 

Strl'IIS'llof ColII/:r!/ 
Bntlle2 l.orrcOfSrlIIClllry. 

TRAINING 
Dt.,:>pi!~ Iht! tact th.l! he alll'ay~ set.'ms to have a hundrt'd 
and one th ings ro dll, Wilh l'l rn may agrel' tu train 
adventurers In ,my of his skill s, charging about 7 GC per 
huur () GC p",r hour for Ast ronumy, Ht.' ral\lry and 
Cryplugraphy, his Ihret.' hobbies). He will also trdin suit­
OIblY-'1U.1ir l'ioo OIpplkants 10 enler illi:h('mic.,l cafCCrs up 
to level 2; tillS will lake a week and cost lOOGC. 

HE' will ne\'er w.'llve.) f~ - he believe<; in p,)ymenl 
equalling ""Iue, and \'\ce-Vl'rsa - but he might accept 
p;1vmenl in kind. For example. there arc many adven­
tures to be h.1d In trying 10 obl,l in cxotir ingf't'd;enl~ for 
his experiments, o r learned (and perhaps forbidden) 
tomes which he haslearnt'd hal'e come to Marienburg. 

Wilh elm Rothop{. AlchemiBt - SL12 

Absolu te l'Ommittml:'nt is 11:!4ju irt'd , a nd the IIpplicanl 
must milke a successful Fd test 10 convince Wilhelm of 
his dedication. Uke numy ~'x~rts, Wilhelm has a habit 
of ta lking dO ... .'Ilto thOSt.' whu ~k inslnlction from him, 
but he is., good Jnd conscientious I(';)cher. 

A new apprenlice is also expected 10 ('ilffY Oul his share 
o f meniJI dUlles ilround Wilhdm's laboratory. These 
duties lake D3 hours per day, a nd this time must be 
paid for in full - fetching and c.:urying are l'iL:ll pilrls of 
Iht.' learning experience! 

Of l'OUrse, Wilht'lm's st'rvanls can be pcnmaded In do 
these t;)sks for a smal l consid eration, usually 0 3 
shillings per hour. ThiS is .J )m!lil prkt.' 10 pay fur tht.' 
fl'«odom from (exptmsive) d Oidgery. 

ROTKOPF'S SERVANTS 
Floris Rijgpcn (Sl12b), Alchemist, ex­
Alchemis t's Apprent ice 

Spolly, red-hcadcd N-yeM old; weH rs journl.'ymllll'S 
clnlhing wilh C.uitcl b"dg" onlhe lcft breilst. 

- Easy going, poiitr:', has a natllT,)1 lalent for bUSiness 
and his s tudies; likes gambling, SOIllt'timcs to excess. 

r: To sct on and 'inherit' MJ.~ I r.r Rotkopf's busrncs.~. 
I ~ rlll afraid MIIMM Will/dill ;$ (1Illia husylfl II,,· 

1II0m .. "I. " ellll I lwJpr 
t:. KnOW5 most people in l.he arca and 'in the craft'; 

friendly wilh Jan I'an AT1.cncicr (51.9.1); thinks th,)t he 
IS in 101'(' wi th l ou e Wald (SU 8b), the co-owner of 
Tht.' L<mg Dragon; UlXitsiu l11t1 ly visits Monnik's pil 
fighter school (SRJO) on his days off; OWl'S 250 Gu to 
Frans MOIkTl,'t'llhe moneylender (5I..29a). 

M WS BS S ,.. W I'" Dex ld In t CI WrFf'1 
3253<1226501 o 24 J 9 244343 

Sk ills; Brewing; c.ut SpellS - see below; Chemistry; 
E\·~luat r.; Rcad / Writr.. 

Spt'I1 ~: R Magic PoilltJ 
Petty Gift of TOI/,~lIrs, Mas,r Alarm. 

Possesslolls: Kood qUilUty dothing, dagger (I ~ 10, 0 -2, 
P -20) ; thick wadge uf a ppallinjo; lovt.' puetry; 2D6 
Guilders (50%) ()r pcnnit'S (S0"'), depending on his luck. 

Jacob 8nerenstand (~,Ll2c), Arti san, ex­
Artisan's Appren tice 

Rcd · nnsed .lnd rudd y-r. hcckcd m;ddle-,' gcd m,1n 
with broad·shouldcrs and powerful hiUldsi wears 
leatht.'rllprun ...... orn U\lt with lung us~. 

Q Practical; re!ipt.'Clful of his 'bclters'; slow Ihinking. but 
gels 10 Ihe heart .o f iln id ea .or problt'm In Ih,e end; 
very prouu of IllS skills; In~s hard to be a good 
fullower uf Shll!iya. 

:; W.llIts 10 get Ihe job d on(' as quickly as possible, but 
torn by a desire to build elaborate bUs of ... lchemlcal 
glass ........ n.> - whether they an.> needed or nOI! 

- MWellllll , .. ~lId /If tll~ u'l.'tk do YO"?~ ond - I..cm.oe it U'il/r 
IIII', /'~8ot i"~1 tlr~ III;ug for llral Mmrwhr.N .. 

... Deeply respectful to Brother Marljku s (S U Oa). 
Sisle rWilhelm;na (SLI ObI lind Sister Marianne 
(SLl 4;) ); oc.:aslonally h;'\s O('gitimMcl d ealings Hans 
Kluger (SL11a); a regular at The long Dragon (SL1S); 
disapproves ) trongly of Ruris' gambl ing (see above). 
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Marien burg 

MWSBS 5 T W I A DC II' T.d IntCIWI' l'el 
3 25 J4 3" 3t 8 50 I 43 24 39 24 4.1 43 

Skill5: Chemistry; Drive Cart; Evaluate; 5ccrct Signs -
Artisan; Very Resilientt; Very Strong .. 

Possessions: Iron shod w31king ~tick (J -10, D -2, P +10); 
glass-blower's tools: lCil lhcr .1prun; glass amulet with 
engraved dove on d13in: D6 shillings. 

Anatol (SL12d), Alchem ist's Apprentice, 
ex-Pickpocket, ex-Seaman 
CI Small, rather smclly I()...year old with lank hair and a 
pronow~ limp: always in need of at least one good 
saubbing (and probably two). 

e Nervous around adults end W.1tcr; very consclcnlious 
in his pol.woltching and fetching duties. 

o To keep on the good .~idc of Wi!hdm and ,1\·oid baths! 
tJ - , 'lJd /I baff 1I15t wt'tk - 011' I didn't "t~ls ill" ilnd "1"11/ 

tryilr' /0 'mtnrbn all the", 1I1-cIrt'IlIr-mtllliknl avrllsr 
r; Slightly scared of Rotkopf (5 12a); r'~'ry 5("arcd of 

Gunther and Anders Grimm (SLI 'lb&c); absolllMy 
ferrified of Sister Marianne (SI.14a) and thl;' thoughl 
that he might end up in her orphanagel Wh!.'n he's 
not working.. AMtol Sl'CS a lot of what goes on in the 
• nta, anyone who treats him kindly will make a 
friend - and gain an extra pair of eyes! 

M WS BS S T W I A Dex Ld Int CI wr Fel 
3 21 35 2 2 3 25 1 38 21 45 23 39 25 

Skills: Aee!; Palm Object; Redd/Write; Swim. 

Possessions: hidden daggt'r (I +10, D -2, r -20); dead 
spider in small box; 2 pennies; pie<:e. of stolen cake. 

TI13drin Thadrinson (SLUe). Explorer, 
ex-Scholar, ex-S(ribe 
O Ancien t Dwarf; impussibly neal at all times, <'IS 

though he has just been !aundcn:d and pressed. 
a Fu ssy, pedantiC and precise; intolefant of ' fuzzy 

thinking'; \'ery knowledgeable; quirky and capable uI 
gl1!at kil~dness. but has a stiflhtly cruel SLrt'ak \,'hich 
he uses 011 those he oomadcr~ his inferiors; vaguely 
cross th~I his life is dont' wJlh SO Illllch ~till to see ... 
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...: To know more ... <'Iud finally kam the !it'crets uf the 
heavens (\\"h<llcve.r that may b£!) . 

'=' HHIIlIII/III.l lromlllurl 75 Yl'"rsagu," ; HAtlit J 1ft/mi l/l ilt 
10f) yr:ars It,~U!H and M./;y Ilrt i"fu~iorr of brimstuJle ... (I 

SlIrl' ~al lllilm 10 lmy i,,/mr/lll11e I"ob/r1lJ IlIId s/lIill," 
Advising pcople to t.ry sulphuric ,lcid ~5 a s ta in 
remuver is Thadrln's idea of a joke. 

n Knows ami is ,known by o nly Dwarf.~ beyontl the 
walls of ROlkopf"s prcmi~; mpect~ Rotknpf (SlI 2a) 
for Ihe nlan's 1c.1ming.. bur t'."(pl"CI5 to be tislen~ to. 
especially in business matters; Ignnrcs evcrybody else 
unlil they ask him.\ question <lnd then hL~ rC'Sponse is 
d .. t~(mlncrl hy th!! relative stupidity of thespe.1kcr. 

M \'IS as S T W I A De:.- Ld Inl CI WPFel 
3 41 45 3 .j 12 2Q 1 24 56 59 68 til 24 

Skills: AT(.1ne Langll,lg.~ - Magid;; Astronomy; C,lrtog­
r.1phy; Drive eMt; £V1\IU,l l('; I [isto ry; Identify Plant; 
L",,'; linguistics; Numbmalics; OrienBttion; 
Read /Write-Old Worldcr. Khnalid : KUlle [ ,(IN'; Secret 
Lant;U!lb'e - ClaSSical; Spt'ak Additional Lang~gt' - Old 
~Vorldcr, Eltharin. 

Posscssions: map!! anti ~tar ('h.uls! pistol (R iI/l6/5U, 
ES J, Rid 2); powder .md shut fOf lU firings; 406 Gil "t 
all times (privlltl'ly wt'~lthy fmm his in\'es"ll!:IIt~) . 

}ilnna Mossfoot (SL12f), Servant 
"., Young-ish. TC111.lTk,1bly thin H!llflillg - .11"',lYS SC'Cms 

to be eating or talking olblJui tuutI! 
... Grotody, but sees no reason why I'\"{~rybnd}' shouldn't 

eat as wdl ,lnd as much as she does, 
jlllllli\'S motives ~re5impJe: c;Lting, drinking and more 
of the SlIme. 

w ~TM~ Ol/C'S rnlll'd 'Drrllir by MardpIIII/"n ,md "Yummy!" 
u J .Ikf'S the ofllnans (SLI4d etc) lX'Ciluse they apprcciiLtc 

her cooking; knuw:s the ins-llnd-outs of Ihe familie!' 
alon& Halfling Row (C60onwards). 

M \'\IS BS 5 T W 1 A De:.: Ld Int CI WI' Fel 
~ 24 26 2 2 5 "5 I 41 26 35 25 .32 4'" 

Sk i l l ~; Dodge Bluw;Cook; Etiqucltc. 

P05sessiom : Rolling pin (l · tO, D -2, r " IOJ; \wo or 
three 'snllcks'; 31)6 shillings. 



Lisetle's I,en/her (,'ood , .. - SLI3 

LISETTE'S LEATHER 

GOODS SL13 
Canal 5tret'l is one of the d,uker, narrower sidc-stl'C('ts 
leading off from Potion Square. A little way from the 
square, on the north side of the street, stands a small, 
ncilt shopwlth a sign In the shape of a I:Owhide, 

NNtly ilrTan8~ in the window~ are leather goods of all 
kind~, from piClCeS of leather annuur to leather tankards 
and jugs, Behind tht'Tll, In the shop, can Ix> S('{'n stacks 
of cured hides and pUes of finished garm£'nts and oth£'r 
leather goods, 

Lisette is well -known as ~ d£'aler in hides and leather 
goods _ she is a merchant ra lher than lin lI rti~,1n, ilnd 
s~ia!i~s In buying and selling rMher than [n aCil!<llly 
working leather, [ t is no accident that her shop is close 
tl) T.,nner'!; AHey. 

In ~me quarters, there are darker nlmours about this 
particular leather-merchant. It Is whispered in some 
quarters of the Suiddock that L~lIe is welJ-cunnt"cted 
in the underworld organis.llion known simply as The 
Gul1d; some people asserl- though never in her hearing 
- that she hold~ II very high position in that shadowy 
brotherhood , It certllinly seems to be Ihe case that things 
said to her hav(> a way of gelling b,1ck to them. 

o 1 2 3 " 5 ----- on 
Feel 

Common Knowledge 
NAuytllinx you Wllut iu Ira/hu, USI'/tr am supply it, ilr 
poillt YO'I a/ fI Irol/ltnl'Orktl 11'110 ("fill, Tflkt Cllrt with IItr, 
11/(111,1;" - slit dUf5/1'1 slIffrr fools. You'll ~ u'/ml J melll!. ~ 

"Slrt kmlW!i I1tr brlsim'ss, all riglrl , Don't wasl, your linlt 
walldemrg lip IIIrd ,1011111 TmmfT 'S AII..y ami arouud SIIrJt'­
IItllker's Squart, jllsl ,'{Q slmixllf /(J LiS4!ttr. Do,,'t IIY1s/e htr 
lime, 111I1IIgll. SIr,'ll/l t~ IlIIlIing Ircr 1i1l1~ fIVlSltd.~ 

NNow YOII i:uOfll me. I'IJtl 110 flXC to grind flgflilf.~1 lI'OIIIf./J. 

8111 Ilmt 0111"5 ,fillel"l'lI l . Something a/","1 lit" -sill' ("fill 5(al'( 
.11011 Ilflll 10 dealh /I.Iftluwl lilly/11K a lmrrllllld willlOlll gellillg 
oul of I,er ellair, Tirey SIIy ~llt"5 fI dflXXl'r /V,. tire Gllild, lIud 
11/11 (1111 Slty is I dml'I IIYlIi/lo fiml 0111. N 

"5/11:'5 II stmllgc Olli'. Then· mllSI IH- lIIore to Ira tlrllu tIll' 
1I:¥III1er tmdr, SI/r's svl lOll mlldrlll>!)l1/ ht'l 10 bt> IHlppy bllY­
jllg mill selling iIi,fa all her lift. 01 Cl!lIrst Ilrt'rt 1m' rrll/lOurs 
- tht Wllgging 10ngill'S will Il'iI yOrl slIl"s 1111 .,Ssa55;", a 
Witch , ,'ml /1(111 a1/QZt'1I otllt.'r Illillg~, My",'!, wlltlll ><'I.' ',er I 
jllst ,alk I l iIt",'II:I!llltr.~ 

"Do" '1 cross 111111 olle. 11rt'rt"$ SOllldhill8 ubout/ler. Ca,,', 
pul III.Y fi".'/(e, UII iI, b.1I il'5 t/at'I'C." 

ELEVATION 
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lI1arie1lbllrg 

Lisette Leerl!r, Assnssin (SllJa), ex­
Bounty Hunter, ex-Bodygu.ud, ex­
Racke teer, ex-Thief, ex-Troader 

~/f !ftI1,'I'I' rome 11t'1"I" 1.1 I,,,!! 
or 5.:/1, do II . If 110/, !ftIu're 
u'''~lill$ VIllIf liml' "lid 
mmc.~ 

~ , 1I1'1'f'r di5Cl/5.c ""I bll<i­
IIe$S "rrnIlSf'm.",/s.-

"""110 told YOII/lull?­

Lisettt' is a tali , shm 
woman in ht'r IWt'ntit'~, 
v.'ith dark hair and t'yt'S. 
Hf'r filCt', ," hil'" allr.,,;ltv{', 
allllost IU~Vt'1 betrays flny 
t'xprt'ssio l1 , ,IIIJ mflny 
proplfl find h{'r imp.1Ssive 
(ace and steady e yl.'s 
intimidatin,l;. 

She always f~v()urs bt.lI:k 
c1()lh~ or ~ft, high'qu~li­
Iy lealher, and dlway~ has 

,1 s lim, si lver-handleel stiletto han)ojing from ht'f btdt. 

Sh" is ~ftly spokcn and blunt. nt'vt'r wibtil1g words or 
movement. Everythin~ abullt hl'r says that sht' would 
be II vcry bad person to cross. Stories ,lIl~ still told .1OOut 
the uul·uf-lu\"1\ merchant who "",de un\\'('1(ome 
,ldv.lnres to hl:!r OIlCt' - no-on~ s., w her touch him. but 
he was ul\eon~s for "lmnsl .111 hour, 

011 the surface, I iscttc is no more than i1 tr.lder in skins 
and It.'atht'r gOOds who e.11l h,lndle hCfS('1f ~ttcr th..\11 
many of the St'lf-styled 'hard men' of the docklands. 
Many of the mcrc:h;mts ill1d leathl:!rwurkt'r.. of Marien· 
burg know and r'CSJX'<'1 hcr for her efficient, hard""<ieal­
ing busi ness practice and the quality of th '" goods she 
dt;'"l~ in. But in .'\Orne parl~ of Iht'city, rumouf!l are whis­
pered ilbout "nothcr life. II is said thll l sht' is II mernbt.-r 
of ' the Guild we don't talk about', and ,I high-pl,'red 
onc at that. 5uch things are whis~rt'(1 h.'Clrfully, with 
many gl"n«'.5 over both shouldl'r~, for the Guild has an 
eyt.' in I:! vl:!ry huust', an eM in evcry Willi , .1Od .1 har~h 

way with informers. 

Apart from her business dealings. Lisette kl'eps vt'ry 
m1lch to hC'~lf. She has a nodding a~quain t!l nct" with 
her neighboul'$ in Potion Square, and makl'!l a rt'!';ula r 
dona tion to the Home for Foundlings (SLl4) - as milch 
to prC'vcnt Sister Mari(l11l1t! from l'()nstantly badgering 
her as for IIny nther I'(';tson, Sht! will occasiona lly slip 
almost unse<'n Into thl' Pelican's Pl'rch (5137), and s pend 
50me lime in a curillint'd booth wi th Lea·Jall Cobbius 
(SRS,,) or Pictcr de Groot (SR5b), but she has no Wnnoc· • 
tlOII with the Worshipful Guild of Stew-dorcs .lnd Team­
slen, Sht.' has also been seen in thc Moonb(',lm Inn 
(55 16), nnd those with an t;'ye (or such things Illight 
rem.lrk thilt hrr \'isits always take plat\! shortly aftl:!r a 
back-room meeting of the Knights of Purity (C3S). Once 
every thret' or four days, Granny Hella (5326<\) ,viii visit 
Lisette's shop. although sht' de .. rl ), can' t afford to buy. 

Although finding proof will bt.' a n almost impossible 
I"sk - lind ,I hIghly dllngen )us ont' - Lisette is II senior 
member of lhe underworld body known simply as Th~ 
Guild (SB3-.I). Shl:! kt't:p! 1111 ht!f dt'alings well ' hidden, 
,lnd works ,15 ., mixture of intt!lIigl'nce u ffi ccr and 
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rnfof('C'r, relaying informMion to The Cuild .1nd lle1i\'l'T­
ing "'ilrnings 10 those who displease it 

Rogll~ (h.lT,'ct cr~ wh('l disturb Ih(' el'('ryd"y running of 
the seamier side of Ihe Suiddock - robbing premises or 
persons who art' under the protl'C'tion of Tht.' Guild, fllr 
ins tlln('{', or di~ov('ring .,nd ,lItcmpting to foi l Guild 
operilliolls - m'il)' get a "isi! from Lisette, masked and 
dl't'~ in a bldck L1oak. 5ht.' will b~u.,. it "'"rninl-: and 
delit'cr tcrms tor rcstitu ti(ln, OOrn1OlJly giving the offend­
er5 two dOlyS to comply. Rogue characters will bt' 
instructt.'li 11,1 go tu om: uf tht.' Guild mt't'ting-pl,,~,l'!I -
gt'nerally the back room of the Lil-:htho\l!tt' Inn (SR9) -
,' od S,l Y th,1 ' s he S12'nt them. According to how the 
adventurers play it , this (ould be a I'aluablt' introo.luc­
tion to Ihe Guild lind Ihe S'OI" of ~ I scrlL-s uf iJlegal mis­
sions. or it muld br thr h('ginning of ,1 lif('tim(' of 
h,u,lssmetl l until thr ",h'entur~rs .... omply, le,WI' MilTien­
burg or get killed, 

Age; 26 

Alignment; Neut ra l (J~anal(J) 

MWSBS S T WI ADt.'xLdlntCIWl'Ft!1 
-I 64 66 " 5' 137B' <I 59 ,j7 50 55 51 _16 

Skills: Ambidextrous; Concea lmen t Urban; Di~arm; 
1l1',lluate; Follow'['r"iI; H"Mlt;'; t ,1\\'; !.ightlling lkn(> ~­
es'; M;1Sic.,1 Sens~; M;1rksm""shlp; NUJ11 ism,1lics; Pre· 
PMC Poisons; Read / Write; Scale Shcer Surface; Secrel 
L"ng u.'ge Thievcs' Tongue; Secret Signs Thic\'C!I'; 
Shadowing; Silrnt Mo\'e Urb,lII; Spcd.l1iSI Wrapnn -
Blowpipe, Fencing Sword; Fist Weapons, Parrying 
We"pon~, Throwin", Knife; Stred Fi",hting; St rike 
Mighty Blo\\' ; Strike 10 Stun; Vrry RC!\i!ient·. 

Poss('ssions: le" ther ~lck lind It.'ggings (0'1 Ar , c"cr),­
wht'l'\' exct'pt head); knuckl('-ttuSI('rS; r,'pl~r (1 120, 0 -
I); stiletto (I -1 2U, 0 ·2. I' ·2U); blad(' v('lIom concealed III 
left heel Q.lanb.,nt', 3 tJ~, 2 "ppIiCiltions); Amllld cJf 
11m! {Wr 120 \'~ ~lWlls alld mllgk"l c ({eo-ts ), •• 
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PHILADELPHIA 

424 SOUTH STREET 
PHILADELPHIA, PA 19147 

PHONE (215) 829-0554 FAX (215) 829-0561 

NOW OPEN 
Our newest us Games Workshop store is now 
open. Come along for all the latest releases from 
Games Wol1<shop and C~adeJ Miniatures, and see 
what's happening altha store. 

Opening Hours: not f!nallzed as we wenllo press 
- please call for more informalion . 

Here's a provisional schedule 01 events for 
August and September - call the manager, 
Owen B ranham , ailM store lor lull details of 
how you can join In and up·to-the-minute news 
of aU the other events we're planning. 

Sal l11h 
Sal 181h 
Sat 25th 

Sal lsi 
Sal81h 
Sal 151 

AUGUST 

Epic Space Marine 
Warhammer Fantasy Battle 
Space Hulk 

SEPTEMBER 

Warhammer 40,000 
Warhammer Fantasy Banle 
Epic Space Marine 
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New Rules for Vehicles in Warhammer 40,000 
by Rick Priestley 

Vehicle models for Warhammer 40,000 haye been 
appearing at regular intervals over the last few years 
and, a~ a rc.~ult, hilve bt.'<."t.llnl! an integral and !mportimt 
part of Ihc game. We have been aware for some time 
tha t thll existing rulC5 tend to play down the cf(ed of 
vehicles on tho tabletop. and prove rather com plex 
when more than 2 or 3 vchicles are In play on Coleh side. 
These ncw vehicle rules entirely replace the old ones, 
enabling players to field more vchklcs more cffL'Ctivcly 
and at a cheaper points cost. In this White Dwarf we 
pnlsel'\t Ihc new rules and thl! clear acetal(' template 
th,lt g~ with them. 

TIlE NEW SYSTEM 
Right from the start it was d ... "Cidoo to lake a different 
approach to Ihc original vchich! system whkh ilppcart.-d 
in Warhammcr 40,000; n>Jc.~ which had bL'tm n'ndl'n>d 
largely redundant by the current modd rang~·. We tried 
Oul various ideas, but eventually settllod On a concept 
favoured by Bryan Ansell , which envis.;lgt'C! that every 
type of vehicle would be represented by a cutaway 
diagram showing the Internal layout of cogine, crew, 
tracks, and so forth . Shots could be worked out by 
drawing a grid around the diagr.lm so thllt you could 
roll dire to J;CC where a shut strike-s. 

Thr Cut~W.1Y Di_grolJfls 
A few mock ups of vchicle diagrams were constructed, 
with the internal areas divided up to represent major 
internal systems. One immediate advantage WIIS that 
each area could be given a different armour thickness. 
This was particularly apt for open \'ehlcles such as 
Land Spccdcn and Bikes where hits could fall on the 
crewman ur the vehicle's body. This was a nice fcoJturc 
and one we decided ought to be retained. 

We soon rcaliSt.od we had the core of a good systcln, but 
ronstructing grids over the cutaway diagrams proved 
nllher diffirult as the vehides were all SOrts of shape<; 
and sizes, and varying the grid size to fit the vehicle 
shapes affected. the probabilities of hilling. After ail, 
although thc chance of hitting a big vehicle should be 
greater than the chance uf hitting a small one, the 
chance of hitting II single spot on a target uf any size 
~hould be exactly the same. Initially we nurnbt.m the 
grid 1-100 across the horir.on t;.1 and vertical and players 
nominated their aiming point by writing duwn two SCtS 
of numbers. It wurked, but was a ..... kward, and slowed 
down the piKe of the game. 

The Trmpl.llto! 
The obvious sclUlion waJ; to ft.'tTlove the grid from the 
C\ltaway diagram ;nid put ;t on a scpar.lle standard size 
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plastic template, which could be positionoo to cover 
any target area on th t' vehicle. The immediate 
ildvantage was that we could do away with the tedious 
business of nominating coordinates lind rolling scp<lratc 
dice to determine the accuracy of the shut. Deciding 
where you were going to aim was II simple matter of 
positioning the (enlrtll cmss hairs of the template. All 
the pla}'t'r had to do was roll 2D6 for the vertical and 
horizontal axes to discover exactly where his shot 
lilndcd. As the mu~t common re.~ul t on 206 is 7 (J in 6 
chance) this gave II natura l balance towards the rentre 
of the grid. This buill-in bIas provided a I1.3lur.ll basic 
hit probability of a direct hit - I in 36 in fact . The 
chancC5 of scoring II hit somewhere near your aiming 
point depended entirely on the size of the vehicle. 

NumbrrCrunching 
We then nceded to check out the basic hIt probability 
we had created. To teSt the system we drew up lin 
outline diagTlllm of a human and tried supcrimpming 
our template over it - we then had 10 work out the 
probability of scoring a hit a5 COIOp<!red to the ;:actu.,l 
chance of hitting using the normal 'to hit ' system. We 
found that it WilS definitely harder to hit the human· 
siZed target u~ing our template. This was surprising ilS 
our test games had SCC'mcd if anything to be faster and 
mure realistic. Still, we would havc to redress the 
balance one way or another. 

Fin .. Tuning 
Eluly version~ (If the ne ..... rul es were sent out to 
play testing groups, who repurted back with their 
comments and suggestiom. One of the biggesl 
bugbcoJr.o; was how to take into account the normal 'to 
hit' modifiers and the variable B;:,l1istic Skill s of 
diffllrllnt shooters. Thi5 was (!ventually achieved by 
allering thc position uf the hit by a simple formula 
which allowed characters wi th a high WS to adjust their 
chance of hitting. The same system could also ~liShtly 
iocreasc the avcl'<lge chance of hitting. thereby solving 
the problem of low hit probability which the two 206 
diCi! rolls generated, The result is the completelY I\CI" 
game system printcd on the follo ..... inf; p.-ges. 

Morr Dl'vl'l llpm .. nl' 
The new vehicle syStem has other uses as well · the ncw 
lIrmour penetration rules will be used as the basi~ for a 
new Dreadnought system and possi bly fo r new 
buildings rules. In addition, powcrficld, are going 10 Ix! 
given an armour rating like which! armour. All of this, 
together with new rules for gron;Jdes, an updated 
weapons and equipment section, new psionic rules, and 
more information on Eldar, Orks, and Space Marin(',$ 
are planned for inclusion in future White Dwarfs. 

• 

• 
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WARHAMMER 40,000 VEHICLES 
Vehicles are an hnportilnt pari of the Warhammcr 
40,000 gilme, whether simple transports, fast assault 
bikes, or lumbcrill8 heavy tanks bristling with 
weaponry. Tho: fighting forces of the Imperium, Orks, 
Squat Homeworlds and the Eldar all have thei r own 
unique design philosophy which determines the 
appcaran«, and tactical ro\e of their fighting vehicles. 
All of these widely differing vehicles arc n)verro by 
these rules. although further special rulcs apply to the 
most unusual of thern. 

VEHICLE DATA RECORD 

The details of every vehicle's armament, movement and 
defensive cilpilbililles an:! includl>d on a singh~ sht'et of . "," .. 
paper called a Data Ri!corri. The most irllportam a~pecl :. j/; ., " 
of the Oata RL'COrd is the targeting diagTilm which i~ "" ..... f j'l i1: 
USl.'!d to dCl(mninc whether and where shots hit the ~ .r' 
vehicle ~nd if any hits polnc! rat~ it~ armour 

every vehicle ha~ it~ own Data 1~Q(llTd in the format 
shown bcluw • this c:o:ample ill' the Data R(.'COrtI for the 
I mperi~1 Predato r. The Datafax records for other 
vehicles a~ given In Q complete ~Ion after the rulcs. 
Further additions 10 the Data Records will be printed in 
White Dwarf magazine as new models are added to the 
Warh,lmmcr 40,000 range. 

~:.;~-::-.- ... =- .... ;.:;, .. ,,~ :----_ .... 
( ,J'" 
'-' ,-,.-

IMPERIAL PREDATOR 
DATA RECORD 

VEHICLE MOVEMENT 
A player may move his vehicle model~ during the 
movement pha~ of his turn at the same time as foot 
troof>CTs and other forces. There is no particular need to 
move vehicles either before or after infantry, the choice 
is up to the player. 

Unlike a human or other living creature, a vehicle has 
three different move ratc.<:: fas t, combllt $~d, ilnd slow. 
These move rates arc indicated on the Data Rccortl. In 
each case the number shown is the !)rcatcst distance 
that the vehicle can moV<.' III that r(ue. For example, a 
Predator wh ich moves 12" is travelHng at combat 
~peed, a Predator which moves more than Ir i~ 
travelling at fast speed. 

The fastest a vehicle can travel is its maximum fast 
move rate. For example, the Imperial Predator has a 
maximum speed of 16". 

Vehicles can move 'lukkly cumpan.od to troops on foot, 
but if they arc to shoot wcapons accurately and 
negotiate co rners or obstacles they will need to 
moderate their speed . For this reason. playr.fs will 
probably want to move vehicles at combat sPl-'t.>d when 
fighting· h,mce the descript ion 'combat speed', this 
being the move rale most appropriate for comb.lt. Even 
':11 combat spcr.d a vehicle is travelling relatively 
'luickly, and will have w n:duce its spa>d to slow ratcin 
order tu negotiaterorners or tricky obstaclcs. 
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VEHICLES 

TURNING VEHlCLES 
Vehicles normally travcl direclly forwards in a straight 
line. ChangC:!l in direction arc acxomplished by means 
of turns uf4S dcgrecs or more. 

A vehicle travelling at fast speed may make one turn of 
up to 45 degrees during its muve. This turn may be to 
the right o r left, and may be made at the start of the 
move, at the end, or at any point In betWI!I!n. 

A vehide trave1l!ng at combat speed may make up to 
two turns during it~ mow. Each tum may be of up to 
45 degrees. The two turns mQy be combined in to a 
single tum of 90 dcgfWS if required. 

A vehicle travelling at slow spc!cd may make any 
number of unrestricted turns during its move. Each 
tum can b\! up 10 360 degrees. 

MEASURING TURNS 
The diagram below iI1ustr.JtC!i a turning template ust.>d 
to measure 4S degree angk~ I~ft or right . An aC'l'la te 
plastic turn lemplate is provided on the transparent 
insert. You can copy this nnto a piece of card if you 
prefer, or use a protractor. However, It is of len easier 
nol to u~ the templolle but to estimate the turn and ask 
yuur opponenl to approve the move. 

It is actually quite simple to estimate 45 degrees by ",ye. 
and the template can still be used if your upponent 
prefers. CcnCl'3lly speaking.. .... oc have found it Is only 
ne~5sary tu use the template in situations where the 
exact position of the model is vital to the outcome or the 
game. The template is placed in frunt of the vehicle 
with the din.'Ction armw pointing the same Wily as the 
vehicle - the vehicle is then turned up to 4S degl'Ct'S 
either to the left or right . 

WON 

BOARDING AND LEAVING 
Somt.' vehicles olI'Ccapable of carrying troops in addition 
10 their nonnal crews. The number of troops a vehicle 
can carry is indicated on its Data Rt.'COrd under tht.' 
entry for transpon . This show:f the numlx!r of human­
sized or smaller troops that c.m Ix! transponed in the 
vehicle and indudl-S HumaM .. Scjuats. ROllings, Orks, 
Eldar, and 50 on . Ogryn " Marines in Terminatur 
Armour and other cquivalcntly-sized CTCilt tll'CS take up 
th~ same Sp.1Ce as 2 smaller hUlnanoids. 

Any number of models may Cnler or leave a vehicle 
durin",a turn, up to tht.' total number of models that c.:ln 
be transportt.'d within It. Models leaving II vehidl! 
which is not moving during the turn ~re positioned 
within 2" of its sidc:s or rear lind may make a normal 
move Immediately. Models kaving a moving vehicle 
lITO placed directly Ix!hind thll vehicle's line of travel 
and may make a normal move Immediately. Normal 
unit coherency must be maintained between the troop~ 
leaving the vehicle and any remaining in.~ide. 

Model s may board a stationary vehicle if they .ue 
within 2" of Its si de or rear dtcr they havll made a 
normal movl!. Models may alSl) board a moving vehicle 
if their nonnal mow takes thr.m across the path taken 
by thl! vllhicle dorlng ils own move. Although this 
means that a trooper may Ihl"Orctically only reach the 
pnsition uf a vehicle onel! the vehicle has itsclf moved 
uff, this doesn't matter as it is assumed Ihl! individual 
runs a little faster in order 10 catch up and clamber 
Inside. 

If a vehicle is moving up to 10", then troops may leave 
o r board it without risk. If 11 vehkle Is moving more 
than Hr then cach modlll bvarding or leaving sustains 
an automatic hit with the strength shown on the chan 
below. Any modl!l suffering damage is allowed its 
normal saving throw and su.stains 1 wound if this is 
failed. 

BO.4R.D1NClLEAVING A SPEEDING VEH ICLE CHART 

VEl Oo.E MOVES 0.11" II 12 13 14 15 T6 11 18 19 2!h 

Sl'RFNGTHOI' I IIT N""~ I 2 3 4 5 ~ 1 5 9 II) 
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MOTIVE TYPES 
Th~ Data RC(:ord gives the general motive type of thc 
vehicle - whetht'r it has wheels, lcg~, gr.:lvitic reaction 
engines or tracks. Some motive types also refl~t thc 
vehicle's size or de5ign, such as bikes IInu jet blk($. 

Walbn. Walkers lire vehicles with legs. l';thcr two legs 
like humans or more. They GIn cross a\1lincar obstacles 
(hedges/wal1~/ditchC5/etc) without penalty, and can 
move unhindered over any terrain type other than 
woods lind deep water. W~lkcrs can only rnuvt' through 
WOOds at slow speed. They cannot move over deep 
water at ail, but may cross shallow strC.lms and fords 
without penalty. 

Tracked. Trilckcd vchidt's have caterpillar tracks like 
tanks. They can move unhindered over most terrain, 
but cannot move through wood at al\. A tracked V(>hic\(~ 
moving through a bog or other loose swampy ground 
at cumbat or fast spco:od ri sks becoming stuck. On the D6 
roll of a 6 the vehide becomes stuck fast in the bug fur 
the rcmilinder of the gaml! and cannot move at all. A 
trilckl.'Cl vl!hide may move over linear obstacles at slow 
spt.-ed without incurring any penalty . at fuster speeds it 
will crash and Incur damage like any othcr vehicle. 
Tracked ve:hicles cannot muve uver deep Water. but can 
traverse streams and fords without penalty. 

Whet' led . Wheeled vehicles have large ruggtod wht-els 
designed for off·road as well as nurmal urban use. They 
ca nnot cross over d ifficult o r very difficult grnund at 
cumbat or fast speed . A whrelcd vehicle can nut move 
through a wood at all and may not c ross a linear 
obst.ade of any kind. 

VEHICLES 
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Grav. These vehicles ,He powcn.>d by gravitic rcactinn 
motors which allow the vehicle to float a fout or 50 
above thl! ground 5urface. A grav vehicle may cross 
linear obstadcs at sluw speed Without incurring any 
penalty . at faster speeds It will crash and take damagl' 
like any other vehicle. Crav vehicles may not enter 
woods at all. They may move unhindered OVCf bogs. 
loose ground and water as the solidity of the ground 
beluw them makes no difference to the gravitic driW!. 

Biket. Bikes and the larger three wheeled trikes li re 
wheeled vehicles which usually havl' a single rider. 
They are very much like cuntl'mporary motor cyclcs 
and trikes. A bike Cilnnot cross a linear obstacle of any 
kind · if it attempts to do $0 it will crash. Bikes may 
cross difficult ur very difficult ground. including 
woods. at slow spood only . at fastl.>r speros they crash 
and incur damage. They may not cross water other than 
shallow streams and fords . Brkes mily il lsu allcmpl 
Speciill skid turns as described below. 

Je t Bikes . Jet Bikes arc similar in appcarilnc~ to 
ordinary bikes but have no whrels. They are powcred 
by gravitic reaction motors as well as compact jet 
engines. They can Ilyas well as move over the ground 
surface in the same way a5 grav vehicles. Occallsc jet 
bikes ride over the ground they can ems. 'I over terrain 
without penalty. However, they cannot move through, 
Of land in, a wood, but must fly over it. 

flYING VEHICLES 
A, mentioned in the description of Jet bikes, some 
vehicles can Ily through the air. The rules for night are 
not covcl«l here and players are referred to the main 
rules. 
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VEHICLES 

BIKE SKID TURNS 
A bik~ tl1!vl'lIing at slol"/speed can ma~as many tUrilS 
a~ the player wishes, but wh~n trav~lIins at faster 
speeds bikes are Iimitooto onc or twn turns cxilctlyllke 
other vehicles. However, bikes are abo allowt'CIto make 
additional tUrilS of up to 45 deSfC<"S called skid IImls. 
Skid tUrilS therefore allow a bike to change direction 
several limos even while travening ~t high speed. Thc.~ 
manoeuvres arc 'luitc dangerous and call fur extra skill 
on the part of the rider. The biker revs his engine and 
swings his machine round in iI controlled skid, dipping 
low to the ground to balance the machine. This is a 
~P(Jctacular manoeuvre - all thc more so when it goes 
wrong! 

A bike wishing to make a skid turn must lak ... a skid td/. 

A bike may attempt as many skid turn ~ as the plilyer 
wishes _ a SCp.1rilte test is made for C.lch. Skid tutns can 
be made immediately after normal turns ur .l(ter each 
Olher, allowing the biker to turn 9Odcgn..'t.'S or more. Of 
cou rse, the gr~ater the change in directiOn the more 
tests the biker will have to take ;lnd the gr()(ller the 
chan<:e of crashing. To determine if the ~ kid turn is 
completed successfully roll a 06. rderente the score 
with thl' vehicltl's SPl't....t and read tht' finlll n'sult. 

Hike Speed Result 

Combat Fast 

,. 
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The bike crashes and is d;.'StTUYl.-d 
together with ils rider. The flaming 
wre<::k travcl5 straight forward for 
the remainder of 115 maximum fast 
move, and then explodes with lin 
are~ nldius o( 1" c<lusing II ~trcnglh 
4 hit on Jnyl,Hgel within the effcct 
area. If the bike hiL S somet hing 
before its move is cump!cIC. wurk 
out norma! collision d:unoge and 
then thC' bike explodl'S. 

Till! bik~r skilfully guidt!s his 
protesting machine hI the desu\"d 
dillrlion, but is tOtl pn.vc:rllpll'tl I<J 

du anything else this turn. No 
.... eapons may be fin.>d from t hebik~ 
thLs turn. Including any (11'('<1 by a 
passenger (who Is more Interested 
in holding on Ihlll1 shooting). 

34 The biker skilfully guides his 
protesting machine in Ihe desired 
dil'C{'tion, but is too pfIX)(rupicd 10 
do anything else this turn The rider 
may not fire any weapons, 
including bike weapon$, this turn. 
A passenger or side ra r crewman 
may shoot as normal. 

5+ The biker successfully cum pletC's 
the manoeuvre. 

VEHICLE ARMAMENT 
Ovring the shooling phase any vehicle crewman can 
fire one of the vehicle's weapons. It docs not matter if 
th,:H;'r('wlllllo is the driver, as the drivcrcan 1I1~ opcr~te 
one WCIIIXH\ . Wl",,'pons m~y be fim:! within the shooting 
arc as shown un the small shooting arc diag1'ilm on the 
vehicle's DMII Rl.'I:ord. 

NOte thllt somc "''<'a pons are rigged up 10 nrc In L.:lIldem 
_ two or mote cumbim.'<I weapons are upcrah_'I..I by II 

single action and fire together at the same target. 
Althuugh a combined weapon actually consists of two 
ur mul'\' weapons it is l'Onsidered to be II single .... '<'apan 
when it Is fired _ only a ~ingle crewman b therefore 
required to fire a combined weapon . 

SHOOTING FROM A VEHIClE 
If a vehicle is trilnSPOrLlng tronp.~ in udditlon to its own 
crew, these may shoot weapons from the vehicle during 
their shoo ling phllSC. If the vehicle is Op"n tOPped (such 
as the Or\(: Battle Wagon) then all the models inside 
may shoot so long as they don't fira over the h(,..ld~ of 
other troops in the vehide (ap.1rt frum the driwf · who 
is sensible enough to Kt'l'P his head down). 

If the vehicle is enclosed the maximum number o f 
models Ihat can shoot out de~nds on the pn~ition~ or 
dool'S and hatches. As these can vary a great deitl no 
specific rules lire Jo;i"~n to cover firing from sp«ific 
vehicles. HOI'I'cvcr, plilycrs (In a~sume that .1n access 
h(l\(h or door \5 large ~nough to permit twO models 10 
fire through, while a firing sli l or view port Is large 
enough to permit one model 10 fire th rough. 

• 

• 



• 

• 

SHOOTING AT VEHICLES 
A model can shoot .1 t an enemy vehicle if it has a line of 
sight to it in the lIalnC way as when firing al another 
tl'OOpt!f model. Because vchidcs are very much larger 
lhan ordinary troops. linear obstacles ilnd other low 
am:':r do nOI block the line uf sight ~ithcr to Or (rom 
them. In other words, an Imperial Land Raider is just 
too big to hide behind a hcdgcl 

The e;lccption is any sort of bike or trike, whc~ normal 
hnc or sight rulC$ continue tu apply bL'Glus(! bikes an: 
relatively small and luw. 

PROCEDURE TO HIT 
When shooting at a vchich: thc nurmd.1 'to hit' 
pnx:t.'dur ... is nul used . Instead the firer II~CS the special 
gun sighllemplatc shown below. 

The gun sight rcprc5cn t ~ the shwtcr's vicw uf hb target 
either di rectly over Ihc gun sights, through .'I ~paratc 
targeting device, ur via il head-up tlbplay projOOOO into 
his h~lmc t vi~or. The cross·hairs in the middle of the 
gun sight show the poil'lt of aim. The shoot"r refers LO 

the vehicle's D .lta Record, which includes its own 
unique t.lrgL>ling diagram. 'Ibis i\Iust r<JIL'S the side view 
of the vehicle d ivided up 10 show its internal as h'ClI as 
its ~ternal parts. Each area is labelled and hilS its own 
~rmou r rating shown ,15 a number. The higher iht:! 
number the thicker the armuur prolt.'ctiog that 1In.'3. 

WARHANMER 40,000 VEHICLE TARGETING GRID 
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To make the gun sighi templilte easie r tu usc we 
SUggL'St )'fJu mount it on a thin piece of card or II shCl..'1 
of paper with a hule cut in Ihe centre, l02mm wide by 
l03mm decp, so that tlw. t<lTgL'Iing diagram can only be 
seen through the g rid itscf(. This makes it easier 10 
distinguish the numbers along Ihe edge or the grid, olS 
well as allowing you to S<:!C at a glanCl.' whi(.h areaS of 
the vchicJc)'ou rna)' be able to hi t. 
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To shoot at the vehicle, the plaYL'T lakt$ the tl'llnsparent 
gun sight and places It with the central cross-hairs on 
his chosen point of aim . TIle firer then runs 206 and 
finds the corn.'5ponding numiler along the bottom of 
the gun sight. The firer then rol15 206 olnd finds the 
corresponding number along the side uf the gun sight. 
The shot lands where the two numbt:rs meet. 

..::-..... -

.:;:;;;;::z-_. 
::;::--:::::-;-_. -----_. 

"" , . , 

wmplt;'; the firer d".....". to piaOf.' the gun sight b;!ng 
In the m iddle of the larget Hnd rol1~ " folLowed by S, 
hitting the ... ehklc'~ tr~ck. 

l bc shooter may position the ta rg.;,,!; grid anywhere he 
likes (although scc Front and Rear Shot for further 
dct,lils). Where you choose 10 aim will depend on your 
.... -capon, the armOur Ihlckn{$s, and how lucky you [\!ell 

A fairly cenlrallocation giVL'$ yuu the \)cst chance of 
hilting. but ma), be heavily armoured and difficult or 
evcn impos~ible tu pcn~'tratH. 

Sometimes it is better to pluce Ihe centre of the lilrget 
grid over iI more light ly ~ rmoured periph!!rul a rea. 
Only experience will tell ),e,u what is th" best pOSition 
to aim fo r. 

HITS AND MISSES 
If the shot hits the vehicle Ihen it has struck the ~re;l 
indi(atlod. If the shol misses the vehiclc outUne entirely 
then th(' shot hlls missed. In the unliklcy event of a shot 
landing e)c<lctl), un a dividing line then randomly 
determine which of the two pot"ntial areas is hit. 
However, thc fin;)l poSition of the shot can sometlmC$ 
be modified by Target Shift .15 cxphsim: . .od later. 
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FRONT AND REAR SHOTS 
If the firc:r is shooting at the vehicle's front or rear his 
choice of target areas is obviously limited 10 what he 
can sec. This is ind icated on thclargcting diagrams by 
the front and rear zones. 

If the fi~ is shooting from thc front of the whide the 
cross.hair5 of the gun sight mu~t be centred inside the 
frontal1.one. Similarly, if firing fmm the rear the cross­
hain must be centred in the rear zone. 

Note that althuugh a shot may be (ired from the front or 
rear, the area hit may lie outside the front/rear zone. 
This represents the chance of a shot penet rating and 
going through into a seo:tion furth er back, or which 
causes in ternal damage affecting a more distant section. 
For example, a hole blown in the rear of a vehide may 
shatter the armour and send shrapnel 5pinning into the 
driver's rompartment at the front . 

The d hlgram below show~ the positions from which a 
shoutl'r is conside1'ed to be in front of o r behind a 
vehicle. The frontal zone is a 90 degree aTf extending 
forward s from the midd.le of the vchicle. If the ~hooter 
b within this arc the shot must be aimed al the front . 
Exactly the &ame is true of the filar I(l(cep! that the 90 
degTCC afC extendS backwanb. Shootefs firing at the 
side of the vehicle mn aim anywhere o n the targeling 
matrix. 
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TARGET SHIFT 
The chance of scori ng a direC'l hit will naturally vary 
lilightly due to thll c-ircumstance, individual skill and 
the weapon used . Increased accuracy is rcpl'\'~nted by 
changing the position of the hit on the gun sight 
template . moving it vertically o r horizont.1l1y by one or 
more grid po~i ti ons. This is called the Tllrgd Shift. A 
player mn always apply Target: Shift ifhc wants but he 
d<x.'S not have todo so - he mal' be rontent with a hit on 
atlothcratca. 

Target Shift is worked out as follows. The shoOter takes 
his Ballistic-Skill (l3S) and applills Basic and Weapon 'to 
hit' mod ifiers (including any modifier for a weapon's 
targeter). Note that these mod ifierli arc usually applied 
to the '10 hit' dire roll, but because no 5epilTille 'to hit' 
roll is made when shooting at a vehicle, the modifiers 
arc applit'CI to the Target Shift inlitead . 

The player then roils a D6 and deducts the 5(orn from 
the total. For example, if his US were 4 and modifiers 
brought this up to 5, and he n>lloo a 06 score uf 3, his 
fin .. l score is 5-3 _ 2. Thili ili th(~Targct Shift Score. If the 
Target Shift Score is 7.croor less then proceed no further 
• the shot cannot be changoo a;rtd has either hit the ilTea 
or missed cntil'dy 35 indicated originally . 

TARCETSHlfT '" BS-t TO HIT MODIFERS · D6 

Assuming the Target Shift Score is 1 o r more the player 
may shirt the hit by up to that number of positionli on 
the gun sight template . The shift must be in o ne 
direction only · ei ther vel1ic-aliy or hori1.ontally (never 
at an angle) and must alway!; be towards tho aiming 
]Xlint at the centre of the gun ~;ight. This represents the 
inc-reased accuracy of the we(lpon or shoot!'! r • but 
bccaus!'! th ... shift must be vcrtkalur horizontal It Is stili 
possibl ... to miSS oven a huge larget. 

• 
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Example. The ,hooter i, ruing a mls$lll' launcher with 
targeter al II Predator .. 8H aw .. y and moving al 16H 

(maXimum rale). The shooter has II 8S CIf 4, t 1 for- the 
targeter _Ild -1 b«a""" of. fait larget equals. total of"'. 
The D6 800t1l! 15 a 3, 110 the player ron shift hit shot by 4-3 
'" I posltion. 

_ .. H . .... ~"."'~_' ... , .. _ ........... ... 
.... ~_ ..... "'V"' ... 'IIO -_ ....... .... =-._-............ .. 
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The firer aum for the PrMtor'~ la'K'allnon • II ~ntrllUy 
pliICed larget which maximlsei his chanco of hitting. Th" 
gun sigh t roll.! are 3 and 6, lndki1ting;ll hit In 11\(0 engine. 
The player can ,hift I.he hit by I ' pace toward! the 
aiming poin t, 90 be t'aI\ go for <'ilht.'f 4/6 (sid .... gunlK'r) 
or 3{7 (cnglne).1n this situaUon tho: player might dcddc 
10 adjlm hi! hit po5itio;m from tbe ~U protectKl tmgine 
to the slightly IllQre vulnerable gu.n~. 

ENLARGED SCALE TARGET MATlUX 
If you look III th" Data Record of a small vehicle you 
will see thllt the targeting diagram has been reproduced 
at approximately twice its actual dimension~. This 
allows us 10 show Ihe vehicle and its target arc.lS at a 
reasonable size. To compensate for this change in scale, 
the firer uses the special outside column of the gun 
Sight template markcd x2. This is numbered (rom 4 or 
less (4·) to 10 to more (10+). The gun sight is used in the 
normal way: any result of 4 or less is read along the 4-
line, and result of 10 or more is read along the 10+ line. 

When using the enlargL'<l scale, the Target Shift wurks 
In cxactly the same way os for othcr hits . The targl't 
shifts follow the grid pattern on the gun s ight template 
not thcd ice 1'011 numbers · a shift of onc position is still 
a shift of one grid space, not fmm one dice mil number 
to the next. 
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AREA WEAPONS 
An.'a and other special weapons arc discussed in detail 
later. However, players might like to know the general 
pmccdu~ at this JX"int. The shooler nominates his 
target and makes the nonnal D6 based 'to hit' roll and 
deviation /till using the standard hit System. Oncc the 
area marker Is In place on the table the targeting 
diagram and gun sight are used. 10 locale damage If any 
portion o( the v(lhlcle model lies within the area marker . 

ARMOUR PENETRATION 
Once it has been established that a shot has hit the 
target, note the armour value of thc locatiun struck. lb~ 
higher the: armour value the thkker the annour and the 
more difficult it is to penetrate. The player tests to 
determine whether this armour is penetrated 
SUC«!5sful1y by the shot . 

PENETRATION _ 
06+ STRENGTH + VARIABLE DAMAGE 

Test as (ollows: roll a D6 and add the ICOr.: 11.1 the 
strength of the weapon causing the hit. If the weapon 
normally ClIUses a variable number of wounds (03, 04-
06, 010, 206, etc) mil the dice indicated and add the 
scurc to the IOtal as wcll. This is the thickness or armour 
penetrated . If the result is equal to or more than the 
armour value of the area hit, the shot has pcnctraIL'<i. 1f 
the result isleS5 than the annuur value thc shut has not 
penetrated and has no further cfflXt. 

£Xlmpll: A la~nnon ha~ a strength of 9 and ""~ 
206 poIn~ 01 damJg~. It will !herdon' pt'm'tfat~ 06 ... 9 
... 206 valUl" of armour (~ thi~ ~tWM11 12 and 27). 
Th .. IlI$('IInnoo is an id\'a.! Inti·tank W\,IIJ'Ufl becIIu!iO! it 
an po:melrate I 8m"t thldcness of armour. An ordlmuy 
bolter CJn pene tr;ue D6 t " value of Jrmour (5 ·10) 
which Is onty likely to hJrm the llghtcsl typcti of vchlde 
or c~poscd crewmen 

DAMAGE 
If a shot penetrates the target's amour then the vehicle 
wll1 sustain damage. In most cases the area will be 
destroyed, and in some cases the whole vehide may be 
dcstroyed and rendered oseless. Refer to the damage 
effect chart corresponding to the location, and roll to 
determine the effects of penetration. 
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VEHICLES 

DAMAGE EFFECT CHARTS 

DRIVER 
DEi Rnull 

\-2 Orlv~r If Hit. 
The drivl'r Is aHnwed his norm;1I SOlving. tllrow 
modifioo by thl' norm;\1 ~rmour modifier fo, th ... 
p<:'llp.traUng weapon. If thi~ is "\lC!..~~ful he 15 
unharmed. If he doe.! not save the'l hll ~ustalns 
the nwnbo;or 01 ........ ,,"dli ll()l'lThllly c,,1IlW!d by thl' 
pcn~t,aHng wl'~pon . This mOlY or mOlY not bl! 
sufficient to ~lay the drlvcr dt'JX'nding on how 
m(I."y wounds he c.tn wllh'land Dnd h"w much 
dHnlmge tile wc.:Ipon c"u~"",. If the drlwr bi sl~ln 
bUllhe v",hid .. ha~ utller crew, one of thCS<.· m~y 
takl' over Ih" ronlmls lmmro.lately. OIh...- ..... I .... , if 
Ihe v"lIicle is moving al ,low !IJ"-'t.'<I il ,,111 move 
oul of ronlrciln it! ne~t rum and th ... n stop (rulC5 
y,ovemlng OUI of rontml vehkles are giVen \.1ler). 
If travelling faster, Ihe vehicle movcs oul uf 
control lot IhI;, remainder of the g.:Jnle or until It 
hil$ lerrllin it cannot Cl'OS!, cuUid", ..... ilh ""oth", 
v ... hldc Or building. or until it ll'aW!i th~ p,Ilm ... 
Ilible. 

3-4 Orinr i l Hit 
The driv...- is allowed lib nOfm~1 ~,Yin!; throw 
modified by the normal 8rmOll' m"dlfler for tile 
~nelrallng weapun. 11 lhis Is successful he I, 
unlllU'lIled. If lie d<>O;'ll nOI $;lve Ih"'" h ... '"~Inl"s 
IIII! num\.le, of wound, normally l'aUSl'd by Ille 
penetrating weapon. Till' may o r may nOI b(' 
iufUdent to slay till' driver dl!p('nd lng on how 
m:.ny wow>ds II" C'lIn withsland and how much 
damuge til ... wc.:Ipnn <;<IUSCS. If IhI." dnY<!r I~ slain 
~nd the vehicle has other """'w, "'W of Ihl'Sl.· m~y 
I~k~ over the controls at Ihe start of ~ny 
following 11Irn "n th(' 1)6 roll of a 4. 5 ur 6 A 
crewmlln attempting 10 lake Ih(' contrul ~ ~nd 
failing may not do anything "IS(' III Ih{' turn. If 
the vehlele is st~llonary ... ·h"" hil ;1 will " 'maln 
stationary until ~ crewman Installs him$('lf;l!l H, 
drlvct.lf moving whan 1111, Ihe vehld.:- nWV""uIII 
of conlro] IInlil a new driver is In"lailed, hh~ 
tl'ua;n ]1 cannot cross, co11ides with D"olhur 
vellid" Or building. Of unlll ,I It·aVl''.i Ihl' gam(' 
'able. 

S-6 Dri"u \, Hi •. 
The dt1"e. Is allowed. his norma] saving throw 
modified by the nonnOli armoUI mod Iller fnr tile 
penelr~Ung weapon. If thi~ I~ successful he \, 
unh3Tmcd. If h ... docs not save Ill"" hc 5uslalns 
the n\WIrer of wounds normally caused by Ihe 
~netratlng weapon. This mayor mOlY 001 be 
suffia .. nl to slay the drive. dt·p.mdlns 011 how 
many wounds he can wilh~t8"d uud how much 
d4mage the weapon cauSCfI. In addition, p.1rt of 
the drlvcr', CQRlrol, II .... al,;o damoged so that rhe 
vehicle becomes undr]veable r('gardl ... ~~ of 
whetht'r Ih" driver 15 slain. Hlhe "chicle i~ 
, Ialionary when hit It will remain ~tati""a,y. 
Other"";"" it wi!! «InUnUC to mo"e out of control 
for th ... «,malndcr of the gatrn'. unlil il hits ter,aln 
II a nnot ctCl55, oo!lld~ with anoll"" vehkle or 
building. or until il leaVe!! tho j;ume labl<.', Onct' 
hO\l ted It I, p<'Tmanently Immobill!i<.'d. 

CREWMA N 
So~ cn>wm('l'l operale wc;opcms ;md a«' indicat@<! on 
Ihe larS"ting dlagranu a5 'Gunners' . If a vehicll! hu 
r.un~ ellhcrslde (!'redoll().r and Land Kaider for example) 
Ills Ihe Gunner un the side p",;entcd to the firer that is 
hit . Whe te eilher might be hit . roll undomly 10 
~Icrml"" which It I~· foreXilmplc if a l'redalQr \It u",d 
R:.ider i~ ~trucit from the front ,,, re",. 

D6 Resull 

]·2 CrfWmll" llil. 
Thel'r1!wm.n iii allowed his normal !IIIv;ng throw 
modlfloo by Ihe normal IIJTTlfnlT modifier for th.:­
penetrating .... capon. II this Is; successful he is 
unharmed, 11 he d"' .... '101 $;lve then h" 5U'$t8ir1~ 
Ih ... number of wounds normaUy cau,.,d by the 
pc"~lrallng weapon. This mayor may n<lt be 
suHid{'nl to slay the driver depending on how 
many \'o'Ounds he can with~llInd and how much 
damage the IV('Dpon causo.'lI. Once Ille crcWll1.:1n is 
slain,. he Gm no longer {'p'-'rat(' a lV('apon or othl'r 
item of o;-quipm{'nl. Ho .... ever, If the vcl1ide ha~ 
!lev" ... 1 crcw, another mlly IlIke over the dea-d 
crewman's functions by fOnl'litinll his own. The 
player may choose which we"pon!item of 
l'qUipment In I<'ave unused. 

3-4 Crewman l1 il. 
Th(,CJ1.''''man i~ .now",1 his nonnal ~ving throw 
modified by the normal armour modifier for Ihe 
~n"tullng weapon. If Ih i, Is successful hI! Is 
wtN,rmed. If he dot"S not !oliVe th~" ~ sustains 
lh(' numlK-r of wound~ normlllly caused by the 
pencl ralin!; "' .... pun. ·tnls nl~y or may not be 
~uff,denl 10 sl my Ihe dri ver depending on how 
n,any wounds I\l' can withSlftnd and how much 
darrutgc the weapon ml~ Once the crewman is 
slain. hemn no lOOt;'" op"rale a wcapon Of other 
item of l'qllip""-,,,L 1/ the ~hlc:le ha' other aeW 
nn" o r Ihese may lah, over Ihe dead man's 
function Qt the beginnin g of Ihe p]ayer', tum on 
Ille D6 roll of 3 4, 5 or 6. A crewman allcmpUng 
10 take oyer from another and laillng mily not do 
anything else th.t tum. 

~ u.,wman Hil. 
TheaeWll1l1n Is .:IlIoW'l'<f hi, normal llaYing throw 
modified by the norma] annour modifier for the 
penet rating wl'~PO'" If Ihls b su«:"~fu] h{' Is 
unharml.'d . If he docs 11\01 S'lY(' then he ,,,,,I,,;n8 
thl! number of .... ounds normally CIIused by Ill<­
penetrating we"pon. This mayor may nOI be 
.lIffldenl 10 5Iay th" d,riv .... depending 00 how 
m.lny wound, he ('3n with!;tand lind how much 
damage Iht w('apon causes. Regardless or 
wheth .... Ihe crewmal~ 5ur";IIe" the piece or 
~'<lllipmef\1 he Is openting is!lO \).oodly dam~ged 
by the hit th31 It CIIn n<'I long .. r be used. 

• 
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WEAPON 
If the vehicle ha! lell and right hand weapon~ ( for 
enmple • Predator ot I.,alld ~ldcr) 11\1> sid" pr('S(>lll>'d 
\0 Ihe fln'r is kll . If cUher side n,ishl b", hI! roll 
nmdamly 10 determine whlcll II is. 

D6 RClu11 

The WNpotl Is jammed or p;1ftiaUy dml3goo and 
(0111\0 \ be used 111111111 has be<!n repaired. A 
crewman may $UCCCSj;full y ' ''P''i. the w"~PO" by 
rolling ;1 4, 5 or 6 at the start of his turn. A 
<::re wman who ;)!templs ;s repaIr cannot do 
Inylhing~!Ie and the wt'lIpon ClInnot ~ flTE'd in 
Ihe same turn that il is '''p"i.cd. Only Un(' 

crewman may a\tempt 10 repa ir a w"~pon at 
onCl.'. 

2·5 The wcapon 1$ dllSlroy.,d and Coln nO longer be 
11"'-'<1. 

The weapon c~plndl!S and [~ d"~lInyed. The 
el<ptQIII()J1 also eauscs a randomly IQc.ltoo hit on 
the vehicle. U!Ie the vehide's targC1 diagram Dnd 
r~rt)U .flY TI'!oult whkh ",,,,, Id "Ih~rw"" ,ndiCltP 
n ml88. !k-eaU5(l the weapon I'xl-'lo</{.,; iI\~lde Ihe 
v.,hic1c Ih" . \! Ii nO n.x<d to roll fm ~"'!lrUIIQn, 
simply roll for dam aRe on Ihe are~ DffllCloo. 

ENGINE 

06 Rnult 

1.2 Engin. i. OUlroytd 
'-lIe vl.'hkle comcs 10 an hnmOOl~h." hall ~nd 
remains Immobtltscd for tht' renlaindl.'l" of th" 
gaml.'. 

3-4 Engint i. Outroyed. 
If moving when hit the vehlde mov .. s 01.1' 01 

control In 11$ next turn and thcn comc-s to a 
pcrmrulcllI h,,11.11 stlltiOllary Whl'l' hit Ih.· Yehicle 
i~ h:>hed lor Ih r~t 01 t h~ gam ... n~ lor I "Ixw ... 

5 I:ngllle Is Destroyed. 
If moving when hit the vehicle C"lIS<.'S to mov ... 
forward but 'pin, round 10 fllce :I random 
dlr ...... tlon (nomlnale Ime di rt'Clion a~ 1"2 o'dock 
and roUII 012· the r,,~ult ~how~ the dlrect;on 
faced relotlvt! to a clock 111<:11). The vehicle Is then 
halted lor tht' r~t of Ihe game. If 5tallon~ry when 
hit the vehicle i, h1l1too for the- rest of Ihe game" 
for I above. 

6 Englnl' II Dutroyed and BUB ts inlo Plamn. 
I( the vehicle is ,Ialionary when hu It is h:llloo. 
for Iht' ,t'st of the gamt'o If moving it CN5eS to 
move forward but 'pill!l round to be\.' a random 
dire:tion ami thl'n l"OfIle9 to a ""II a!I fOJr 5 abow, 
Allht' bt'glnnlng 01 eadl of Its 'olJO\~ing turns iI 

D6ls rolled and the- vehldt' t'xplod~ on J roU 01 
a 6. An exploding vehkle caOJ!II!:I I strl'ngth 10 hit 
on 8U mO<:kl~ "~Ihin a 3~ nl<ull~ <lTd .. P""'tlOned 
OV« the I.'\.'fttre olille whide EJEplodillg wlUdl'S 
CiaUS(.' D6 wounds On any 1"'8'-'15 d;>magoo by t, .... 
blast. 

VEHICLES 

CONTROLS 

D6 Rtlult 

1·2 Vehidt', Control CUI' is Destroyed. 
The y.,hlc\e 15 brought to a halt and may not 
"'OYe ror the rUI of Ih" Slime. All onb",ud 
$ystem~ are rond(!fed useles& bul weapons ",ay 
be fired and doorsopcncd n",,'WlU y. When firing 
wupo", note that turret , may not lurn and 
tor!jt't." devK:t.'II lift' ft.'ndl'fl<d inop;'f""tiv('. 

3-4 Vehicle', Control CeU I. Destroyed. 
The vehlcl .. Is brought to a halt and may not 
moy", for the rnt of Ihe game. All onb",ud 
Sy5t~mll Ofe r~nderoo usc]1'$ . IId aU doon jam 
shut. Model, IMide a totally cnclosro whkle Me 

trapped. Weapon! moy be fired, although turrets 
may not t",n and tar,:lllllr d~vleei will IIot 
operate. 

5-6 Whklt', Conlrol GUt Cora Cruy. 
The vohlclll moves In I dangerous and 
unpredkl~ble f:lshlon. At the bt'glnnlng of each 
of the vehicle', subsequent movement phase! the 
opposing playefll ~Jeh roll H 06. The player wi th 
the hight's. re ~ul t may move Ihe vl,hkl .. tha t 
turn . If the pllyer who i§ to move the vehlde has 
.01100 1·5 Ihe vehicle must move at Ihe same 
speed raIl.' lI!I In the previous tum. If the playt'\" 
roll, a 6 he c;u\ change the ,peed r:lte bul tlInnot 
bring the v.,hidc to II halt. Othl'fwi!IC the w:hkle 
III moved In any way the eon trolling player 
wishC!S. If stallnnary whn hit the vt'hlcle must 
remain stationary "nlrs, a playl'r roll, a 6, in 
whkh (;W;' he can increa!le Iht speed and gd the 
vehlde ~ t aT tcd . Whichever player moves the 
vehieh" hi~ opponl!nt may fi re anyone 0)( 11$ 
wupon5 dur ing the I'hOClting pha5e. Other 
weapons on th t vehicle may not lift.' at all . 
A1lhough the tnt'my playl'r will be moving Of 
firing the vehicle, !h~ ~ction5 s!m take parI 
durinr. the vehldds own movement tlr shooting 
pha!Ol!' not dOJring the (!rwmy plolyC!r'S turn. 

AMMO 

06 Ruul! 

l ·S Amlllunlll(lflis l ilt 3 .. d Vtllkle E.plod~, 
An ~)(plodi"S vehide aolomatic-.Uy c:.uses 1 
st"'ngth 10 hit on uU mod~19 "1lhln a 3" rodlu! 
tirde positIoned over Ihe centre of the vehicle. 
Exploding vthl~l~ cause D6 wounds on any 
l;vg('I' damaged by the bla~t. 

Ammunition C .. ing i. Spli t 
Ammunition "artl; to read d~ngcrously with the 
air, and chemicals splU int() Iht' vehicle', interior. 
At tM beginning of neh of its rollo,,~ng turn .. 
Ihl' vflticlc will uplode 00 thl' D6 roll of a 4, 5 or 
6. An elploding vehicle aut ... ,at lcaUy QUSl.'$ 1 
SHenglh 10 hit (Ifl aU models "'thin a 3~ radius 
tirde poslUoMd OVt'T the CCfltre oIlhe vehide. 
ExplodIng vehidH nus.. D6 wound, on any 
tiUll"'" dam8go.-d by Iht bla5l , 
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VEl-ileUS 

WHEEL 

D6 'Rnult 

1-2 The whe-el and mountings are badly buckled. 
From nOW on ihe vehicle's muimum "p"td 15 
red\~ to Its slow rate only. 

J....4 If the vehiele i. stationary when hit II Is 
penn;menlly halloo. If moving tlu> yehlcle goes 
out of oontl"l)l for the rest of the game. or Ul'ltiJ it 
hils tCITaln it cannut Q"Olj!I, wUldcs wllh ;lIlother 
Ychkle or building, or leaves the g;'Imll table. 
Onee brought to I hait it COInnot move fvr the resi 
ofthc~ 

5-6 If the vehicle Iii slationary It b permanently 
halted. If moving It will «'S8e 10 mOve forw;u-d 
and spin round to fK2. random dlre.:tlon CroD I 
012 with siraight ahead 15 12 o'clock). One<! 
halted it cannot move fOT the rc:ll of the game. 

JETS 
06 Ruult 

1-2 Gnvitie Jell Fail. 
If already Slallonary the vehicle Is jX'I"manllntly 
haltoo. If moving II will move at slow rale nc~t 
turn and then rome 10 a permanent haiL 

34 enyille Jetl Fall. 
If alf('ady ,tatlonary the vehlde I~ JK!Tmancntly 
halttd. If moving at slow rail' It comes 10 an 
Immediate slop Ind is halled for Ihe f('mainde, 
of Ihe gamt'o If moving filsler ihan slow rile it 
wlll move .t lis ma~lmum slow rate nut 
movement pha"" and th"" .:orne to a permanent 
halt facing In a random direction at Ihe end of 
'he~. 

5-6 ernilic Jet. OnrlO;td and Fall. 
If moving wlwn hllthe vehlde 15 thrown 2D6~ In 
a random tllr lle tlon and end, It, movl!ment 
fadng In a random direction . II the vchlcle 
collides wllh terr.1.ln. vehicl\'ll or uther models, 
work out d;un"ge "" for a norn,al (O/Iislon with 
the ""hide',.f>Md equal to th\' 206 di5t~nCl' roU. 
If 8t~tlonary when hlt the vdtlde may not move 
for the rest of the gam<". 
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TRANS PORT 

06 Result 

\-2 Any models carried In the transport KCtlon of 
thll vehlde a re allowlld th"IT normal !aving 
throw modified by Ihe nonnal armour modifier 
for the penetrating ~pon. If this Is el.lttl'S6ful 
the model Ie unharmed. If modelt do nOI savc 
then they sustain the number of wound, 
normally cau,ed by th Oil penetrallng wupon. 
Thl~ mayor may not be suffident to »Iay thc 
o«upant' depending on how many wounds 
they can wlI~Iand :.nd how much dlmage the 
~pon Ciluses. Whc-n' I unit wnslsl$ of troops 
each of whorn h ..... !i<'Yetal wounds, calculate the 
tOiai number of wounds COIUSl'd ... d then remove 
Ihe numbcr of whole mod .. b corresponding to 
thaI numbcr of wound8 - this £aves rKording 
odd wound~ on I large number of model • . 
Record any wounds on Individual character 
model, sepantely. 

34 Any models carried In the transport Sildion of 
the vehicle arc allowed thei r normal ,aving 
throw modified by the normal armour modifier 
for Ih penl!'lrating weapon. If this I. s~ful 

the model Is unharmed. If model~ do not save 
then Ihey sustain Iht' number of wound, 
normally c.u""d by the penetrating weapon. 
This mlY or may not bc suffident to lliay the 
occupant. depending on how many wounds 
they <;an withstand and how much damage Ihe 
.. · .. apon CIIUSCS. When' a unit consists of troop' 
each of whom hve III!vl!r.l wounds, caleul~ t .. the 
tola! number of wOWldli caused and then .emovl! 
th numiH1r of whole model5 corresponding to 
thlt number of wounds - Ih is ,",ves recording 
odd wounds On a large number o f models. 
Record WOW1d.s On Individual cMr.ct~ models 
separ.tllly. Any ~urvlvlng modeJ, must leave the 
yehlele during their following turn. They will 
~mbarlc regardless of the vehlde's spoof and 
of any con~ for their own s.af~y. 

5-6 Any model" .,.urltd In the transpo" &edlon of 
the vehlde susl31n thl! number Of wound, 
normally caused by Ihe penetratlng weapon. 
Thl' mayor may not be ,uffident to ,lay the 
occup.nts d~p''ndlng on how many wounds 
they can wllIu;13nd and how much damag~ the 
we3pon ClIUSCS. No Sllving throw I~ pumlttcd for 
armour. Wh~ a uni t consiS\jJ 01 troops each of 
whorn Noye !l<'yer.1 wounds, c~leulale Ihe lot.1 
number of wound9 caw.cd and then removl! Ihe 
number of whole models COTTCSponding 10 th3t 
number of wound, - Ih ill saves rKOrdlng odd 
wounds on a large number of model!!- RltCOrd 
any wounds on Individual character models 
Sl.'paraleJy. 

• 
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LEG 

06 Ruult 

\-2. The vehlde l'! destablllso;l by the loss or s<."vcn' 
dimas" ca used \0 a Umbo The vehicle hI 
permanently halted.. Ii moving when lut it ~0P'l 
and falls over on the D6 roU of a 5 or 6. A falling 
ychide will roll,,~ as dO!SCribOO for J.. 4 bdow. 

3-4 The vehicle collapsH in to a .. cap <lnd may 1I0i 

move for the rt'1lllllnder of the same. Q" th .. 06 
roll of a 5 or 6 the ychick> coIla~ In such a way 
that I randomly <kI~nn;noo weiljXlll may stili be 
utM. Othetwl!W the vehicle's WC.lpolls may /lOt 
bot used fOlihc rest of the g;unc. 

5-6 The vehicle roUa~ 11'110 H heap and may not 
mov~ for the r ....... inder of Ihe K~nc. Its weapons 
art! broken or fall In such a way Hut Illey m ay 
1101 be fired for the rest of the game. 

TRACK 

06 Jl.uult 

1-2 The vl'hle1e 18 b'OlLl;ht to a pcrn,Qncnl halt. If 
moving when hll, Ihe v(!hldc ImmC1.itJlciy turns 
4S degrees toward~ 11\0 damJgoo $idc before It 
comcs 10 II Mit. The vchlcle may not move for 
the resl of !he gllme. but may turn to f3C~ any 
direction during 115 movcml'lll phu~ 00 long as 
one tr~ek NIl\31ns functional. 

l-4 Tho! ""hid" Is brought to a permJnent halt . If 
moving when hit, the vehicle turn! 45 degree\l 
towards it, damaged ~idc befo." II ("Urnes to a 
h.llt. The vehide may not mo~ no, turn "'''''' It 
h", halted . 

5-6 If moving when h\l, the vehide mov"", uut u( 
MnlTO' In J", fuilowinS '''"~ al...t thL~\ ~1<!S to a 
pt'ftt'lJ1ttn' hlh If halted when hit It wlll I'Cmaln 
haltl'<i for the rest oI lhc ganl!>. 

VEHICLES 

MULTIPLE HITS ON A LOCATION 
Once an area has been destroy«!, a crewman killed, or 
a weapon deslroyed, subsequent 1'1115 in Ihat area are 
not I'('-rolled and canno! C<lU~ damage. The energy of 
the hit Is ab50rbcd by the elli5ting wreckage and 
surrounding supcntructun". 

OUT OF CONTROL 
The damage charts IndkalC! ~ituations where vehicles 
go out of conlrol when hit. Nute Ihal only a vchicle 
which moved in its previous turn ran go out of control. 
stationary vehicles never go out of control. 

Vehicles moving out of control are moved tx!foro other 
models at the start of theh' side's movement phase. A 
vehicle which goes oul of 0.1nlro' i~ moved 206" but no 
faster than its mallimum speed. The vehicle movcs 
straighl ahead or towarcb the right or left ~f; ~hown on 
the diagram b\>low. Roll a D6 10 determine d irection 
and move the vehicle in its movement phase . 

, 
',4 5 , 

2"---I"--51""ighl--1"--- '" 
\ \ I I I 

\ \ 206,,1 / 
\ \ 1 / 
\ \ I / 
\' '/ \ \ I / 

\ \ '/ 
\ \ ,/ 
\ \ I / 
\, 1 / 

\ \ I / \ \ 1/ 
\\ 1/ • 

~~}j~f~~ ",.:' r:r "1 'rS;~ 
Sum\! damage 1'C5ulIS specify thai vehides move out of 
ronlrol for 1 turn and then com(l to a halt. Other results 
specify that vehicles mllve out uf cuntrol for the 
remainder of the g.lme, ur unlil the vehicle is broughl to 
3 halt by a rollision. In the case of a 511111'1 driver, it may 
be possible for another crew member to restore conlrol 
as cxpli11ned on the damas,! result IiIblc. 
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VEHlCLES 

COLLISIONS 
If a vehicle movl!5 into another vchide, drl!ildnought, 
building. terrain o r obst'dc\cs that it canllOt cross, thi5 
rC5ults in a collision. Where II vehlde collides with 
another vchlcle. building or dreadnought. both may 
suffer damage. 

Collisions ag~inst other v~hicles, drcadlloughts and 
buildings arc work\!d out using the chart below. Cross 
r ... ference thc 5pccd of the fastest vehicle involved to 
determine the pcn ... ·tratiOn value of the collision. 

().s 6·10 11·15 16-20 21+ 

Penetration D6 21)(. 3D6 406 506 

All vehides, dllo'adnoughts, and butldings invulv(.,(! in 
th ... crash arc affected by the colliSion . Refer to the 
targeting di.lgr.1ms for the whiclcs and dreadnoughts. 
Any vehich:: or dreadnought target location with equal 
to or less annour than the dice KOI"C is pcnctrat\..,J and 
damage Is worktrl out as normal. Thus· In a collision 
with a pcnctrlltlon value of 19 a ny larget an:-ilS with a 
v.1lue of 18 or lcs~ al'C penetrated. 

A bike or trike which crashes into a larger vehicle is an 
exception, as It will only QUse damage on une lucation, 
randomisod from all those that hllv~ an armOur value 
lXjual to or less than the penetratioll srore. ln theC;l~e of 
buildings, damage is worked out if Ihe penetration 
equals or exceeds the building'S damage value. Against 
uncrossable lerr.:aln, including wails, t~s, and other 
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terrain which the vehide i5 unable 10 c1'055, work out 
d4lma8c In the sam~ way. As no ot.her vehicles are 
involvoo the speed will be the vehicle's o wn spa!<! ilnd 
only the vehicle will sustain damage. 

A whlc1e, other than. bi~ or trike, which is travelling 
at slow o r comb,lt speed may run into foot trooper 
modelli without suffuring damage. BlkH/trikes and all 
vchide, moving U fast speed will suffer II randomly 
located hit with 206 4Irmuur pen<etration If they run into 
foot troope!' models during their movement. 

Models which aTe run over must make a successful 
armour 5.1ving throw or they sustain 06 wounds. 

Victims may attempt to dive oul of the way o ( 
oncoming vehidl$ by rolling ~'Jallo or J('5S Ihan their 
Initiati ve ch.1racleri,tic value on a D6. A roll of a 6 
always fail s regard less of lhe mooel's initiative. Models 
diving oul of the way are positioned to ",ilher side of 
the vehicle and are not harmtrl. 

VEHICLES IN CLOSE COM BAT 
Vehicle!! ca nnot engage In hand -to-hand combat as 
such, bul enemy modeb may atta('k ;my vehicle they 
are tOUChing during the hand-to.hand combal piul.se. 
This 15 not a proper hand·to-hand combal engagement 
and docs not rc.~trict movem",nt of either Ihe vehicl!! or 
the attacker in their subsequeflt movement phases. 

A model which is touching a ve'hide autolnatically hits 
SO flO 'to hit' roll is nCl:\'s~ry. T.he attacker chooses the 
location struck - but this must be an exterior feature of 
the vehide, such as a trllCk or weapon. 

If the vchide is nol fully enclc'sed, the attacker may 
choose crew, controls or ot her exposed locations. 
HOWever, a vehlcle'li ammunition reserve and fuel 
supply Is never runsiden.'<i to be exposed· even should 
this appear to bt' theca'K" on Ihe model it.'!clr. 

Armour penetration and damage efrects are worked out 
exactly as already described (or !;hooting. 

HITS FROM AREA WEAPONS 
When shooting against a vehicle wilh an area effcct 
wr.apon, the area marker is positioned on the gaming 
table exactly as when firing at other target,. The player 
rolls a 06 to hit and posi tions the area template on the 
table. If no part or the vehicle Hes within the tf'mplate 
the shot has missed the vehide and cannot affect it. If 
any pi'lrl of the vehicle lies wi, hin the template then 
refer to Ihe Data Kecord and the targeting diagram. 

An "rea weapon spTC;lds its blast or hall of shot over an 
ilT(\l, and so may afft.'cI severol different IOC,1tinnson Ihe 
targeting diagram. 

The gun sight is placed on the t(lrgeting diagrom.1f the 
centre of the art"a marker lies in the whicic's frontal arc 
then the player must pl;:acc the cross-hairs within the 
frontal zone. If thccentre of the area marker llcs within 
the reM arc then the player mu,st place Ihe cross·hair, 
within the rear zOlle. If the cenlre lies anywhere else, 
including on the vehicle itsdf, the gu n sight can ~ 
poSitioned anywhcl'C on the diaf,-ram. 

• 

• 



• 

• 

Roll to establish where the shot strikes the target using 
the gun sight. First roll 206 along th~ bottum, and then 
along the sidtl 10 establish if and wh"re \h~ shot hils. 
Howtlvtl r, instead uf roBing just on(e, ro ll once plus 
once more for every inch of the templ<'lle r;'ldius. The 
chart !>dow summarises the number uf roll s. 

}" -1 1/1" 

r .2 1/1" 

3 

Number of rolls 

2 

3 

A single D6 roll may be made to estabH~h ·Ilug~ Shift, 
in which case the same dice result l>tanus for all rolls. 
On.::e you have established which p<lrt5 of the vehicle 
have been hit determine damage as norm,ll . Note that 
shots may still miss th~ vehicle out iiiX' on the dtagram 
in which case they have no ef(e(1 even though the am:! 
template lies over the vehicltl • the blast hn simply 
!>ilsscd very close without actually hitt ing the whlclc . 

HITS FROM GAS WEAPONS 
Theil"' is no need to determine where gas cloud~ ~trilw II 
vehicle. Any exposc<f crew members arc automatically 
hit and su~tain damage exactly !rke foot troopers. Gas 
weapons areotherwisc unable to affcct vehiclC5 • 

VEHICLES 

HITS FROM STASISrrANGLEFOOT 
If the vehicle model is tuuch4.od by the grenade tt':mplatc 
thtlll it is affl'Cted . No roll is made on the ta rgeting 
diagram. 

HITS FROM VORTEX GRENADES 
Vurtex grenades destroy eVf:'.rything they touch. If the 
("('ntre of th() vortex marker paSSl'S over the vehicle then 
It Is destroyed and removro hom play. If SO" or more 
of the vchidl! is covered by the vort('x marker then it is 
also dcstroyoo, regard\('ss of whcth()r the Cl!ntre passes 
over it. 

OthC!rwisc, if the vehicle is t:ouched by the vortex, but 
the ccntre does not pass over It and less than SO" is 
covered by the vortex, rol1 for damagtl as follows. 

Place the gun sight over the targeting diagram as 
lIom"lal alld rol1 206 - read the l"CSult along the bottom 
of the gun sight. 

If the vortex is approaching frorn the front then a\1 am:!s 
to Ihe front of that pOin t arc hit . If the vortllX is 
approaching from the rear al1a~s to the rea r are hi t. If 
thl"! vortex is roming from tnt: side, a\1 areas 1 either side 
of the. point are hit (cg roll I' and all areas 5 through 8 
arc hit). Evcrylh ing hit by a vortex is destroyed. 

On the next few pages you'JI f"il1d the fi rst few Data Records; more will appear in fu ture months. 
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ORK BATTLE WAGON 
The &ttle Wagon is an extremely common type of lilTge 
vehicle. Its d esign, like In:!! of Vo.'ar BuggIes lind most 
other Ork veh icles conforms to Olle! or o ther of the 
Iradition OiI types known throughuul Orkdom and 
copied by Mckboyz for mllny generations. 

Datllc Wagons are large vehicles deSigned to carry a 
whole fighting mob of Orb including any Crctcilin lind 
Snolling servants tha t accompany it. It is poSSible to 
squash an almost unlimited numtx-r of these undcrlin85 
intu the IlattJo Wagon, and ""y that can'l fit inside will 
be quile happy to hang 1,111 to the bodywork or grab 
hold of the vehide's flagpole. 

As these vehicles are large, heavy ond prestigious. it 
follows that they usually belong to thc most important 
Ork fam ilies. In b.lt!!!! they might be ridden by thc 
family leaders or Nobs, or they might be commanded 
by Oll~ of the various tyf'C5 of Odd boy. A family might 
also ~ntrust it~ Ork Buy:t with th~ &ttle 'v\';Jgon if their 
Nob want~ to figh t elsewhere. All Ork Warboss might 
dcddt! to mnulll himself and his entire rclilluC ill a 
Bailie Wagon, or even several Battle Wagons If his 
n .. lillue is suUably large and impressive. 

n.,ttlc Wagons arc pmvidl'Cl with flagpolc$ so that the 
Ork who OWII~ it can d isplay his personal bannL'T Or his 
clan banner in an appropriately promimmt positIon. 
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Mckboyz sometimes build a Battle Wagon for thei r own 
use but nOI all Mekboyz favou r this form of 
tr.:tnsportation. Some Mekboyz prefer ~ma lh!r and 
lighter vehicles for their personal use, [a\lOuring the 
exhila ration and spel'd uf the WilT Buggies or Bike~ 
ralher than the ponderous invincibility of the BaltIc 
Wagon. The Baltic Wagon is not an espcdally {,Ht 
vehide, but it is heavy and just about impregnable. Its 
only points \;If weakness are the Orks inside, w ho 
generally fail to kccp thei r ht'ads down behind the thick 
armoured plates. 

The armament and other spt!Cific dct ilils of the Battle 
Wagon's co nstruction vary il greal deal from one 
vehicle to the next, so that some individual Battle 
Wagons lire completely covered with extra tUTTeIS, 
cuvered awnings, new dl'Cks welded on top, and other 
features which either thc Mekboy who made it ur the 
Ork who owns II considered completely essential al the 
tilne. Weapons are il case in point. As Baule Wagons are 
mostly owned by Ork famili es It is armed with 
weapons belonging w that famil y - and thesc will 
naturally vary a gT(>at deal. Because of this tremendou~ 

variatIon no wcapon s have been included on the 
diagram. Where wl.'Ilpons arc carried they will be 
operated by Ind iv idual Orks, and any casua lt ics 
amongst the Orks inside can be rondomi~d IIIno[lg5t 
all thuse inside. A Baule Wagon can be 1I.we:! to tow a 
piece of Ork artillery such as the Hop-Splat field gun, 
the crew for the wC:llpun can ride in sid e the BailIe 
Wagon. 

• 

• 
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ORK BATTLE WAGON 
OATA RECORD: OAK· ' 

I3;!ttlc Wagons arc I,1Tge vehicll'S dcsigned 10 carry a whole fighting mob of Ork.~ plus their attendants. Weapons vary, 
as each Ork will outfit his Battle Wagon differently. 

Typo 
FastSpccd 
Combat Speed 
Slow Speed 
Crew 

Tr3n'purt 

Wheel 
20 
11 
6 
1 driver 

There is no limit on the number of 
Orks or ~ervllnt5 that may Ix.> placed 
Inside the vehicle, other than the 
ilc tually numb"r of models which 
you can fit inside. This will vary 
depending on which mOdels you 
choose and huw many you arc able 
to squash in or on the B.1ttlc Wagon. 
Any models which fall off during the 
game arc lldjudgcd to have aClually 
fal1en off .. . su players who feel 
cllpablc of fitting dOlens of Orks in 
their Blltlle WJgons should watch 
out! 

REAR 

WHEEL 
12 

l'k.lpons 

l'oints Value 

FRONT 

No specific wCilpons are included as 
the Batlloe Wagon may be used 10 
mount any of the wCilpuns owned by 
the Ork f;lmily. The weapon moelels 
must be placed Inside the Battle 
Wagon together with their CTCW and 
the same comments apply regarding 
models Which fall off a~ to other Ork 
models. Weapons can be fastened on 
to more permanent mounts on the 
Battle Wagon if you wish. 

The I3;!ttll! Wagon ha5 a points value 
of150 . 

FRI5NT""* 
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ORK FUEL TANK HITS DATA RECORD: OAK-1 

Ork vehicles are powered by a unique blend of squig and fungus derived gascs. EVL'I"y Mckboy favours hi~ own 
mixture which is enginccrt.>d not only to provide a volatile combustible fuel but also to enhance the sound of the 
engine and chOlractcrise the smell of i ts belching exhaust. 

The spc«! of an Ork vehicle Is I'(!gu]atoo by a valve mechanism - the driver opens the valve to let more fuel Into the 
engine so that the vehicle goes faster, by closing the valve the I;'nginc and th.c vehicle both slow down. Because of the 
extremely vu\atile and often unpn.>dictablc nature of the fuel, a hit Oil the fuel tank or delivery system (iln lead to the 
vehicle going out of control. spewing fuel in all din,>etlons or simply exploding. For this l\c'ason Ork vehicles have a 
spedal targcllocation for their fuel tanks and any penetrating hits on this tank are resolved by means of Ihe special 
Ork Fuel Tank hits table. 

ORK FUEL TANK HITS TABLE 

D6 Resul t 

1-2 Control Valve- Smu hrd 
The controlling valve is smashed and the 
vehicle continues to travel atlhe !\amc sp~ 
for the rest of the game. The vehicle can ~Im 
be steered normally but the driver hilS no 
control over the speed. If the vehicle lcaws 
the table it docs not return. 

3-4 T.lnk BuulS 
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The fud tank is ruptured and clouds of 
volatile fuel spew out over the vehicle, The 
vehicle wiU explode on thc D6 roll of a 4, 5 or 
6 madc at the beginnins of its subsequent 
turns. If the vehicle explodes it will erupt 
into a ball of fire with a rad ius of 2" - the 
vehicle and all of Its crew are compleu:ly 
destroyed . Any olher models inside the fire 
ball will lake a single strength 5 hit and 04 
wounds with normal Saves applying. 

5 Fuel Tank Rupturn 
A corrosive cloud forms centred around the 
vehicle. All crew immediately jump off 
regardless uf the vehicle's spc.;xi. Place a 2H 
radiu5 wad of coiton wool over the vehicle­
any models inside this area susta in a Single 
strength 5 hit due to corrosion, normal 
saving throws apply. This 8iI~ cloud remains 
in place when the vehiclc movcs. and stays 
on thc table unti l it disperses as explained 
below. In its own lurn the vehicle continues 
10 move out of control as it has no tlriver. 

As the vehicle moves it trails a corrosive 
cloud behind it - to represent this you will 
need more ootton wool 10 repf($Cnt the Irail 
of gas. Once the vehicle has moved plilCI! 
aoather 2" radius wad over its Anal pos.ition. 
Now fill in thc space between the two gas 
areas with a 4" wide trolil of gas creating ~ 
trail which foUows the path of the vchide. 

Any models COVL'l"ed by Ihe gas tra il suffer il 
single strength 5 hit from thc corro~ivc 
effects of the fuel vapour. Once the vehicle 
has moved and casualt ies have been worked 
out roll a D6 and remove that number of 
inches of gas cloud from thl! rear of the trail -
in this way the cloud always disperses 
gTaduaUy fmm the rear and will eventually 
disappea r. Whilst it persists the cloud blocks 
li ne of sight in exactly the Sil nle way u 
smoke. 

6 Fuel Tank Explodes. 
The vehicle is destroyed and its crew 
crisped. Place a 2" radius area marker over 
the vehicle. Any models inside thi"! fire ball 
will take a single st rength 5 hit and D4 
wounds whe r\! appropriate with normal 
saves applying. 

• 
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RHINO 
DATA RECORD: IMP1 

The Rhino is designed to carry troops into forward fighting zones. It can deploy its tTOOp" very quickly, and Gin 
continue to offer battlefield support with its turretted bolter armament. 

The vehicle forms a sl,mdard part of the Imperial Guard's armoury, ilnd hilS seen wide service throughout the Wolf 

zones of the Imperium. It shares a common chassis assembly with the Predator but Is less heavily annourod and it is 
nat T'Cillly intl.'nded to opc;rOlt c against enemy armoured formations. Possibly Its most useful weaponry is its smoke 
launcher which can be used to lay down covering clouds of smoke so that troops am advance without being seen. 

Type Track 
Fast Speed 20 
Comb~t SJX't-od 14 
Slow Sp.!t.od 6 
Crew I driver 
Transport 10 

Wi.'apon Double bolter with 360 degree field of 
fire 

Smoke Launcher 

The double bolter is synchronised to fire at the same 
target. Roll once to hit · either both hit or both miss. 

REA FRON 

lWIN BOLTER . )60 ' 
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PREDATOR 
DATA RECORD: IMP2 

The Pn.>dator Assault Tank is well J.nnOO J.nd armoured in the tradillon of conventionil l armoured fighting vehicles. 
It is based on the Rhino annoured carrier, but has improved armour 35 well as add itional armament. Although ~low 
and ponderous, few Other figh ting vehicles can seriously compete with its massive fire power and hc;lVY armour. 

On the battlefield Predator units provide the mighty pUlI(h that can stop an enemy a$~ult dead in its tracks, :md 
which C4l n cqUJ.l\y easily burSt through the enemy lines and allow infiltration by lighter, faster uni ts. It carrics two 
la5-cannons, one mounted on each sido, plus an auto-cannon in a well announ:d lurrd. 

Typc 
Fast Speed 
Combat Speed 
SlowSpoocI 
Crew 
Transport 

Weapon 

Track 
16 
12 
4 
1 driver and 3gunnou 
None 

Las-cannon with ta rgeter and 180 
degree field of fire 10 left 

Las-ca n non w ith targeter and 180 
degree field of fire 10 right 

Auto-cannon with 360 degree fI{'ld of 
fire 

Smoke Laoncher 

The double las-cannon <Ire synchruniSL'Cl to fire at the 
sa mo ta rge t. Rull once to hit - eilher both hit or both 
miss. 

REAR 
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A UTO-CANNON - 360' 

LEFr. 
lAS-CANNON _ ISO' 

AUTOCANNON 
20 

FR 

RIGlrr: 
lAS-CANNON - 180' 

• 
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BATILEWAGON BLlTZKANON ATA RECORD: ORK1a 

Ork Battlewagons vary tremendously in details of their construction, and it is quite possible that there are no two 
alike in all Orkdoffi. Some have considerably more super5tructurc or even several decks, while others sport turrets 
concealing weapons. This offers tremendous scope for the modeller, whether expert or novice. lndividually modelled 
Battlewagons can also be kitted out with new and diffen!nt weaponry, which makes them different and interesting 
on the g,J mcs table. A Battlewagon can carry any heavy weapons gen~tcd for the army's Nobs, ,Jnd can in theory 
carry a~ many weapons as you can cram on board (the Ork Anny Lists place a limit of 6 weapons in total· bul the 
Battlewagon can ca rry morc so long as they are represe nted by model s). The Nob whose f,Jmily owns the 
Battlewagon and weapons d0C5 not need to ride in the &ulewagon himself but he can, of COUBC, do so it he wi~he5. 
The Battlewagon version shown here has a Kustom Kombi weapon made from three Aulo-<annons fastened 
together! This Wil S invented by the !,Jlcntcd Ork Mek Tony Cottrell, who c,Jlls his creation a Blit:t.kanon. Tony's 
conversion of the basIc Battlewagon appears elsewhere in this issue of White Ow,Jrf, As Tony has gone to all the 
trouble of providing a special weapon for his Battlewagon we have decided to work out a special Data Record for it. 
You Can do this for your o wn conversions if you like, or you can use the ~tandard Data Re<:ord and targeting diagram 
and randomise any hits on the crew bctwe.:n crew members and any weapons mounted on the Battlewagon. 

T,I'" 
FastS~ 
Combat Speed 
SlowS~ 
Crew 

Transport 

Wht!el 

" I. 
6 
t driver 

A~ many Orb and their servants as 
you can gel inside! 

Triple Auto-cannon affectionately 
known as the Blllzkanon. The th ree 
barrels fire as a single weapon and 
cithcr alllhree miss or al1 three hit. 

REAR \ ONT . 

WHEEL 
12 

~, .. '''' 
7 

BLITZKANON.90· 

WHEEL 
12 
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ORK 8ATTLfWAGONS 

FRONT 1'/1111" /LIII'IIA.II,I/.\G THE .II,ISSED HR/i POW£R 

GOFFS 
Waa:ugh the Goffs! The SnOlling 
and Grt'tchin attcnd:mts hang o n 
for dellf life as the Goffs, 
mightiest of Orks, rOar into 
battle. Thi s st unning piece o f 
modelling and painting was 
executc!.l by the Studio's own 
Goff Warboss. O:l.Ic Hul"S!. Oak 
has armed his battkv ...... gon CI'(:W 
with variOUS Ork hartlwc:af and 
kUSlOm weapon s and 
supp lement ed them with 
G retchln and Soot Uog ;ltlcndaIlL~. 
Most of these :ltIcndants are from 
Cit. de!'s range of Blood Bowl 
PJaycn>llnd HOOligans, painted In 
tbe f.imilill.f hl:.tcks and checks of 
the Gaffs. After the: w.agon il~clf 
had httn painted, Dale festooned 
it with glyphs, tfophlts , 
Strt':lffiCns and hanners. 

Hili t:I.AN $1',1I80L AND CLl'PIIS WI1.R~· PHOrocOPI£D PRO,L' WAAARGII 'flit." f!IlK.\ 
THEl' weRt! TIIEN PAI,vTIIIJ ANI} GLUIiIJ JlJ nil; SIJ>E P.tNF.LS 



SNAK~·8IT~S 
Inn's Snake-Bite Battlewagon 
beautifully captures the fel'lll nature 
of the clan. Skulls hang from the 
mast , a hUIlt: homed ~kul1 is roped 
to the fronl a nd Marine helmclS 
Impli ed on spe:us act as :I. grim 
reminder (0 the Emperor's elite 
forces. 
Thl: brightly­
coloured 
banners, bunting 
and streamers 
were all painted 
omo paper 
before Ihey were 
:l.1t3ch«l to the 
wagon, as were 
the cn:w, 

8 rilli:ml patterning and 
piclOg.rnms have been used 
to dccor.uc the body-work 
and Conll':lSl well willi the 
ruSty, mud-stained wheels. 

• f i~v\.:'M£1j:JL 

TII8 RQI'B ,," ,'if) l)IiC(JRAT(I'i! T,H$U'..\" ON 1'I1t! smli WHItI! MADE PRO.1t TWISTED WIIW ANn ,IWIJRLLlN{; I'U1TY 

OR}..'S AND Sr,'OTUf,'GS M.lltl! lIANG ON FOR 111'..411 LIPEI/~)4.v liAS PAINTED TilE CLAN $1'111110£ 
ON TilE SIDE 10 LOOK UKE IT HAS 8liEN MADE PRO.1f HONE 
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ORK BATTLEWAGON CONVERSION 

by Tony Cottrell 

This is the first of a series of conversions using Citad"l's new Ork 
8 attlewagon. Here we look at how to make a 8attlewagon with a 
8L1TZKANON. This is a simple conversion , well within the 
capabilities of anyone who 's made a plastic kit before. 
Besides the Ork n attlewagon kit, all you'll need to make \he 
bliLLkannn is a biro (the type with. ).exa!,onai barrel) and I 
small shcclof plastic card (O.()It " Ihickness) I,Ir L11;o cardboard. 
You' ll also need \he following 10015; I sharp knife •• steel ruILT 
and some fi~ sand p~pc;r . 

[n the irulrucliolll, the pUl$ prccccded by a G Ider !O pam 
specially made r", mil model, details of which Irc given 
below, The other numbers refer to paT1$ from the B~ILlew81!.on 
kit - these nWTlbers arc the smIC as thos;e in !he Bliliewagon 
inslruction k.net. 

MAKING T HE NEW PARTS 
The armoured bill (Gl). b;tCk bllz (G2) and konon hold:. 
(04) can be made from either Illauic card or thin tardboard. 
Lighlly glue the templates provided 10 your card and. using the 
templates lIS a guidt. cuI nul the shapes with. sh.ll'p knife. 

DLJ D 
ARMOURED BITZ 

(:.2) 
BACK BITl KANON HOLDA 

(X2:) (x2) 

4. For the kanon ko~·eu. glue the $pMe wheel plates (8) In 

tile lop !'If the kanun barrels. 

S. To nutkc the kanon rachilS. glue the shiel<Js (OS) onto the 
bolts on thc sides of the kanon - Ihe~~ are fur aiming the kanon. 
Small handles from. plu tie rod can be added if you W81l1 . 

• 

Remember, if you're cuuing anything with a modcUin, knife, 
always work with. 5houp blade and make IlIre you CUt aWly 
from yOUT fUigers. You'll rmd the sted ruler helpful ror cultir,g 
straightlinl'S. 

6. You mike Ihe bullit sto pp' by gluing Ihe compartment 
sides (21, 28) In Ihe front uf O,e kant)n. You'll need to remove 
• small 1"'11 of the lip on tllCSC 10 improve the iii. • 

If you arc using plastic clIfd you'll just nee,J to ACore it, then 
berKI it and it 'll break down the cut. n~ hole in the hnon 
holda (04) can be willed with the end of the knife. 

The kano n barre L~ (G3) are mJlle from Ihe barrel of a biro. 
CUi the barrel inlO three equal lengths by scoling wilh the knife 
and then snapping. 

The above plUI;C parts can bave their edgC'S JmUOlhed using 
the smdpapcr. 

11le ka non rachlts (G5) .Ie round plastie shiclds. 

ASS~MULY 
I. Auemble the R:lI\lewagon IS nonnll but ICive o ff Ihe 

wheel guards (10, 1 J), fighting compartment sides (21, 28), 
spiked railillgs (26) and lights (30). 

2. Glue the three boon harrels (03) togelher . 

3. To make the side bil7~ remove the ends of !he Uruts on 1/", 
wheel guards (10, II) lind glue them 10 lhe kanon barrels. 

W044 

1. Glue the kanon holdas (04) 1,[1 the ,jtlu o f Ih~ kanon 
b<VTCls so 11u11he front boilS go through Ihe. holes. 

8. Glue the completc blit7.kaoon inlo the fronl of the fightinl 
compartment. 

9, Glue the armoured bilz and back bil t (GI and G2) 10 the 
edges of the cha.uis. 

10. Ypu can.dd utn delail like rivets by using. Ihin plastic 
rod. Just slice !he rod iolO ~man di~:s. then add a small wop of 
liquid polystyrene cement to Ole place where you want Ihe 
rivet. Now position the disc onlo the model by picking il up 
using the point of. sharp knife. When tllC rivets have tldcd, 
smooth them offby gel\tly slllding. 

T ilE COMPLETED MODEL 
Rules and datashul for the Batl/e .... ~gon with blitlJtanon I re 
givcn in the new Warhammer 40,(100 vehicle rule •. Painting 
guidelines can be rowwl in 'Eavy Meral, alung with hints and 
lips rOt painting your unconverted Balilewagons. 
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Weloome to lhis month', 'Eavy Metal. 
Tn this issue we're felluling Or le s 
fairly heavily, with I SImple Evil SUIll. 
army, some of the moSt recent releases 
and two Qr the KIUMing newplastie 
Battlewagons painted by Ivan :and 
Dale, plus Tony Cottrell's BIIlIe­
wagon conversion with blitIkanon. 

Along with the Orles, we also have the \aIU! masterpieces 
from the Srudio Itaff, Dope )'ou enjoy them. 

EVIL SUNZ ARMY 
Waa-Wu;rokk is I thousand point arm)' ideal for .. ~ingh'! 
eveninl'S wlrg.ming. It consists mainly of plls lic Ork 
miniatures with a few mel3Jspcciaiisu and vehicles. Thearmy 
is Iud by thc Evil Sunz Warboss, Wa:uoklt, atKi his personal 
retinue: S Bosscs ... Painboy, I Mcl:llI\illk, I Runthefd and I 

Wclrdbo)'. Alllhe5e minialUJeS hive been p.wted in the brilht 
teds Ihat are typical of the Evil S\Itl1.-

The quickest and easiest way to set a really hright red is to use 
a bue eOlt of Blood Red and highlight wilh Blood Angel 
Orange and Sunburst Yellow. When Ihis is dry. you can put on 
some deep shading, especiall), round the edges of the red 
are"" to provide defmitioo. A thin wash of ink i ~ the easi~t 
way _ Red is bc:~I, with just a tin)' Spol of nrown to deepen il. 

The spc<:lIIcuhr Boss-pole WII! designed and painted by Dale. 
He flut su:tched iI out on paper, then drew it up nutl)' and 
plinted it in. We've made it ellSier for you and provided a 
limpleblack and white mawiJIg for you to photocOp)' _all you 
have to do ill colour it inl 

The whole o f the army WI.I JHlinlcd with uniformity in mind. 
10 thlt all the miniltmes look like .. coherent group. This is 
somel.hin& that only requires a little thought but ean make all 
the difTcrenee to the Ippearance of yout um)'. Look at the 
Boyz; Mohr. for instmee. They have iii bl:en painted with very 
similar wupaint md deoorationun their dothing; lhis helps to 
identif), them immediatel),. 

i 
I 
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The anny also ineludes a Mobof Bad Moon Boyt.and a single 
Bos$. These , epresent the Bid Moon trlders thll hive bl:en 
admilled \0 the Evil Sum: camp. The Boy·t Mob hu been 
painted in the uUlv.gant colo\IJS and pa\1l:m5 typical of their 
dan: bright yellow with black flames is I f.vourite. 

When painting bllKk names, alwIYS plint and highH&ht the 
background oolout rllSt; in this clSo~ , we used. base e011 of 
Spcllrst.ff Brown, hill.hlightcd wi.th Sunhurst Yellow Ind 
SkIlU White. A lhin w~h of Yellow !.role WIS applied over Ihe 
areas when they were dry, brignleni.ng !he whole are. up and 
remuving any ehalk.y eaeel thaI may have rcsulu:d from using 
too OIueh white in the highlights. 

ORK BATTLEWAGONS 
The Ork B.u!ewlgDll is the latest Cillldel multi-part plll5tic kit 
and. in our opinion. the best yet. N:sembly is simplicity itself 
_ ju~1 follow the step ·bY-5tep instructions and constructiun 
diagram thllt come with the kit. 1~lystyrene cement is the best 
sort of ,Iue I.Q use.. idelll)' the kind Ula! eomCii in I pot with its 
own application brush. Be caretul that you don'l use toO rnU(:h 
glue when Itiddn, pieces tUi.'Clher:as thi5 can melt del4i1. 

The Battlewagons that Ivan and Dale p;untw wele both test 
rnoo;kb of the final plutic kil, so there life' number of pieces 
thlt come with the kll which aren't shown on our "Iinted 
versions. The amount of deta.il and accessories you get on the 
sprue is amaring. There's every ~ of Orley too l that )'Ou 
could wilh 10 adorn your Batt1ewagon with: spannel5, 
hammell, bnM saWI, uil eans, dn'ls - every time you look 
something new appears_ 

The besl way 10 paint large vehicles is to leave the Clew Olll 
and p ain t them Ie.parltely. Dal e undereoDtcd hi' Goff 
Battlewagon with black spray insk.W of the nonnel wilile. He 
then drybtushed on Ihe highlighlS with a large ~h, adding 
Skull While 10 Chaos BI8ck as the highlights got IiShter. Any 
deeoralion thlt he wanted Wall added lasl; Ihc black and white 
checks were painted on with a fme brush. 

One o f the 010$1 IItnctive featureli o f Ivan's B,ulcwlgon i~ 
the buntin, running lIound the top or the mISt. This is 
supporled by two pl"lic Elf spears glued lO the front or the 
bodywork. The hands were carefully rmlOved rrom lhc spears 
with a shup modelling knife. 

The individual pieces of bunting a,e just smlll JqllarCli of 
paper with a glyph drawn on n\;h. Iv.n drew them I U OUt 
IOgethc.r on I shool of paper, painted Ihem in and then Clll thcm 
OUI and aUlched them to the twisted ... ·iro s upport. We've 
pruvlded copics o f IVln and Dale's blnner. CM ),OU tu 

photoCOpy and CQIour in. 

Also feaNred in tIt;s month's 'E!,vy Melal is I Blttlew.,on 
conva-sion by Tony CotlMU, painted by Ivan. The rusty metli 
drect on the wheels WII! aehieved by I rairly slow but very 
effective IOChnique. Ivan painted on I base COltO! Chatomail 
which he leIt 10 dry. ti e then dlybrushed lhil with Bestial 
Brown and 'Ive ita wash o!Brown and Orange lnb_ When 
tltis WI.I dry, he drybrushcd it up Igain with Chlllomail .nd 
Milhr il Silver_ A (inal wash of Brown .nd Orange Inks 

finished Ihe effect ufT 

Tho yeUuw areas were given a bl.se ooatof Spearstlfr Brown 
and hiShlighted up with Sunburst Yellow and Skull White_ 
When this WIS Ihorou,h1y dry, JVIUl painted on names with 

Ch8aS 8laek. 

• 
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NEW RELEASES 
The tWO plges of Studio stllf! work sho ...... $Offle of the lall$( 
()fie and Eldar miniatures as W1:U lOme ~w fillllu)' rdeases . 
Also shown is the winnCl' of !he 1990 Golden DcmUll Sla)'Cl" 
5"'0«1. Dave Sopct', amazing Nurglc Predator. Dave .1.arled 
wOlkins on thil ri~e ]HI Oember and only ju.~1 finilhed it in 
lime _ that gives you some idea of how much work he's put 
jilin ill We'll bc.doillg a special feature on Dave', WOlle in Ihi~ 
yoar's FalUu)' Miniatures book. alOllg willi alllllc best of !lIe 
1990 Galden Demon entries, 50 walch out for it. 

Tl'le Su Elf repeating CroSllOOW .nd the Grefchin crew we.rc 
designed by the newest member of the Citldel Miniatures 
design team, Colin Dixon. who is cun enLly wurlcing 01\ somo 
ltunning fanwy Dwarfs. 

Tile squad of Fire Dragon Aspect Warriors was pWilOO by 
TUll . Each of the minialure5 has bDcn painted identically bul 
two of them arc from the lalC5t releue, in.n I&&rcssivc 
fighting pose. I Ie p.unted the E\dar Ouardilln from the Ricl . 
Ttul CI"fLworid in stMlling, brightf,;olows, He used" b;ue ooat 
af Uhramatine, highlii\ht.ed with Enchanted Bltle and Electric 
Blue. He save the helmet a hue COil of Sunburn Yellow, 
highlighted with Skull White; the ~Iripe$ werc then paint.ed on 
with Chaos Black. 

Two of Fnnces Ell)'atd's Terminators armed with Nemesis 
force wcapons are also featured on this pISC. They'ye been 
painted to fil in with Ille res t of her Terminllor fO lee in a 
distinctiyc green III1d while ealour;ng, Fiances used. basc 
coat af Goblin Green, highlighted with Riliolls Green and 
shaded .,..ith a mixture of Goblin Green IUId Moody Blue. 

MARAUDER MINIATURES 
This monLh 's M:ltlluder pages fellture someor their very lalest 
relcnel. The Wyv,-'TI1 was painted by D.le. He uscd • base 
caal af Goblin Green, highlighted with Rilious Green and 
Rran7.ed Resh. A shading w:uh of Green Ink helped to pick 
out the dcflllition. 

Tun painted !he Chimera. lie tried to get a different effect on 
ueh of the three heads; the naturalistic finish on tlle$e is 
eonllasted shvply b)' the bright r<:(l on the winSI. He save tJu; 

lion', head a base ealll of Ore Brown, which w .. ~ then liven a 
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wuh of Brown and Yellow Ink and hiShlilh tcd with 
Spelln\arr Brown and Skull White. He painted the boar ', head 
and the rest af the body .,..ilh a mi~ of Deuial Drown and 
Chws Black which he highlighted with Bestial Brown. The 
caglc', h~Md is Ore Brown, highlighted with Skull White and 

then e ... efuU)' necked with Swamp Brown. 

lbc skin on the Black Ores was painted with deep rather than 
dark tones in mind. A hlISe eaatofWOI'Idland Oreen and Chaos 
Black was highlighted with Woodland Green and then Goblin 
Green. 

NURGLE WAR ALTAR 
The diorama on Ille back I;over fntures Ivan's Nurgle War 

Al tar accompanied by an Honour Guard of NUt,le Chaos 
ChampiolU _ a spectllCular sigh!" I'm sure you'll agree. The 
War Allar itself look Ivan over five months to complete. 
working in the evenings md over .... cc:bnds. The bllic frame 
was conU1\lcted out of thick wire IUId WII built up with CiIJ'­
body filler before the final det~il was added in model ling 
pUll)'. We'ye ,hown!he W ... All ... hefore in iuue 125 and 
you'll find more details on its construction in !.hal month's 
'ElY)' 1>1cIII - it 's such a superb modelth81 we couldn 't resist 
includinJ: it -1.in in this diorama sclling. 

Apolosiea to Adrian Wink and Steve W'l/IIlte for a mix up on 
lUI month ', Golden Demon Winners page. The Nurgling 
standard burer WIS in fact by S\cve and oot Adrian; sorry 
aboutthll. 

)ii.I-

Ji:J 

~'---=:--' 
Ivan Dal~ 
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£6.99 
• When onleling lhls 

miniature. ple9s11 
specify whethel you 

, would Ij~e the 
Sh8mlln Of the 

Champion, 

LIZARD TAil B 

SCORPION TAIL A 

TENTACLE TAIL D 
UON TAil C 

SHAMAN CHAMPION 

r& 
~OARHEADB 

MM44/2 
CHIMERA 

£3.50 
Wilen o,derinll IIlI~ 

mIniature, pleUE! 
'lHICilV one of head A 
or B. one 01 head C o r 

o and one Qf 
the lour tails. 

HOW TO ORDER MARAUDER MINIATURES 

PlCIt YOO" auSTIEM: Write 10 UI lolling U8 D.tC1Iy wt.11 VOl' 
wiSh to Older. Elch bUtter MI ita own indivlOuol numbet I,. ,he 
bo.o wl1h III photo 10 .. _mIH, to quote lhll ",Ilh you, Older. 
,.ek YOUt! MODEll: tn m~nv c ..... tha •••• 1"...,. ttI dill,"nt 
..-J11n.bbter,"_"~oflhe_modeIpOqIbIa 

'\bu '*' plclllIpKffi<: modoIaa< chooH It-..IIectIon DI ~ w'­
you ord'"",,'1 .,;Id lhe ....... nllene. or Jell ... fO/ the model, 01 
parlS to {he bll.,., cod. whun VQu w.I'1 to UL 

When )IOU .... Ofdetlng Indivkluol models el'ld pa<U of models. 
mIIkoo It rel~Y cIea< aac'lly whit you'''' efl$l'· wrile your ~ 
,,.,,IN'Iy in c:8pilai lertot. ... ~. can boI no mlnllh. 

MfTHOOl OF PAYMENt: '\bu cln o.dll by " fflIl t card ........... 
01 Vi .. I, lnMrnatlon&! mon .... Ordl' or by I cheque dr.wn on I 
BrItIsh bInl . Fot Iotelon orcIerI, I)In.N Nnd.a PI'fITIe/lt '" poundI 
IIItrling ...cI milod~ P ..... tII. I" M"lUdef MirII~ ... limiled. Th. 
mInimum order i, (10 IIId plUSI iI10cludl 40'" 10< IJOIUOI.1'I<I 
p,cullinll. ~ will alnd 'fOur ordll by ,Il. In,e,t route lllil tile 
POliaOI paid .llow •. 

Pit .... do not send WII,..,q • • p.ayment to< 'f'OU' OIde •. U.k. 
CIIilome .. pl .... do nal send cqll lot your OfdOf, 

TEliPHONI 0fI0£RI; You may hrl.pIlone an order u.i..., ace ... 
or ~i .. on 0602 474875 between 8 .00.m .nd 5.00pm on 
w .. kd ..... only. Plnse h ..... ,h. clrdhold~r pr.sent to liIi", 
' YlhorizalOl'lKl m. Ir.n.lC1ion. 
II you h.ve "'" problem, plen~ ConllCl YI on Ih' gbo"" oumb ... 

POSTNlf AND I'AC~G; the minimum order lIlot £5 with 
• standard ch.r~ of £1 fOf POStllQl.nd I)ICkielng. orolilin Ihi 
U.K. OVIr (20 do not h_ • pOSlage and PlCQlillnO chl<O" 
PIns. &II.,.... 28 d .... for d'~ ......... but norm.lly you aIlould fOCII"" 
your oral< w lll'lin 10 dayl 

I'OST YOU" O"Ot:RiS TO; Mlr .... " .. Miniatures. 3 o.rby TlirKe. 
Derl>'{ Ro. d, Nottlnghlm. NG7 INn 

Of.04I-__ ....... _SNOOOXIO..-Jr'0J00I.AOM ....... IS_8>OOO'UII;NDr'_ ... -....o 
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HOW TO DESIGN AN ORK HORDE IN EPIC SCALE 
BY ANDY CHAMBERS 

Orks are the most waI'Ukc and prounc race known to man. The ir unique brand of Kultuc 
is brought to the rest of galaxy on the great tidal wave ofOrk1ness known as (he waa-Ork. 
lbe Waa..()rk bcglns with the spontaneous gathering of Ot-ks around constnlctlon s ites of 
Gargants. the gigantic machlnc· ldols of the Orks which epitomise the crude, powerful 
Orkish gods. As the construdion of the Garg.lIlts nears (:omplcUon the whole of Orkdom • 
reaches a fcvc=r pilch of armame nt and preparation untll the Gargants finally waddle 
forth, bclchJng 1lce and smok to signal the begInning of a new Waa-Ork. 

Ork$ lire \lIe largest and 5Lronge.st members of the Orkoid 
rllce, which a lso includes the "nailer Grelchin and 
diminutive SnQIJings lIS related 8ub-spccics. The Orh 
n<ltur.lily form Ii .... arrior ",lite and u.:;e the smaller GrOfs 'n' 
Snou as servants llnd slaves. 

The Grctchin U$e !heir.sly cunning to make sure !heir roles 
are lIS comfortable :\05 possible by making themselves 
Indispensable to the Orks who tend to be lazy 3nd 
forgetful when lhece isn't a war 011. noe Snotllngs are tiny 
and of very limited inteJlect and 50 end up doing all the 
Job5 the Ork5 WOfl't do and tile Grctchlns wriggle oot of, 
Uke collectins and tending fungus In the Ork cesspits. 

The Orks themselves are warriors CDa Boyz;) or nobles 
(Nob z.) for the main part. Some, however, are born Into 
stranger liIcsryles a.s OtIdboyx. Oddboy7. are Orks who for 
one reason or anothcr pursue a role within Ork society 
which isn't purely involved in fighting (though they do 
come to battles, of course) - that', why they're OddlJoyl.. 

The most commonly known Oddboyz arc Mekanlalts, 
also known as Mckboyz or Mcks. Meks are the Ork 
engineers who build and maintain the bewlldering an~y of 
Yehlcles, weapons, spaeeera.rt and machinery u.sed by 
Orks, Mekboyz a re grc~1 innovators and inyentou but 
seldom plan their creations before they begin; rathcr tltey 
\:Ike an idea from 50fficthlng they've $CCll or heard about 
and conSHUct. It, klUitomisin ' it In typically Orky fashion 
with additional boll$and spiky bil.S as they go along. 

Meks have an instinCllve talent with tlUchlnes and their 
unlikely creations often work surptlsingly wcll, though It 
must be said there are oftcn some spectacular acddents 
al"lCl malfunctions. Mekboyz have II p:inicular affinity for 
force fields and maHcr transmission devices - they 
partlcul:lrly enjoy the crackling power and deep thrum of 
power fields, tra(;wr beams and similar devices. In this 
area they have proouced machines wholie dfeCl.$ defy 
expl;o.n;otion evcn by the Adeptus Mecitanicus, giving rise 
to the theory that Ihe Orkoid race is Ihe degenerate 
survivor of a much older, more ad"",nttd civilisation and 
Ihllt the Meks arc sImply recreating htlf_forgotten 
achievements orthis lo6c noee. 
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OI.he. types of Oddboy include PalnboYl ano Weirdboy' .. 
Palnboyz ~pcciaIl7.e In pouching up wounded Orks lind 
nlling bionik biu bual w~h the aid of !'>leb o. !>ainboy.l; also 
w-opcrate with Meks to CfCllte Ork Dread-noughts and 
Cyhoars (cyborg Bo~rs ridden into battle). Wclcdboyz are 
rare psydlit Orks who act as channels for the psycllie 
power generated by Orks in Nnle. 

Another common type of Ork often seen in battlc are 
M~dboyz. Madboyz arc deranged Orks who suffer a wide 
nonse of manias _ nof, that thi.~ makes them any l~ u.>iCful 
Oil the battlcfleld as they have a hlilbit of doing just the 
right thing at the right time (llno ocraslonally the wrong 
th ing at altogether the wrong time), Nonetheless, the 
Mlildboyz' re:ulessness and manic &tren81h make thcm a 
grellt asset, 

Orks don't have a strict military o rganiz:ltiQfl; they fight 
lind raid in relatively $mall group; known a.s warb:r.nd~ . 

W~rband$ arc composed of a number of mobz, each 
u$ually comalning 10-40 Qrk warriors on foot or a le.uer • 
number of Orks in vehicles. Each warba nd is led by a 
W:Uboss who keeps the mobllogcther througb a mhtture 
of strength and Otky cunning - Warbos.ses are not tno ined 
to lead, Ihey arc simply Orks who have demonstrated th~ t , 

they have the right amount of Orkiness to I mrre.~s their 
"oopo. 
Any large group of Orks is known lIS a tribe. A tribe nuy 
be nomadic or .s-cltled on a slnglc world or continent. 
Some tribe5 are small empir()!; In their own right - others 
lire migrating group..~ of pinolQ and raiders aboartl Sp<lCC 

hulks. 

Most Orb have itchy reet and are orten inclined to movc 
from place to pllIce, e.~peciall y during the Waa-Ork. When 
Orks go to war or JOIn a Waa_Ork, the biggcsr. Ross In the 
tribe JUSt tells the other W:Hbo5.5cs to bring along Da BOyl 
and they gel o n with the Impotlllnt ooMlderat ions, like 
kl1l1nS things, without worrying about how long for or 
where, 

The blggcsr. Ork boss In a tribe I.s known as the W:arlord 
~nd the wlllrbands he !.>rings logethe r are collectively 
known :as I n ork horde . The Warlord Nics the tribe 
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during quiet periods, dlspeo.sing the: r3-lher rough and 
rcady O,k version o f Justice and collecting tribute from 
subjupted wOfld6. Doring WalS, the WlIrlord Is leader for 
the whole Ork horde and ITUke5 all the big decislon5 like 
where to attack and how to do IL 

In ille lime oflhc W2a.O rk, the Warlord takes to !he rleld in 
his own Doss Gliorgant at the head of the ('.:Irgan! mob. A. 
p:irticularly wealthy Of powerful Wilrlord may convince 
a nother Warlord 10 Join the tribe and brlng his own 
Garg:JoLS to Join the moh 10 form II. Gargant nigmob. 

TIle Warlord is always open to a ritual challenge from any 
Ork in the tribe to II pit.nght for supremacy - th is means 
thai there Is seldom any IlC:.rious dissensiOn ill the tr ibe lIS 
the Warlord hlls pfOved his right to rule by demonstrating 
his Orki.sh qualili~'$ of strength and fishllng prowess. 

Unlike more conventional ;trmies, ;tn Ork horde h;as no 
pyramid Iype o rgani7.;ttion to it. The W;trlord just gets his 
'\U:arbossc$ together, lells mem what to do, and then le:aves 
lJlI::m to gel on with II, This means Ihe horde doesn't hold 
any equipment at higher command I~els to be distributed 
to mobs as needed and ~sn't move troops. WC3po!lS or 
eqUipment around between warb:andsj WarboMes don\ 
believe in I>lmiog. 

1broughout O rkdom lJ~re are numerow; clan.s. each dan 
has a particular approach to Orkine5S all of its own. 
Members of different dans mix freely wilh ln tribes, though 
some clans get along betle:rlJllln OOlt!rJ; ~ tribes have at 
least some members from every dan. The Warlord lcml/; to 
favour WIlb05.~e£ from his own clan and In turn they 
"'\'Our their own dan member, wimln me warband. 

Each cllIn IUCII itS own u-adiriQ.r'l5 a.ld ideas of how to fight. 
Thl.~ 1$ renected by the way the Warbo$Scs gather 
paniCUlar things In their own warband. The f!vil Sum clan . 
for example. are ob""ssetl with speed, $0 an Evil Sunz 
'Warboss w11l hllve as many vehicles in his warband as he 
a.n lay his hands on. There are six nujor clans in Orkdom 
and innumerable splinter clans. TIle six prinCiple clans are 
described below. 

Goffs 
The GolTs have a Slrong mUlt3ry aristOCracy ofNob1. in the 
dan and by far me mo.5l warlike lI11itu<.le of all the clans In 
thi~ warlike r.ce. Goff.s bvour black and see any other 
colour as weedy, Their warrlo rli ~He hardened veterans 
who believe that any fighting should be done at dose 
qvarterll. preferably c1os.e enough to ~ttle it with a good 
hefty belt! Go(!' warUands always have plenty of Boyz lind 
Nob7;ln them, and. !he Goffs also hllvc the '"rgCSl numbers 
ofSlormboy;t(ultra.mlliuristlc a rks who go to the unOrky 
lengths of drilling and wc:arlnG uniforlll$). 

Bad Moons 
The Bad Moons are noted for their wealdl lind 
namboyance, favouring yellow and blllck as their cl.1n 
colours. Because they are so wealthy. the Bad MQOrlS can 
aITord IOcqulp themselves well and have a 100ofNobz and 
well -armed Boyz in their wartXlnds. 

tIPICOJUCS 

OeatbSkul~ 
lbc O<::1Ith Skulls arc renowfl(!(i 'U thieVe.!i lind \(X){cr.s, a 
reputation which "ttracts many mischIevous Gretchin . 
Blue is considered a sacred colour by the Death Skull dlln 
and they often use blue warpllint on the ir faces and 
po.sterioB to atltllct the Orkish gods and bring them luck. 

EvllSunz 
Evil Sunz Orb arc ob.scss-cd '9fllh the kult of speed and 
have a lot of vehicles. arks Inaintain that rtfd w ..... z RO 
/u.sta..$O the Evil Sunl ritulilly paint their vdliclcs red lind 
wear:;lS much red as they can lay !heir h~nds 01'1. The Evil 
Sunz tuve a good aptitude for mechanics and technology 
and. OOIl-o;equently have lou! of Mckboyz. .-

Snake·Bltes 
The Snake-Bites arc the wrlde5t ark clan . TIleY believe 
5!tongly ill traditional OrkL~h values and arc proud of their 
ancient roots. Snake-Bite8 still maintain large stablC$ of 
Boarll and Cyboars to ride In to battle. and Snakc-Bitc 
warbands often conlaln 1I 101 of W1ldboyz (young arks 
who lite ht:ing introduced to Ork Kultur) and Madboyz. 

Diood·Axcs 
The Bkxxi-Axc:s were a very poOwerful clan who got ideas 
lIbove theIr station before gelling overthrown by the other 
dans in a vicious Interclan war known as Da Dig Party. 
Now the mood.Axes arc notorious trouble makers and are 
suspected of dealing with Ilurmns in exchange for wealth. 
Other a rks point to the Blood-Axes' predilection for 
comb"t (:;Itiguell and camouflage patterns as proof of 
Human innuence. This means flO other clan$ will fight 
under a Blood·Axe W2rlord, !:en~l1Il1y regarding them :a.~ 
$rirlkirl' 'oomliJ.-forAn'gftz. 
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EPICORXS 

DESIGNING THE 
ORK HORDE 

AJ; mentioned above, each Ork horde (Xlnsists of a number 
of warbands. You dUlgn each warband by atl2chlng mob 
countc:n to a warband cemplace, both provided with 
Ihe.se rules. ater on you'll find a sample horde - you may 
find it helpful to look atlhis noW and refer 10 it u you read 
through what follows. 

ORGANIZATION TEMPLATES 
An organization template Is a repr~ntlltion of the (orees 
available In part of an O rk horde. Each space on the 
template represents a single mob, which can be Boyz, 
Iluggi~. Of whatever - It all depends o n the warboss in 
control and what you want to go in his warband The Ork 
army 1161. tells you eXllctly what mobs you can place in 
what warbands. I'Of now you just need to remember that 
each ~pace: can uke one mob counler. TIICfe are twa types 
of temp late: the warband template and the Gargant 
mob template. Each Ork horde h..s ten warb<and~ and at 
least one Gargant mob. 

The warband template has a box 10 ( o ntain :a counler 
repre.o;entlng the W:arb006s and four extra boxes 10 contain 
the mob counters. The warband can have mor.., Uo)fcs If 
you want but all of Ihnn m\.lst be filled when you design 
the w,l.Iband. TIle Gargam mob template has:a bOle for the 
Warlord's Boss Gargant and five other mob boxcs. You do 
not h:avc to u..se alilhe boxes on the Garganl mob template 

- h ek PI.I. : clraw ". Wat~, bac;lI; plliw.,mboI 

WAR8AND 0 in 1Il10 dttulat sp.acI. TIll, Is 
U&ually 1 Wri811t on Ihe clan 
glypll 01 Ihg War boll. Tile -- rrJ -~~ back plall . ymbol I. 11110 == I ~ usecl '" vehicles ,,' 
blllllel. 10 ma.k IlIlm as 
belollglng 10 1M warbllrHI -

~ 1-1111111 @[] keep you •• 'UIOIIBbly 
almpll all Ih at. you can paint 11 II III on yOU!" modIlI. 

WI/band 'a Nlme: Ihl - @ill w"b.1rH1·. l\:lIIIe il ulu,lty .- 111 1 ,-- derr.oed from ... "_ oIlhe - - -- Watbo" wilh!he addition 01 
ft I.w ehoke WOld. u ylnll 
how poworful and dangerous 
th l w"bllnd II _ GrubllllZ ' 

Gul Boyz (Grubnn· Death Boyz ) or BUllurukz· B.cI BOYl '1' 
e.wnpl .. oIl)'piellnamn. You ClIO .rlher think up I _ lor yow 
Watbou or generalt_1rom 1M t.iIbIel ~ Waa;ugh thoOrM. 

Numbolr 01 M.kanl.k.: wtlteln he" 1Il10 lIumlllr or MQkatllaks in 
tho wa~ - MIl It>oo S"..:ial R~"I socllon tar det.H" . 

Wtrbos. Bo~ : fix a .:r.n gtypl"l OO<.o"Illir h .... kI show whal d ... 1M 
WIll*- Ie "am. 
Mob 80 . .. : you c:atI ~ _ mob 00<.0"1181" In eadl bol . You moll 
Irtaeue the numbttr 01 mob bol es II you wll-h by drawing more 
bo.1II betD .. !he IGompi:ue or $~o;krng .. _allitTljllare'IOgeIhe' but 
fllmemb..-when you M outlhrl l~ale overy box mue l be ... 9(/ . 

W"b081 A.llm .. : Ihe Warbol' can be riprllanUHI elther by. 
Warbou IIIfId or l1li eXInI whlde of a I)'PI Plesenl in on. 01 III 
w ... b;u1d'. mob.z. Wn. hII. how tNt WMbos. il lO bo 'eprNIIlted 
ontable~. 

W.rblnd B1nle A.II"e: IICId up thl DIal battle IIIIII!II g{ .11 tI\e 
mob.l you·WI chosen 10 be in lhe wa,band IUld wllW It in hefe. 

W052 

but If you want to add morc boxes you mu:;!. have one less 
walband for e.lc~ extra Gargant. 

MOB COUNTERS 
I.ater in this article, you 'll fi nd a page of counlers. 
Photocopy th~ and stick them onlo a sheet of iSliff aord 
lJ.efore cutting them out. You'll probably need to 
photocopy 5evenlll sheets of counters to have enough 10 
fill out the whole IlOfde. 

Each mob counter reprcscnl.$ troops or vehicles which are 
prescnt in a warband. Mob counlers are d ifferent to the 
d etachment counters used in the Imperial Guard and 
Marine army IislS bec::ause they don't represe", 
independent deuchrnents. Instead, they show what'$ in 
e ach w:lrband In a baulc, the warband acts as a single 
detachment ror alllntCflt.~ and purposes with all the mob.~ 
in it fo llowIng the same orders (for more details 5ee the 
Special Rules 5CCl1on laler). 

The mob counters have an ilIullualion of the mob type 
Ihey re pr~nl:lS a gUide 10 enable you to quickly p ick out 
lhe right coullters when you're designing your horde. At 
the bottom of Ihe OOUnlcr is the baltle rating for the mob. 
Note that this Is Ihe Il R for the whole mo b, not its 
indivKlual elements. The army list tells you exactly how 
many Infantry stand:; or vchicle.~ arc in each mo b. 

Ttl II>o. Nlm. : wtiLt 1M lI"ibai 
nlml In """t. Ttlbn a'. 

GARGANT M08 olten nam.d Ih .. Ihelr 
Wallold with additional , ..... ..... honorifics; a flOod gxampla Is - ~ .;- WIIII·Gf;t.Shkul 0kItI (We " '. 
G,,,II1W·. Kllers) 

- nil ............ __ " I IUT _ _ 
Warl ord ', N'm" you call -- make up your Warlo,d·, 
ll(lmo orge ...... teit UIOIg 1M 

U IfUT I ....... I~ table. in Ihe back 01 WMB'gh .. ""'. II I I II 
War lo rd ·, Bon Olrglnl : -- -- -- pi_ a Ga rgant eounlo:r lor 

D§ tile W&tIonf. GarglVll h8fe (It 
tUU.T mUll be !he mOltt ~j(pe""lve 
11 11 Gerganl In th. mob) alld 

'lIlml IL Gatganll\flm"" . ,e -- 1 .. 11_ '- - 1~ long alld II dllltruaiWi ........ .... , .... " .. _-- II posllble: Stompsmll5hflf . 
Oethdurnpa and BlgII",* in 

- ucell"nlly Olky O;1lllalll _ .. 
Toll l Hord. BillIe AIIIlIg : WI"" In IIlI ba nlo 18ti"ll ollh •• ntile 
hDIde hlta, IndudlnQ tho liMo ol lhe ClIIgllllI mob. 

c.r;lnl BOIM: you e:tn 111 __ G";anl a>UIl, ... 1II ,ado oIlhe 
live Garg ant bo ... on tt>. I"",piale. You don't Ilave 10 li~ a l llM 
e"'gan! boxe. on me templllllt., you cIonl W\l1l11O. You e..-.lnc:n!aw 
tne nurnblr 01 Garglnl bol n on tho templele i' you ",alii _ each 
extra Garglllll box doeroases !he numbel 01 Watbal\d' rOU may I1ave 
In tile horde 1>1' one. 

T,lb.J Symbol : place iI.tribal .ymbol 01 m" Ilordeln till II<TIPIJ' 
""",e . TlQ;, usualy a variant on tile Warlord·, clan symbol, plus 
_ 01r. runes or IJI'ipht 6Idaoing!hl WiIIIord"l 'ficIHIe1. 

a.' g'"1 Mob BlIII. A.llng; atal up lhe ~ahJOi or IhcI v.tI!)If GWII"I\I 
mob and wrile il III here. 
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FILLING THE OIlGANIZATlON 
TEMPLATES 

There uc certain restrictions on what you can place in 
each W2rband dictated by whal dan the Wat~ Ix:long.s 
to . Since tbe Warlord decides who's 80lng to he his 
Warbo5scs, the fll'Slihing you h:..ve lO do Is decide. which 
clan the Warlord is rrom so you can rind out whal 
W:ubos:;cs he ha.s. 

Once you've decided which dan the Wiulord comes f,om, 
look down the lefl·hand column on the taule below until 
yOll find It. By moving :across Ihc Ihc table you can IICC 
what dice you mUll! Toll to find out Ihe numbers of 
Warl::>oMes he an have fmm each oIlier dan. As you'll sec 
from Ihe table, a Warlord can always have as many 
w",rbos.ses ffOm his own dati a.s be likes. 

WAlllOIU)'S l\I'UllKDI. OF WUII055ES 

"'" ... ~., "''' ,~ ... ......... 
Gofr • . ~. nullo .~ "m '.m 

"'~ ,"'-, .. , .0, 10,.1 "" .... M~ '" ID}' ( ,,,,-, ILl, "" o....ttSkulls '" 11"16-1 IOH m, 1O}·1 

~~~ '0' ,.,., 103-\ 10).1 1031 
Snake·)j;c"," IOH '''' .0, 10)-1 103·\ 
..... &~ 0 , 
• The Worbd ..... y "" ....... ......,. W&rbaaco &0 ... Ihio dIn ....... wahra. 

As YOU C';In .see, some clans gel along better than others 
and consequenlly draw morc WlIrbosscs from the ones 
they gel lI. long with best. The finely-b:al:anced Inter­
relations of Ihe Ork clans arc r.llhl!r complelC lind best not 
examined hl!re. However, Orks lite a praetic~1 rllce if 
nothing else and when it comes to the el'ld of the cby, if 
the Warlord doe.sn'llike the W:.uOosses he's got then he 
changes them! Hence the Warlnrd doesn'\ have to use lI.n 
the warbosses from other clans if he doesn't want to, 
replacing them Inste:ad with more WlIrbos.scs from his own 
clan. There are ten warbands In a horde and cach one 
rnUSl be commanded by a WlIrboss. 

Once you've sorted out your Warbos~e~, you can SI:l.rt 
filling In the warbaml templales. Gcnef':llly Il's best to t;ike 
e:IIch one In lurn and complete Ihe whole warband before 
bej;inning the neXlone. You may find il uscfullO fin In it 
few sunditrd .... :ubands for Ihe diUerent clan$ and Ulen 
....ork Oil varianu ofthcMe rather than vying to design each 
warb;andcompktcly from -SCf':Ilch.lfyou .... anl the horde 10 

represent IIlrll)e which isn', fighting during 2 Wu-Ork, the 
Warlord will command 2 w:ltb;and at le:l.$ltwice the size of 
:omyother in the horde inSle:l.d of:l. Garjp-nt mob. 

USING THt ARMY LIST 
Before slaning 10 design the norde, photocopy enough 
tcmplale$and count.er sheets to design plenty of warb;ands 
and Gargan! mobs, You'll find it easier to handle the 
counters and templates If you glue them to thin card 
before you cut them out. Place an lI.ppropriate clan 
wunter in the space: prOVided on the WlIrb'.lnd templatcs 
and the Garganl mob template. 

When you're ready, look al the.army list to find what you 
can place in each warband. TIle army list is divided into a 
boll for each type of mob. Ea<:b box $laru by telling you 
the general ty~ of the mob and the minimum and 
m'll;mum l'Iumber$ of mobs of that type which can be 
chosen for a W<lrband according to .... h~t d~1'I the. Warboss 
Is from (don't worry - it's 1'101 2S 1t1c:1cy as It sounds). For 
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r.onvenlence, there's a rcferer)Ce. sheet at the start o f tne 
lists whkh UlbuIUC$ each dan'~ U1inimumsand muimulIls 
for ~lIthe different troop typell. 

Ahio in the box are copies of So:»lle of the mob counter, 00 

the ~heel; these are to .\how you wh~t sp«:ifk': mob types 
are ilvaUable. The bonom of the boll tell~ you how many 
vehldC6 or infantry stands eadl counter represents. 

lbe Warlord's Gargan! mob i, .. simply filled In by p icking 
out the corrCCl counters for the G:lfgants you want. in the 
mob. When you've filled in lhe Gargan! mob template and 
the 10 warband templates 10 your satisfaction, note the 
total battlc rlItlng of each warband and Ihe Gargant mob. 
Then name the horde lind record 11.5 total oottlc tal lng, Illue 
down the templates onto a single large ple<e of paper, and 
photocopy It to get a pcru131lC.m record. 

aSING TlfE HORDt 
When yo u play 2 game ~r,ing Ork~, lake along a 
predesigned horde to "foe iI$ your forre. If you Inlend to 
playa large g~mc. you can use more than one horde with 
your opponent's consent. Gc:ncrally you should U,o;e one 
Ork horde for each regiment.)T' war host in an OpPOnent's 
battleforce, When you know how nlany polnls you're 
using. sck:a exaedy what f~ you're going to field from 
lire horde, subjca to the following rCSIricl:ions; 

1 warbands muS( be U5ed in full ,nd may not tJe 
spilt up. 

If you usc Gargants, thc Warlord and hill' Boss 
Gafeanl musl be u,ed , If you use more than 6 
Gargants you may spilt them up into IWO mobs 
with 6 in one and lhe re.st In the other. 

3 You may spend up to 25" of your points on 
barrage S\lpporI counlelS but not S\lpport missUC$ 
(sec Space Marine rulebook). 

ALLIES 
Ork wllrbal'lds may be usl!d lIS allied formations by lIny 
Traitor or Chaos force. When acting 2S allIes, warband~ 
mUS! be used in run and cannot be split up. An Ork horde 
Cllt! only have al11ed non-Ork forlll2.lions attached if they 
are drawn from ChaOS: the '1'u-Qfk i.'l an clemental force 
of Orkln~ and allegiances wilh non-Ork races do t\OI: 

matter onl,' }at to the Orb or\Ce they've begun the Wu -
It's Orks ag~in5t the jp-Iall)' ,rid the galaxy better look out! 
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SPECIAL RULES 
WARBANDS AND WARBOSSES 

On the battlefield, a W:uboss controls his warband 
through :;II combinatio n of n ag-waving Gretchin and 
shouting vcry loudly (Orks do have communicators but 
tend 10 (orgel about them in the excitcment of bailie). If 
the mobs in a warband grt 100 far away from the Warb05s 
they ffi2y get confused 8.5 to what he w;,ont& them to do and 
try to guess (usullUy wrongly). To renea this, 11 warband 
Oper.IICJ like a single very large detachment With the 
following formation re:strictiOfl5. 

1 A mob must keep all il5 6Unds or vehidcs within 
30cm of the W<lIrboss at all times. tr any o f the 
mob's stands 15 beyond command range In the 
orders phase ofa tum, the whole mob coun~:l5 
Ollt or command for that turn (see below). 

A warband is given o ne order counter in the 
orders ph~se of the turn. All mobs within 
command range of the Warboss :ue on those 
orders for the turn. 

3 lbe Warbo.s/s may give a different order COIJnter to 
one mob In the warband on turn~ when the Ork 
player is nrsr pbyer. 
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Stormboyz Korps have their own Kornmander and 
so arc Independent o f the warbanc:1 and may 
lIJways be given different ordellii. Madboyz uSC-the 
random orders s}'$Icm in Codex Tltanicus. 50 they 
always flct Independently. In small games, you 
might like to try using the full M~boyz rulcs In 

WD126 with suitablc alUptalions but stkk with 
tlie Codex rules for larger battles. 

All infantry 5laocU Of vehklc:; In each mob must 
stay wilhln 6cm of at lea~t onc other vehicle or 
sund from the $:Ime mob, (orming an unbroken 
chain through the whole mob. trlhis is not the 
case, In the orders phase of the turn thai mob 
must be given advance oreiers. and must reform so 
that every unit itI within 6cm of one' Olher. 

6 If:a mob from another warband :approaches 
within 6cm of a mob. both mobs become so 
distracted jeering, showing o ff and throwIng bils 
of offal fI[ each other that the}' suffer an additional 
-1 modiner for fir log for that turn. You'" find It 
u.seful to paint warban<:u In different dan colour 
schemes and wilh different bllOners and markings 
10 help identify them while you're playing. 

BUNG OUT OF COMMAND 
Stormboyz and Madboyz mob, Huffer no detr lmenta] 
effects from being OUt o( command. All other mom which 
:are out of command in the orders phase mlJS{ roll a L>6 to 
determine their orders for the tum. 

D6RolI 
1-2 

' -1 
,-6 

"""""' Ciarge 
first Fire 

Player'S Omice 
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THE WAJtBOSS 
The Waroo"s is the the leader of the wllrbaod, usually 
seleclCd on the ba.~1s or how good a mate to the WlIllord 
he is or how loud he can shout. The Warboss is norm:dly 
represented by an infantry sund, uwaUy having the sbts 
giwn in Codex Tkanicus., u,()Ugh he an be represented 
by any Olhcl lype olinralllry $UnO present in his warband 
_ a Warboss who had Boarboyz In his w:arb<and could be 
represented by an C)lln Bouboyz sland, for example. If 
Lhc warl»nd contains any vchic:lcs, the Wnboss call be 
represented by an eXtra vehicle or the ~c type ;I$ any 
present in the walband (OOle that In th is ease, the W:uboss 
mUSt stay on board his vehicle and may 00l dLscmbark). 
Eilher of these WlIYS, the Walbos.s t'05ts no points to fic\<l.. 
Alternatively, thl: Warboss may be moumcd in h is own 
Slomper (seC New Inb.nuy and Vehicles) at a CQSl of 100 
points. 

Regardless of how the W:UOO5& Is Icprcsenlcd, he may 
only lie riled al If he Is the closest available infantry or 
vehicle larget (as apprprlatc) to the enemy - the smoke 
and confUsion of batt le make it virtually Impossible to 
$ingle the Warboss out from amongst hill fellows, If the 
Warbo.sli is killed, aU Id-anuy mobs in his warb;md must 
!like a morale tc:.5t In each o rde rs phase to determine their 
orders for the turn, vehicle mobs count as being out o f 
command fo r the rest of the battle. NOte that Stormboyl£ 
Korps are unaffected by the loss of the Warlx>5.5: as long as 
they stil i have their own Kommander, 

THE WARLORD 
The Warlord i.s the top Ork in the horde and he commands 
the meanest, shooticst and just plain blgp thing he can 
find _ the Boss Ga rgan!. Decause the Warlord t'la.$ 
instructed h is Warbosscs In Da Plan before the mallie 
lIeg,M, he can coocentr,ilc on ('.ommanding tile Gargant 
mob wilhoul!llIving to worry about I>a Ko)'1. Da Boy£, on 
the other hand, draw great connd enee from having 
something as snoO(Y as the Doss Gargant a round. nle 
following 5pC'c:lal rules apply to the Wiulord . 

The Warlord In a Waa-O ,k is always the Boss 
G;irgam Kaplin (see Code)( Tilanlcus). Otherwise 
he can be 'eplI~$C'nlcd by an infantry stand or 
vehicle jU5t like a Warboss If the horde doesn't 
have a Garg:lTlt mob 

2 The Doss Calgam i.s always the m~t expenSive 
Gargant In the mob _ the Warlord isn't going to 
have anyone up5!l1glng him on the battlefield. 

3 The DossCargant CIIn bcslnglcd out 1~ a urget by 
the enemy: the banncrs, trophy poles and graffiti 
"'llIt cover tile Bos., Gargant make it hard lo miss! 

TItough the Warlord cannot take command o f 
warbands. any morale checks made by the 0rks 
gain a .2 modifiel when the BOS6 Garganl is 
Within 4Scm as 10l\g as It's still fi ring ('C(15 if il '$ 
Jlif/ Jhooti1l : J',drlgbl, im.iO. 

MEKANIAKS 
111e Mekboyz ale what keeps an Ork horde on the mo'o'C'. 

Waoout \hem to maintain their vehklcs, the Bop. quickly 
find themselves walking everywhere, ThiS i$ partly why 
Mck~ He the mOSI commonly. seen Oddboyl o n the 
baulc:ricld_ As weU as having 10 rix Wartraks and 

1 
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Battlewagons .Ilthe way to the batllefie ld, Meks are 
fascinated by the pow~ and energy of a battle and spend 
many happy hours SColvenging a round wreckage for things 
to put in their bltl.box.nd U.5C on futule projoctS. 

Me kaniaks often take .long theil new inventiQC\$ and 
buggies to test Out in the field. Though they tend lo get 
distracted from fi)(ing things while they atlend to thdr 
latest CleatiOns, Warbosses 51111 encourage Melts to bring 
along thc$c frightenlngly.powerful devices, one of which, 
the Tn.klor Ik'am, it dctaUcd later in these rules.. '.Il'e'll be 
giving you more Information on Mckaniak weapons and 
vehicles soon. 

The number of Mekani.ks a warband contains is 
important In two respects. PilSt, cert.in special mobs, 
knmown collealvely 2S OddblC2. CIIn only be ~ iCthere 
are enough r.kks to look .fter them and either run them 
directly or maln!llin them. Second, the number o f Mc\(JO In 
a war band will influence how prone the w3lband's 
vehicles are to brcaking down. 

E2ch warb3.nd foceives 1D3 Melts modifi(.'<i by the clan Ihe 
WaWoss belongs to, 2S follows: 

CI>n Modlna-
Had MOON >, 

Evil SUIIZ >\ 

Blood-Axes >\ 

All olhel'3 -0 

Wlioo down the number of Meks in a wa/band In the space 
pfOvidcd on the template. 

Galgaol$ , eceive much loving calC and attenliOn from their 
Bos,s·Melts but afe Mill prone to suffering malfunctions at 
awk'ward times. You should roU fo r each Gargant in the 
Gargant mob separately using the Malfunctions s)'l:ilem to 
represent Ihe Gargant's state o r repair lind nOle down the 
rdUlt Of) the Gargant'$ roster sheet. The ~rlord'$ no. .... 
Gargant always receivcs the maximum pos$ible aUefltion 
so !feat h is state or repair as being the ~ pos.~lble. 
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MAlfUNCTIONS 
VchicJcs brC2k down and WC2ron.~ )am in all armies, no!. 
just in Ork horde$. However, the Mekanlaks' 10[21 and 
gleerul disregard for reliabitity and .safety :lIS important 
design features of their vehicles muns that when the 
Inevl[2b/e happens and something Orky goes wro ng, it 
fe2tly goes wrongl 

To represem the chanres of things going ~r~y wrong 
at a bad time, the Orks' opponent Is given a number o f 
ma lfunCtio n countc rlO at the start o f the game. The 
oppo.~ln8 player may randomly draw one malfunction 
COUIl!er for every 1000 polnu the Qrk player Is using In a 
blIule. 

There are tWO types of malrunct lon counter: movement 
malfullctIo n ' and (Ltc ma lfuncllo rul . A movement 
malfunctlnn may be play~ In the o rders ph:ase of the rurn 
OIl any Ork vehicle Of Gargan!. A fire malfunction counter 
may be pb.yed o n any Ork vehicle o r Gargant in the 
combat phase after the Ork player has announced hi5 
targets but before he rol ls to hit. 

A maximum o f one malfur'ICtion counter (whether It's a 
movemem or nre malfunction counter) may Ix! playe<:l 
lIfPirn.t a pl!lticular Gartr~nt or vehicle in a game. 

Vehicles receive a saving throw against the m .. lfunction on 
a 06, succeeding If they roll equal to or less than the 
number of Mek.s In their warband althe start of the game -
the Meks o bviously saw this o ne coming and fixed it 
before the haule. 

G2rganu ~ive. a saving throw agalM( malfunctions OIl a 
06, suc:ceeding if they roll equal to or leM than their state 

W056 

of repair number. Gargant saving rolls are modified by "I 
for each unit ofRiggcrs 1061 and by .2 [fthc IJo$$.Mek bll$ 
been kaleel. 

Failure to $,Ive means the G:ugant or vehicle has to Il1lIke a 
roll on the appropr iate malfunction table Immediately. 
G'IIrganu are more Sl:urdily built than fO<)S( O rlc vehicles 50 

they get a - I modifier whe n rolling on the malfunctio n 
!.abies. Wanraks and Wubikes suffer a _I modifier when 
rolling fOf malfunct ions. 

A fi re malfunctio n w ill affect only o ne randomly­
del:ermincd weapon location on. Gargant. Gargam.~ may 
repair movement malfunctions. 

Leave the malfunction couliler next to the unit ~"ected by 
It lind Il1lIke a nOle of the malfunction lIrnictlng it. I!oach 
malfunction countc( may only be played once, after which 
it is di.<;cll.rded. 

If a vehicle mob !sspllt up by one of IU number :rufTering 
from a mov<:mem malfunction, the remainder of the mob 
can treat the missing vehicle n destroyed and avoid the 
need to reform. 

FIRE r.lAlFUNcnON TABLE 

No EffecL 

Mis fire, all firin g and d~ lUage rolls suffer an 
additional ·1 modifier th is turn. 

Wildfire.:.11 flfing by the affected vehicle surrers 
a _I to hit modifier this tu rn but receives a .\ 
cbmagc. modifier. After nrlng, Il1lIke a r.e<:nnd fire 
malfunction roll with a "I mcxJiflCr- trC<lt Wddf'ire 
and Misflre resul ts as a Jam Instead. 

4. Jam.: the affected vehicle may not flre In thl$ tum 
or the following turn. 

Wildfire, as above but the second malfunction 
roll r(.'CCives '11+2 . 

6 Kabooml the vehicle is destroyed In a C;1;tllclysmle 
explosion as iUl ammo explode$. If the vehicle 
was armed with any weapons with a burst CD), 
pbee the templ3te over the vehicle and roll to hit 
any targets touched by the template as flOm a 
normal hit by the WClipotl. Gargants cheek fot a 
nashback 10 the magaZIne as usual. 

MOVEME.NT Mlt.tFUNcnON TABLP. 

No Effect. 

2 8ltt Drop Ore. the vehicle is immobiliU!<! for the 
retrnllnder oftne banle. 

Steering D:un:lged, the vehicle may nOl turn for 
the rcm:aillder o fthe battle. 

Thro ttle Stuck: tne vehicle mu.~ be Rlver'l charge 
orders each turn from now on. It must move al iL~ 

full charge rate every turn for the remainder o(\he 
baule. 

Out o f Contco l: the vehicle careers o ff at its 
advaocc rate In a direction randomly determillCd 
by using the burst template. Resolve any rams and 
OVCfT\lns the vehicle makes as usual. If the vehidc 
enters impassable Lerrain,. is de$royed. Garg.mt5 
are treated as out of command until repaired -
determIne what turns arc made where randomly. 

6 SfTlll5h , the vehicle crashes and Is destroyed, 

• 
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THE KULT Of SPEED 
Orks like going fUl - rapid, bumpy movement directly 
stimulates part ohlle pleasure centre in their mlns. Some 
Orks actually get addicted to going fast and find it v(:ry 
h~rd to SlOp. ThL~ predilection for SCfe2mlng around the 
place on bikes, buggies and wagons hlL!l acruaUy built up 
into II kult In some Ork tribes, though ceruln clans seem 
more uken with the idea than others. In battlcs, speed 
kul t ls15 orten BCI 60 carried away hurtling towards the 
enemy that they keep on going, over and lhlQuij:h their 
opponents before di~ppo::arin8 off towards the horizon, 

Every vehicle mob with d);lrge orders must roll a D6 in the 
end phase to determine if they ClIn bring themselves to 
slow down on dlC following turn. Add +1 to the dice roll if 
the mob are from lin E\liJ Sunz warband. On a modified 
fC$ull of 6 or more lhat mob mUM be given charge orders 
In the fol lowing lurn regardless Qf what ordc:rs the rest of 
the warband has. 

POI' a mobllJ3t ha5 been oven::ornt: by the need for speed, 
check again in IIIe following end phases, but this time U$e 

the additional modifier of - I per vehicle lOS! from the mob . 
A mooiflcd .score o r 3 Of more indicltlCS the mob suys on 
charge orders; ;,.ny other re.<;ult means Ihe mob has come 
Lo its senses and may !lOW be ordered normalJy (though 
they m:ay welt be out of corrunand by now). 

MERCENARIES 
Mo.st Ork W;ubosscs happily employ Ogryn mercenarle.s 
when Ihey Gn find lhem. Orks :and Ogryns gencNllly get 
along well and have a similar outlook on life. Ogr)'n IllOb$ 

EPICORKS 

act as p:an of lhe warband ju:;t. like any other mob. Blood­
Axe Warbo»es w ill aetually s toop low e nough to use 
Human mercenaries and advisors, much to th(: dis&'\lSI of 
other Orks. 

In the army list, you'l find that Blood-Axe Warbossd can 
use Imperial Guard tactlc:a l and support de\llchment.~ If 
they w l!;h - !hex: aren't actually Gw.rd \toops, ralher they 
represent outlaws, pi ra tes a nd mercenar ies who are 
despicable enoullh to fig ht fo r Ihe Orks (sometimes 
disguised Imperial Guard do fight a1ong$ide 11K: Orks, bul 
o nly when II'S In the Imperium'S beSl inlere6\S to have 
them do so). Mercenary Human dclachm"nts have their 
own command stand~ so they may act Independently of 
Ihe warband they're :louached 10, just. like SIofmboYl-

CAPTURED EQUIPMENT 
Orks also use Imperial equipment which has either been 
salvaged by Meks or built a.s tribule by subjugated worlds. 
Though the rules and statistics for equlprncn! of this Iype 
are Ihe $.;Ime :1.$ (or Ihelr Human equivalents don'l be 
fooled inlO thinking that the equipment It.sclr is identical: 
after a few weeks in O rki8h hands, most thing~ gel 
kustomised with Ihe l1ddltlon or banners, trophies and 
spiky blu. Afte r a few more weeks, they tx::come 
Impossible to recognise a5 ever havins been anything 
other than Olk-built. 

So don't try to rorl YOUI opponentllrat those Codex grey 
Rapiers really belong 10 the Orks _ If you're going 10 usc 
capwfOO equipment, add SOfTIe pennanu, build on some 
~pikcs, p:al'" them in dan colours (and rust) - in slion, 
m;,.ke them Olky. 
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FPICORKS 

NEVV INFANTRY 
AND VEHICLES 

NOlIe that you don't have \0 be U$ing the Ork lIrmy list to 
gllin lICC-"$.5 \C) these ne w type5 of Il'Ifamry, vehkles lind 
Garganu not covered in Codex Titlinicus. 

WILDBOYZ 
Wddboyz ale Immature feral Orkfi, r'lCW 10 lhe marvels of 
ark KulLur. Though Ihey haven't re ally gex Ihe hang of 
using boller5and 5likkbomz, they're willing to hlIve:l go at 
the enemy with swords, axes and :tnything ellie to hand. A 
Warboss of len brings some o f his Wlldboyz along In a 
bailie so they can hive ~ome fun and get a bit of 
experience at theSlmc time. A Nob is always put in charge 
of each group of five WUdb0y7. to make sure they don't do 
:tnything too impetuous. 

BOARBOYZ 
~rboy.t., unsu.pris ingly enough, arc Boyz rkllng fIo ... rs . 
not Just any old bad-tempered, vicious and t.hick-~klnncd 
BOli rs but specially_adapted and cybernetically-altered 
bad-tcmpe.cd, vicious and th lck-!iklnned Cyboac:;. 
Cy~rs have their panK.:ul ... rly Or kish <lualitie.~ augmented 
through the joinl c:rrOr\5 nf Palnboyz and M",kaniaks with 
additions like r-a7.or-sharp Sleet tU$ks, car:tPllU' armour .. nd 
chemical bOO~le r imptllnl$. IlC(lIuse o f these chemical 
boosters, a Boarboyl. .stand which charges has its CAl' 
increased 10 +4 for tha.t lurn. 

GRETCHIN 
a rk w;ub"'l'Ids always have large numhers of non_ 
combatant GreIChin al'ld SnotIings with them who c:trry 
messages 10 the mobs, cheer the Boyl. on in b,IIule or help 
out the Mcks and Olher Oddbo)'7M But all Grctcitin dream 
of being grC;)\ __ micra like lheir Iaeger coushu,lhc O m . 
To this end, some 5Crimp and $lve enough 10 dford 10 buy 
a few WC3p<>OS so they can fighl in bauJes \001 Gcnct:l lly, 
the best they can affo rd lire rickery old blunderbusses­
these aren't the m05l sophistlcatw weapons, but they'rc 
big and noisy and thererore hold a 101. of appeal for small 
and weedy Grelchln. Most WarbosseJ let theil Gretch!n 
fight if they "'''1'11 10, though some \(!M \0 use them for Ihe 
mO$/. dangelOus ;Cbs like mine-clcnrlng or sk ir m!~hlng (I. 
puuing them al the front so they get. shot al nrst). 

Gr etcWn Blunderbuss 
The Gretchln blunderbus.~ Is a pr imitive munlc·loading 
weapon "'hich, though .~hon.ran8ed and relatively low­
powe red, Is nonetheless potent because o f Ihe wide 
spread of.shot II delivers. 

L"UI'o"TllY TfLMGEl"S WEAJ'OSS T,4,BU! 

To 111111<>11 ~1V" 
Shon Wf\J! Mod 
,. 0 

When ~ Stand of Gretchln fire their blunderbus.scs, you 
should lake the GarganL grapeshot template and pilla: it !on 

Ihat its n:mow cod is touchil'lg the Grelchin stand ",ith the 
cone ("('l'Ilered 01'1 the dOSC5l el'lem y :!Und. Roll 10 hit any 
targcls touch ... ..:! by the template. 

BOYZ 
Finally, a word reg:. fd ing Boyz \0 dlsp<:lllny confu$ion 
about Ihem. In the army liS! section yuu' li find there arc 
two typ<:~ of Boyz mobs you elln usc. The counter 

• 

illustrations show an ar k ",ith a heavy wellpon on Ol'lt: • 
:ilnd ~n Ork with a bolter o n the -othe r. When D3 nOYI 

I 
I 
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come along to a b:mle, e:lch household 11115 10 send at lea.st 
five floyz and a heavy weapon; the.!iC are the Boy1. shown 
on the fi r.st counter and each stand in the lIIob has a heavy 
weapon (usc the StalS for Boyl wlm a heavy pl ... sma gun 
for theliE: stands). If a household WMIS to send more floYl 
(either because the looting Is going to be good 01 bca.use 
the Warlord seo: so), they don't bring any more heavy 
weapons because the Nobo: have 3narncd them all The 
eXira Boyz get put !ntO separ:ttt mobs _ these are the mobs 
shown by the second kind of COUl'l le r. When you come to 

.select mobs rOt your walbands. )'OU c:tn only take one 
mob of Hnyz wllhout heavy weapo ns for every mol.> or 
l\<)yz With heavy weapons. 

STATS fOR NEW l1'Io' fAN'TRY STANDS 
WnpoM 

"' .. '''- ~ w -- Suppo .. " .-,. ~" 
,. ., .... Meka'V\111 " -~~ """ •• ., "'~ . ""'" " (:n>1t.hin "" .. 0 "" ..... - " """ ",' ,. ., ..... Hoo., 

1'l .. ""C;II" '" ..,. ~" ,. . , .. ... ...... " 
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TRAKTOR BEAM 
The u-aktor beam, moUJItcd on II TraJuo r Ruggy, is a 
banlcOeld version of a weapon commonly used by Ork 
splIt'\'l"hips. 11 operates by latching II force field onlO the 
target and thc n contracting the field 10 rip chunks off, 
ClIuslng much destruction \0 Iho.5e nearl>y from nyin ll 
debris (and llIuch hilarity amongst the crew). 

The lrak lor beam is part icularly dcvut:<ting against 
inr~ntry as il sweeps men off thelr feet and scaUcr~ them 
aoou the b;iulcflCld like windblown leaves, much 10 the 
amusement of the 1r.IkiOf beam crews. The Il1IktOT beam 
on also be used on II wide scumg to pin an enemy vehicle 
()f infantry squad In pI)CC beneath the force field, II useful 
if somewhat less popular option. 

vanO..EA. ... DmA.. ... TUGElli 

To li lt IlnU CrItk::IIl 
.'Ilion lOoll Roll 

,. 
" 

,. ,. 
" 

To 1/1, luU Sa~ 

shon lofIll Mod 

,. .. ., 
"' 

1he !r.iktor beam nl."Cd$to be firmly braced before use ao<1 
so may only be used on fir.5l rife orders. It rocclvcs no +1 
oonlls for havlnR first fire orders and may nOl sn~p flrc. 
11oI1l.lw the tQ hit and damage procedure as usual, but the 
lraktor bt:3U1 <--,mnot damllf:e void shlcld~ or power rlelds. 

TrllklQr beams fire on two settings: narrow beam and 
wide beam . You must specify berore you fi re which 
5Clllnfl the traktor beam is on for lhal turll. 

Narrow Ueam 
If a vehicle target ;s deStroyed by a traktor beam on a 
narrow 5Cltlng, multiply the number rolled for the critiCll 
hil rol l (jnduding AR rnodirICrs) by 2 lind move the model 
thaI d l.!,u nce In centimelrd directly IOwards lhe sout(;e of 
the traktor beam. Any Infan try Of vehicles caught in tlIC 
path of the fl yi ng debris count ;as being overrun or 
rammed by the destroyed vehicle:ur appropriale(nOie !h:,l;\ 
iI ib possible th:,l;llhe wreckage will srmsh Into tilt: Trakter 
Duggy). Once aU Lire attacks have been rc:;olved, remove 
lhe destreyed model as nermal. 

\Vlde Utam 
T:lfgcts hil by:,l; tl:,l;ktor beam on:,l; wide .5CltinK may not nrc 
fer the remaindcr ofLile tum :,l;ndare ImmobiliZed until the 
comblll ph:,l;Soe e f the next turn unle$$ tht: traklOr be:,l;m is 
subsequenlly destreyed 01" does not have first fire orders 
Ihat lu rn. Traktor bealTl5 un a w ide setlinf: cannot affect 
Thns or GafR2nts. 

Tr:tklor Buggy 
The traktQr beam ;5 carr ied Into bailie meunted Qn a 
Tra.klQr Buggy. The Traktor Buggy Is a converted War 
Buggy Wilh additiQnal :lflflour and :a fr:tktQr beam 
mounted as main :,l;rmamcnt. 

Name 5,,':0 .1. Save CAr 
TrUIo' 12118 5. IY 3 .. ", Al WNPOIIa 811. 
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EPICORKS 

STOMP£RS 

I 
I 

Stompcr~ arc .smaller versions Qf Gre~t Gargants. They arc 
built by apprcnl« Mckboy"- as their first big projt:tt 1.11 by 
aginll Meks whQ nQ ll.lng~r have Ihe Influence Qr lhe 
energy tQ bulld:a full -size C arganl. Often 11 W.lIbos.~ will 
scrape lO£elher enough leef ItO get:l StQmpo.:r I.>u~l f(.lf" him 
to use as a personal mQun t Qr even to c reate his own 
Stomper mob! Warb00Mc5 arc ~ry keen on Slompers, not 
only l>rtausc QwnerMtlp of a mobofStQmp:r> puts Ihem a 
CUI above the other W;ul.Josses, bul al50 because it allows 
them 10 po5-~~ their very Qwn idol of the Ork wargod~. 

Slompers carry a crew Qf 6··10 Orb and mount varlQus 
weapon c(J rub inllliQns plus a numbe r of power neld~. 
Regardless Qr llll: aetu:l.1 weapons on a Stomper model, Lhe 
followlnij .",at.~ apply equ:l.lly to all V"~rillnt.s. 

Nam.. Sp<:nl Sa"" G\r All '01''''"1>'''' ' 
Soompe.. &'16 2. . & . } oecbeto-.. 

.,llupont, WltlclUf\IIOn (l>. IUKIC'nnon (1'012), bo'm m-o. 
IIcmark.o,. SiooBPC:' hal.1WO ro-c r",1Ol. 

• 

~. 
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SLASHER GAR GANTS 
ll)OUgh not as large" Ihe Crusher and Smasher Ga.gants, 
colieClively known as Ih~ Greal Garganls, Slasher 
Garganl$ are every b It u fearsome. JU${ like Great 
Garganls, a Slasher Gargam hu:a crew of Orks and 
Gretchln which keeps it running - s to king the boiler, 
aiming the guns and 50 on, The crew's e:fforts are direcled 
by the Gargant'~ Kaptln who has:II number of oITIcers 10 

keep an eye on what1.he clew a'e up la. 

Slasher GarganLS are protected by six banks o f power 
Aelds and have three weapon mounts: left ~nd fight :um 
plus a belly mount. So far, only variants with a Gut Buster 
mega·cannon In the belly positlon have: been sighted, but 
logk; diCtates that versions mountIng Snappers and head 
turrelS must exist or are: formIng in Ihc minds of Meks 
across Orkdom, Slashers arc quicker and easier Lo build 
,han CrC1llt Garp,ants, "laking Ihem a popular choice for 
Mcks with limill.'d r~ci lit icl!,likc i'rc(.:l>oo\cfll, 
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I'Ow"" All 1111 ...... 
6 600 

Special Rult'S 
Slasher type Garganls follow all the standard rules for 
Great (; argan lS given In COdex Tilanicus, wilh Ihe 
fol lowing amendmCnlS. 

1 Slasher GarganIS' roll a D6 to find OUI how fI1<Iny 
power fields they have opc:r~ling al the $taft of a 
IxI.ttle. Slasher no. Gargan'" always l13ve all six 
power flC:ld~ ope,:ll ing without havIng 10 roll _ 
the Warlord makes sure his I1d<ls ~I flXcd liratl 

2 Because o f Ihe cramped condItions on board, 
Slasher GarganLS can only calf)' II Ilm~cd amount 
of IImmuni!lon for Ihc belly gun, Bcfore starting 
play you should wrile on the Car(pnt's ro~ter 
sheel how many rounds of what types it is 
omying, up toa maximum often In tOlliI. 

3 If the Slasher runs OUt of ammo during II battle, it 
am still suffer a nashbaek 10 the maga1.ine - there • 
15 s{iU plenty of ammunition (or other weapons 
lying around in the magaZine to uu~ explOllions. 
Taking on more ammo (0 ' the belly gun l~ a long, 
labnrlou$ proceM which cannol be carried (lut 
during a battle. 

Tho ugh Slasher Gargant5 move using the same 
rules:as Gr('..:lt Gargants, Ihelr slightly lower center 
of gravity lind morc: efficient engines mean they 
an get up ~ grealer lick of ~pet.'d and turn ~iShtly 
lighter than thei, larger brethren, 

1'olU, 

' '- ,\11" 101",,., ,\1:1,.1( ,\10 ' ''' ModIr ... r 
Fu D S~ " .. " '''"' 

., -..... ' >om ,~ ., 
~, ... ~ . , 
'.d .. ,,~ ,= "" NolO. Ca.pnt .... y "'" _1o:oo!NI' "" mo"''''''' -" ... " 

Numbc!~OlTu~... m""",k", 

UpCD3,1[~1' ''III''$ ltflonly 
Up"" ~ 4,' ,,,.... I{ish'only 
UplOljl~1' ",m Lti'lOf ri&hl 

Slasher GarganlS lire not qulle as thick-skinned 
:and h.::avlly-ronMlllctcd as GfI.:at Gar8"'nUl. When 
rolling for level of damage versus Slashcrs add a 
+1 modlflcr to Ihe ro ll , Note Ih~t Ihls is not ~n AI{ 
mooifler and only applies to rolls for the level of 
damage. 

6 You can cre<ltc a roster sheet (or Slashcr Gargan\$ 
by laking a standard Creat Gargant roster sheet 
(the re 's one supplied In CodeK T it:anicus) and 
altering it as (01l0w8: 

C,oss out the he:ad lurret and upper lefl and 
righIIUlfc\$. TIle belly gun will be hit on 1-2, 
the left arm on a 3-4, Inc: r[ghl arm on a 5-6. 
Shade in {he Ia.o:.t IWO numbers on the power 
fie lds track .so tllal it shows a maximum of 5ix 
power rlCld.s. 

Reduce the number of UOyT. squads on board 
to three and reduce the number of Cunncr~ In 
IWO . 

• 
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EPICORKS 

ORK ARNlY LIST 
B1ch box in the army list has three liIXt~ 

Number Available 
At the top of the box it telb you the minimum ilnd 
nuximum numbcrs of mobs oflhal em bc chosen foreach 
warband according to what cbn the Warl>oss is from . 
1bere's ;a key to the clan symbob used ill the SUrt of lhe 
list. For example, in the Bikeboyz. box, under the 5}'IDboi 
for an Evil SUn7. WarbMsll has 1-4_thls means that an Evil 
Sunl Warboss mu.st have at least one mob of Bikeboyz In 
his warband and can ha~ a maximum of four Bikeboyz 
mobs. These could be chosen u any combination of 
Warbike and Waflrak mobs - say one Wartr2k mob and 
thrcc Warbike mobs. The symbol for AU Others means all 
cI;an~ not covcn.:d by their own ~ymlx>ls, including the 
smaller splinter clilns. rur example, in the Madboyz box, 
the Snake-Altes and neath Skull$ can have up to four 
Madboyz mobs _ everyone else gets lip 10 one 

Counters 
Below the numbc:r av;oilliule ~ i1n ell:lmple of the countCf 
type5 th:lt represcnt the mobs in thill box. lbese counters 
are the s:lme as Ihose on the ra~ you photocopy. They 
give the mob type, the battle rating fOl the whole mob, and 
have an 1IlU.'llf:ltion on them fOf easy identification. You 
may flnd ~ helpful to paO!; y.'lI.lr coumer$ In these spaees 
to have them readily available as you fill out the templates 

UIl.lt'J In Detachmeut 
Below the counter lIlusl!':l\ion is a list of the number ilnd 
Iype of the vehicles or infilnlfy stilnds In the mob. To 
continue our example, a Bikeboyz mob comprises fl\'e 

vehicles of the type .shown on the counter. You an't mix 
different types of vehiclcs in a mob even if they appeilf In 
the same box. So, for Instance, In a Olkeboy:t: mob you 
could have nve Warlraks or five Wilrbikes, but you 
CQuldn'tltave two Wilftnks and three Warbikes or any 
other combiniltion of different vehicles in one mob. 

warband Mobl; Qukk Reference Table 
The Ork army list Is quite large and it can be difficult to 
remember whilt compulsory mobs you have to take. To 
milkc thing~ c:a~io.:r, we've condcn.s<.'(! allthc minimums 
ilnd maximums fur each kind or mob on to one t;lble. 

IIad 1)"8111 IMI S .... k<>- IlIuo<i-
r.olfa """".. Skull. Su,,~ Bhtf .u:~ 

't~'"t"'.i'X' 
"'" ,. " " ,. , .. ,., 
""', " ,~ ., ,., ., ., 
M.dboyz ,., .. .. .. .. ., 
""" .. ,., .. " " '""",, " ., ., ., .. " Crctchin .. •• .. ., ., ., ..... ~ , , ,~ 

""'~ 
,., .. .. .. "'- - ' -' -

""m~ 
, , .. 

Dil<t:bo)'l ,., " " .. . , • • 
l\&IIJet..g;o ., " .. ... ., ---.,-
-~ ., ., ., ., .. .... -.... •• .. ., ,~ ., ., 
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ORK ARMY LIST 
,om BAD MOONS DIAlH SRULLS fUlL SUNI SNARf·BIIES BLOOD·AXES ALL OTHfRS 

DA 80n 

~~E!j~[j]~ ,., ,., 0· ' 0-, ' 4 ,., 

[i] aDYl ,-
~ 

150 150 -
IIl10YZSTANDS " BOY'l. STA1'\I)S 

One Harz Mob wilhool he:lvy we:ljXins may be chosen 
for ueh Boyz Mob wilh heavy WCllpon$ 

DA N08l 

~~E!j~[i]~ ,., ,., 0-, 0-, 0· ' 0·' 

- [i] -
2 NOBZSTANI)S 

MAD80Yl 

[j] E!j lm 
0·' 0-4 0· ' 

MADBOYl -
~ 

1- 100 

4 ,"1AOI:IOYZ STA NIlS 

W062 

STORM80Yl KORPS 

~[jJlm 
0-4 0 0-1 

STORMBOYZ 

* 2" 
4 1,"'OKMBOYZ STANDS 

A1\1) 1 KO:o.fMANDER 

WILD80n 

0·' 0· ' 

" WILBOVZ STA .... DS 

GRETCHIN M08l 

[l]~lm 
0-1 0-4 0-1 

GRETCHlN 

"CRETCHIN STANllS 
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80AR80YZ 8ATTU8UGGIU 

[j] rm [1] ~ rm 
1-4 , 0-3 1-4 ,-, 

- BOARBOVZ WAR BUGGY 1-

~ - '00 
~ 

'50 I-
200AHHOV1.STA .... 'OS S WAWilUGG1ES 

MI:Rtl:NARY OGRYNS 

• [l rm ,-, '-1 

- [jd 100 
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EPICORKS 
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liP/CORKS 

BURZURUK'S BAD BOYZ 
SAMPLE ORK HORDE 

I'm going to go Ihrough Ihe design of an O rk hordeSlep by 
Slep and explain the process for choosing the borde and 
the decisions 1 make as I go along. TIlis is only the way I 
would approach cboosing a horde so you shouldn't 
:lS5UmC' I'm making all the rlgbt chokes for the perfect Ork 
horde _ the object. of thill QIompie horde is 10 def1'lOr15tntc 
how 10 use !.he lists and supply a ~blc Ork horde In case 
you don'l hllve!.he lime to create your own 

The nru Ihing I have 10 do 15 !.hlnk about what dan Ule 
Warlord will come from. I want to go for 5(: reamlng hortles 
of 00)'2 aslhe m .. inoStay of my force, thougb I'd like to 
have a fair numbcf ofbikl:$ and vehicles as well and a lot 
of MekanJaks would be nice - lots 0{ everything in f,lell 
1llc other !.hing I have to \like Into aa:ounl is the way I'm 
going 10 paiN them, $0 dan colouts arc ImpolUnl (after 
aU, the Garganl.S are going 10 end up in dan colours). 

After much agonising, l '5CUIc on Gaffs for the Warlord's 
dan, though Bad Moons and Evil Sunot: were both tempting 
options from !.he crileria of good d:an colours and either 
hllving Iols of Meks or hordes of vehicles. I seu.led on the 
Goffs bec:lUsc!.hey gCl along r~nably well with nlOSl of 
the other d3.Il5 (Evil Sunz in particular, 50 I call sUlI have 
10 1$ of vehide in some warbands) and thcy go In for 
screaming bordes of l3oy;t in a big way. Lasl and most 
important, their dan colnurs are black which may be a 
lillie drab compared to Ihe Bad M()()fl5 or Evil Sun? but is 
easy to paint and can alway$ be relied on to look good. 
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Once I've scltlcdon my Warlord's clao, I move OtllO falling 
(or hili Warbosscs, I gel 03 for EvIl Sunz;md Death Skulls 
which come up 3;md. 1 respcaivc!y, which Is splendld ­
plel'lty of vehicles to be had there. Blood-Axes and Snake­
BilC.S .supply D3-1 Warbos.ses each; 1 get none from the 
B100d-Axcs (8it2.0 and one: from the Snake-Bites. Lastly I 
get 06-2 (rom the: Bad Moons, which give.'! me 2 Bad Moon 
Warbos.1Cs, 

So I end up with 'three Goff warMnds, three Evil Sunz 
wari».nds, Iwo Dad Moons warbllnds, One Death Skull 
warband lind one Snake-Bite war~nd -li n~ mix ovcnll 
with I bit of everything (exC'Cpt BIood·Axes, the gill). Now 
I c:an get on With designing the warband.!; individually;md 
I'll come back 10 doing the Warlord's Gaf8:1nt mob latel, 

I'll $Url by designing 1I stllndllrd Goff warbllnd lind a 
standard Evil Sunz warband and thcn do the re~t nf the 
warbands before doing the other Iwo Goff and EvU Sunz 
warbands. This way, I ClIn shape my forces so their roles in 
In.ttle compliment each other rather !.han dupliClltlng e:ach 
other's etTenlJ or getling In the way. Each ~nd has to 
be employed preay much as a single unit, so it nC«is to be 
heavily slanted towards doing one job very well - like 
storming the enemy po$i tion5, giving support nrc o r 
sweeping round lhe enemy nanlu. 

I'll Marl off with the Goffwarband, Nazg,rond Na.llhrnl. 
This witl be 1I Sllindard warband $0 I slick to Ihe 
compul5Ol'Y Doyz and Nobz- I pick one mob of lloy7. wl!.h 
heavy weapons and one withoulto getlhe necessary 
numbe" \0 make the wartu.nd suitably imposing on tile 
ublc, For tile final mob in the warband O'm keeping to the 
ba.sk four mobs to keep the cost of the warband down), I 
pick a Sto rmboyot: Korp$; Slormboyot: arc very u:;eful for 
splitling o ff from !.he main bndy of the warband 10 do 
5pe:cinc: ~.5ks or just 10 lay down covering fire while Ihe 
rest of Ihe warband keep marglng. 

I can only hllve a Warbo&s on foot as there are no vehicles 
in Ule warband bUl lhat'$ Just nne _ 11.'5 a preltytough 5I.and 
to stick in the ccntre of the warband lind it's loully free ! 
The lotal Bit for the whole warband is 700 points which Is 
reuonable bU11'1J need some che:aper warbands In the 
horde, something to bear in mind taler. 

The Evil SunZ warband, .uhakkul Tarak, I want to be 
rea."oOnably chellp lind fast so I can deploy them 01,11 on a 
nank 10 swing round the enemy and envelop onc sldc. 
With the Evil Sunz al the wbeel Ihere'$ a chance !.hey'U go 
crU)' ;md charge off of their own accord 50 I may as well 
uy to f2ke advantage of this by not nuking this warband a 
suppoftlng group but making them numerous enough to 
get away wilh charging off on their own. 

I've got quite 1I few of me mobs already Uken up wilh 
compul$QI)' Bikes, Buggies and lJalllewagons 0 go for 
Howelburna types because they're f,lst lind have a 
baltlccannon armament).so I c.ake another Bike mob to 
pad out the worrband's numbers further and leave it atlhaL 
I place Ihe Warboss in a Dowelburml becau$C: it'd be 
useleu having him on f()()( :and a Warbike would be too 
vulnenble. The Iotal co.st of the Ashaklrul Tarak comes to 
900 polnls which Is a bit steep but the warband doco$ 
comprise 19 fast vehicles, $0 Ihey may well come as a 
nasty.shock to.50mebody, 
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BURZURUK'S 
BAD BOn 
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EPlCORKS 

Nnl 1 do !hi! ,wo Ilad Moons w .. bondo, F>Lk>b ,,"""'k 
~"" (joIL r.."d,""" 01 whiCh I ... IlL 10 K'. ~ fore. """""'" 
&'OUP In<l ,he OIhe, ••• r.., ... y ullul, ~t(lUp FaLl" b 
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n.. Nobz I,e compul .... y bu, 'I>co!'u I!OC .. i •• l1e 
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CAP It 10001 ..-ogh '0 take on .......... opfX>II ....... M'<1 
0CIfr"Ie ddibention, llbo puI in. mob'" I/Olft Slon,,,,,,. 
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_pon. '0 by d<n.·n oomc •• he"n. nno btfo.c 'hey 
MtId( and the tr:Ik1Df bco"", ..... come In ~ I'wIdy Jar 
horaooinJ LI>c! <>ppooKog ""~ IlOpcfullJ' die ~ .. csn 
ptOO'IcIt """'" boling <O'o'ft"'ll r .... with !he pt<lI«Ilon u 
~p:>We< r .. klltokeepll",,,,IfI ""Ion, Go!< Wd .. ILlQO 
po!II<t bu .I/>oUkI he ",<"II ........ n it '" .ny ......,..,.bly bill ..... 
f'Inally. 1><1...., .......... 8 bad< \0 del the ,til '" ~ .. Goff_ 
EvU Sun ..... 'bond>. I'll do ,he s..lk~·&he .nd 0...." 
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iuot $SO poinI> arod .... ~I he JII<''' fun 10 _ . .... I'm quOlC 
""",oed ... 1Ih 'h<:m, 

...... ~ .. "mb. 50'1" ~, e ~0"'11 '0 be a cheap .kl,m<>h 
o<oecn lO .... k Uf' fltc and <ItouId the mcmr fn)m my "",I 
__ and Lh>L meaN. "* one I/O ... _ CMd>IfIII ukc 
the onumoam ~"",beo 01 Godcbin r con ... ..,. pi ........... 
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"1 ... . 0.,......, dole t'OOOIbot, I al ... 10k". 80yl mob 
..-ill! lin.,. "'~pono SO Ihe ... -otbMd hao _ """ I2IIF 
bile, OI><lo.ooIy 1 1M" Ibc '1o,bou oro ro... 8un:wombo 
S<I.p .. ~Ir (he.p, only 400 poInla. ... irII be 
Idr-&l r", bI"''':''',lnl .round m r,.....,. 01 ."" enmoy . nd 
pin, k~itod ....... iI !hey get 10' dtaInt _II" poW '0 8'" 
on fu>! r.fCotdtn. 
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__ "'" niao ><><I chap or 600 poiL!<a. 

~h M:Ip. 10 !jOins LO bt. ,~.lJy bIH one .... I "'~ 
four /loy. mobl, ''''0 ... Ilh hcovy .... copon •• nd ''''0 
.... khoul. NeLLI I pl."" In ,he ~ptJI""Y ~ m<>b .. '" 
tak .. ",,,,. SlDfml>oy£ I(or, .. "" ,he ... " boand hu ... "",­
II"" po:'odo.~ r...".,....... I'OUf'O .. udMd. .... , Tho ~ 
II .... looI lnd thr IOU' lor 'he _I»nd _ '" 'KIO 
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",hom I opt to k..,p "" 1_ ,h" ,'me ,.,... Ide. nf II, .. 
.... 'bond .. Lh>L !hey ..... eep ,ound ,be ".l1k .nd drt>p <>IT 
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I toke Spleen,lppo B. ulc .... fIOn>.nd.n eJUr> mob of 
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DOflecruochas for their good OverJ\!O factoi'. Pinally I take 
a mobofSkulihamrna.s .lind put me WlIIrt:>oss In one a.s well 
IiO 1 have something really hard in the warband to giVe it II 
bit more welgh!. Skebek Luzurk is the most Cllpcnslve 
WOI.rband 50 far at 2000 points so It can only really be of 
any use in a large b3LLle - but the po5Slbllity of cramming 
them In on a smalln g:lme might be fun . 

ast of all I do lhe Gargan! mob. I'm going 10 ruck with 
having six Garganu bec:ause I don't want 10 lose any 
warb:oInUs and 51x should be plenty anyway. The main 
fullCtion my Garganu will5erVc is Iong.range. suppon and 
neutralizing enemy Tuns 50 I want .11 Ie-AS{ somc ofthcm 
10 be dead shooty. With Ihis In mind, I put the Warlord 
(Burzu(\Jk himself) and one of his henchmen In Smasher 
Grelll Garg::lllu wllh head turrets and I lake ,nolher 
Smasher type Withnul a head turret TOf .$Orncthing sligtMly 
cheaper. I llIke one Qvshet Greal G:uganl without a head 
tullet for getting in clox ilnd 5quilShing things. Finally, I 
Iilkc tWO Sla.~her Gargiln15 for che~peT opIions 10 use in 
biiules whcre I WlInl Great Gargan15 bUL can't afford the 
poInts o r I want sever;al G3rgam.s to u:;e at once. 

The Lotal for Burzuruk's Bad Rop: is 15,500 points w I 
doubl l'lI be using the whole horde III a hUrryl There lire 
some things I hllvcn't even touched on in this horde, like 
Clptured Imperial Sluff, various oddbilZ and mercenaries 
which would all be good fun to use , J"JI probably Include 
60ITIC ~ra Ihlng:s like thilt once I've pb)'CJd with this horde 
for iI while and SOC a feel for Lt. 

TACTICS 
Orks are harder to usc In bllnle tha ll you'd think. Just 
steaming towarde tht.: t.:ncllIY docs,\'t Renerall)" work -
unless you've got tol:dly overwhelming numbers like three 
lO one or better, things tend to get wiped out r .. stcr thall 
they Gn move up U !'hey dose wjlhln range of the enemy. 

lbe .. nswer is 10 make sure you soften the enemy up 
before hand with orr·uble baflages and dlrca nrc, then 
charge In 10 mop up the survivors before they get aWll.Y or 
reorganise. You have 10 be careful nol to gel bogged down 
In a fird'ight with enemy forces who arc better armed than 
you; If you do, manoeuvre inLo a position whe re your 
opponent haslode.stroyyour che2psklrmlshing type units 
before he can .. !tilck the good stuff. 

Oon'l forget th31 when firing at infamry you h .. yc to target 
Ihe closest CflCmy &lInd.~ first. Use Ihls 10 your advilnt:lge 
by deploying cheaper troop.'> at the front of the warband 
and placlng the beuer Sluff progressively further back. 

Think lIboUl how you actu ~ lJy place infalllry $lands _ you 
C".An ;avoid geulng 100 badly chewed up by burst we~pom 
by 1Il2inlilining decent spacing. Similarly, place cheap 
warbands direct.ly in froot of the enemy, prefeTllbly In 
cover 50 they'lIla$ longef', and let them get shol OIL - this 
will force the enemy to $Illy in position 10 keep firing at 
you effectively or force him to move and hopefully create 
a g~p you can el'plok. 

VehIcle!; In an Ork horde are rattic! unreliable but arc 
gcnerillly pretty fast with reasonably good lITmament. 
Explok this by mnging them out wide of the frontline and 
pobing OIL the enemy's nanks and try to find :a we1lk poi,\! 
to bre;;rk through. At WOfSl, you'll pin the eocmy down and 
pos.sibly force him to pull .stuff OUI of the line 10 bolster up 
his n,nks. AI bc.st, you'll manage to bre2k Ihrough and 
CilU5C him no end of trouble ramp"glng 210und his rear. 
Stompers are wonh a mcnlion in their own right because 

EPICORXS 

they're Ideal for suppoftlng inf2nLry w .. rb2nds - they've 
got iI good armament i1nd~:ood sUNivabillty ;and If they're 
moving as part o f ~ warband thal's on foot their .slow 
movemenL rate is no problf-m. 

Gargants lire big chunks of nrepower 2nd good value for 
poInts _ they Gn generally abwrb lou of damage: before 
going up and they arTY m')le guns than their Imperial or 
£ldar equivalentS, Smasher G:ttg2n15 gencnUy do well 10 
Slop moving as 500Il as they get within range of the enemy 
and pound them to bils before moving c1o<scr. The same 
holds true for sla~er type- Gargan15 as well. In general, 
Cru.sher Gargants shoul::! Or'lly be used when enemy Titans 
arc expected and you need to close the distance 2nd 
engage the Tiull.~ In close combat or bring the Snapper's 
multJ·mella inlO Tllnsc:l.~ 'llllckly lIS possible. 

AnOlIJcr poinl to remember Is Ihilt , whatever happens, 
you' ll genendly outnumber your opponent in term' of 
how much stuff you've got on the table - pres, )"our 
advantage home once )'QU've sortened him up and keep 
him 00 the run , 

The most import2n! deeh;lon you'll h .. vc to make In a 
b211le is when to close in - 100 early :r.nd you'll JUSt get 
blown to pieces, \00 lale 2nd you'll have lost 100 much of 
yQUf fore<: to milke il. Don't be oveny worried 2bout mobs 
getting oU15ide the COIl\ll\UId range ofthc W:r.tboss - they 
won't gcntllllly do anything 100 dis:lSllOUS, paltJcularly if 
they're infantry. In filCI it can often be 2 good idea to I~ 
IiOme mot..s'plit off and do their own thing. 

Most Important of 1I1i is to remember that you're Ork5 ~mJ 
Ork.~ never taste defeat - they JUSt get bclIten off and come 
I»ck Illter wh.-:n nobody'S looking! 
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SUBSCRIPTIONS SPECIAL OFFER 
The next 12 issues for only £15! Plus six back issues FREE! 
For a limite d p eriod o nly. wc arc o rte r lng.!ilx free back I5sue.<i to every subscriber of While Dwarf, Not 
o nly tha I, bUI we arc also r educlng Ih e United Klngdolllll s ubscriptio n price from .£18 to ,£15 . To rak e. 
adva n tage o f this a nlal;iog d eal, s imp ly com p lele Ihe form bdow. Don'l forget 10 te U us wh ich L~sue to 
.surl your .subscrlpllon wllh a nd ho w lo ng you wis h 10 subscribe for. 

UK:SPI-X;I.U PRie r. £15.00 
!'lease iro<:lude dor:quc UI po.bll .-de. f .... £15.00 m.de: poYI"le ..,G",,,,ES 
WORKSHOP. and send to: 

wmTIl DWAKF MAGhZlNIl SUBSCRIPTIONS. Glmu Wo.bhop. Chc:WlOIl 
Sln:el.llililup. r, ... woOO. NOli!!. NGJ63HY. 
l'o,lIARCLAYCARD/VISA ""J ACCESS ... b • .,,;pI;"'" I.Clephonc: (0773) 713213 or 
(OnJ)7t:t)462. 

USfi $35.00 CANADA $45.00 
Please iMJ~d~ cheq .... or posLil or<lerfor S3!1.ooo< $4S.OO (Mary!a,.! n:sidcrm p\use 
Idd S'iII> sale. w.)made I"'yable'" GAMI'.s WORKSHOP, Ind _d 10: 
WlIrro DWARF MAGAZn-.'E SUBSCRIPTIONS. Games WDfkd>q> Inc., 34]1 
Benson A~. Ballimore. M:uyland 21n1. 
"'" Vl<;A and MASTERCARD subscriplimllrleJl/lone O()]) 644 S6\l9. 

1I ~.:.l>TO ~·THE WORLDts4.00 
Plea.., include chcqllC or pOllai onlc:. rO! 06.0001" £S4.00madc: PO)'lOWe .0GAMI!S WORKSI10P, ""d wnd.o: 
WfllTfi DWARF MAGAZlN6 SUBSCRIPTIONS. 
G.r .. ~. W~rbhup. Ore",","" Sir.., •• Ililhol'. lia''''''OQd. Nou~.I\'O I 6 311Y. 
Fo< BAItCLAYCAlm/YISA .,od Ac..'CESS .~bJcri",iun •• elcphonc (0773) 7 132J3 or (0173) 760462. 

I'lus six free back issues of your choice. Ple4!lc ~Ic<:ttwel~e issues in order of prefcrellCc.Fur example: if issue jj ;5 
yO~1 first choice I:nlcr a '1' in Inc box 10 the right of 55. We will endeavOIlf to send you yuur finll choice uf six . 

From the followi.lg iS1lu~. 

50 0 'I Cl " 0 " 0 " 0 66 0 
67 0 6lI 0 " 0 75 0 78 0 81 0 
84 0 81 0 88 0 89 0 99 0 1119 0 
III 0 112 0 II' 0 125 0 126 0 127 0 
Best or While Dwarf Scenlltjo~ m LJ Scs. uf Whitc Dwarf Articks ill 0 
Please starl my While Dwarf SUbscription with iuue no: [0' ... ycau . 

NAME 
ADDRESS 

POSTCODE/ZIP .... _ .. _ ........ _._ ..... .............. . 

PLEASE DEB" MY ACCESS/MASTFJ<CARD/VlSA NO I I I I I I I I I I I I I I I I I 
NAME AND ADDRESS OF CARDHOLDER (if diffen:nt from above). 

NAME .. 

ADDRESS 

POSTCODE{lIP . 

W070 

EXPIRY DATE 



You can also order scpautcly, any of the While: D""aJf's soown . !Jove 
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...... 
fUlL SUNZ ARMY 

-... . ..:.;.,,, 
.' .,,~ 
Here it is! W33-W3~rokk'$ fast_growing warband r~dy 10 leave /POrnc Ircildmarks on the 
nut unlucky enemies to Jlet In their way. Specially painted in lin: glowering reds ofthc Evil 
Suoz and the blacks and ycfl" ..... s of theil compadrcs from the [lad Moons lhc.<;c .mpcrh 
mln[alurc.~ show W:1a-WlillOkk"s 
boyz in allthcir glory. In a 
s~cial o"cc.in-a.llfetlme offer 
we R,ve you the oppurtunlty to 
purch,se alilhc lIIinilllur('$ 
necessary 10 make up Waa­
Wa~rokk's orficial warband from 
Games Workshop Mail Order, All 
you have to do is ;l.:i.SI.:mblc and 
p3int them yourself... 
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WA7.ROXX, liVfL SUf'l'~ WAIlO()SS, 
UiAnllR OF 77-I1l AKMY. 



AA-WAZROKK 
Wa7,:Tokk has big pla n:t.. He wants his BOYl 
to be known across the galaxy as the tuffest, 
'ardest , shooti est Boy7. there is. And once 
Waa-Wazrokk 's on the move, nurfink ' s 
gonna get in its way! 
WI7.fokk is rapidly coming ovcr 10 the idea of Kuacking hi!! 
enemi~ hard IIl1d rUI. Speed i5 the cssc.nc:e of warfare, or so 
the Mcks keep Ic11irl8 him. So rar the tribe is only partly 
motorited, but onll day Wauokk hope, \0 capture more 
veh.icles and gel the Meks \0 mllke some '$pcciBIs' - II cuup\e 
of kus tomiscd n.U\IlWIlgQILS is just what he needs, 

Somo of Ihe Nobz haye IIITcady gone ovcr 10 the speed cull 
~nd got Ihemsc\vcs shiny new snazzy warbikcs. WUlOklr:: 
intends \0 use LIuom iU the .spcaJhc~d or hi~ "" • • band. 10 ell! a 
,"'allle through the ranb of his enemies, which are many. A 
couple of Meks (abo speed cuILisls) hive got logetl\er and 
made an impressive war buggy, and Wauoltk i$ [rantically 
saving up teer 10 gel one (Of himself. 

\Vim this end in mind, Wa:uokkhas lei I flJTlilyofBad Mooll 
traders into the trib411 ~culcment. su thai these whet:lcf..:lcOlIers 
will bring in sutnC morc leer, which hc can Ihcn Ict off them 
by chMging cAtmlionatc ratCS for rides on his personal fun 
fair. Rad Moons lend 10 $PCnd ted IS f.sIIS they can &tOW 

"'m. 
If trouble stlrts tK: fo re Wazrokk's ambitious mechanised 
colunm lakes shllpe. he plans 10 usc his spood freaks on thcU 
vehielc:s 10 outflank the enemy or charge SlTlighl II Ihem (a 
job whic h speed cultists Ire besl (or). $LIpp-arted by the 
firepower o f his fOOI" lo&&in& infantry Mobz. 

MAIL ORDER 
SPECIAL OFFER 

WAA·WAZROKK COMPLETE FOR £33,00 
Yo u lIe t 4 1 mlnlllturn Il.lld 4 vrh lc les: 

I Warlxm 
8 Bosses­

(including 3 wlITbikes) 
1 Bad Moon Rou 

2 Runthcrdl 
2 Weirdboyl 
2 M indcl'7. • 
20 Bo12-

I WarbugGY :3 Mekaniw 
2 Painboyz 

5 sprues o f pllLStie weapons, ir"Ic1uding heavy weapons 
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(- plastic mutiuures- others are melal ) 

See !he GIIfTle$ Workshop Mail Order pase 
for details of how 10 order. 

WAA-WAZROKK 
EVIL SUNZ WARBAND 

1002 POINTS 

WARBOSS RET INUE - 22 1 POINTS 
WAKBOSS 
5 BOSSE.'> 
MEKANIAK 
PATNllOY 
RUNfHERD 
WEIRDBOY 

power /lJmour, bohgl.ln, \mife 
fhlk armour, boltgun.knife 
flu armour, bohgun. knife 
flak umow, b\Jlt¥un. knife 
nak lIJ1Tlour, bollxull knife 
flu armour, boltgl.ln. knife 

EVIL SUNZ NOIIZ - 2R5 POINTS 
:3 BOSSES nllk Il1nUUT, bollgUn, Imife 
J WAlWiKES 

NOBZ - 21 POINTS 
I BAD MOONS BOSS power :umow, 001,,1111, 

knifc 

EVIL SUNZ ODDROYZ- 155 PO INTS 
MEKANIAK 
MEKANlAK 
PAlNHOY'.l 
RUNTIIERD 
WElRDBOY 
2 MINDERZ 
WAR BUGGY 

flu armour, boltgun. knife 
nu armour, boltgulI, knife 
flak antlOUr, bollgun. knife 
nak armour, boltgun. knife 
flak armour, bahgun. knife 
flak armour, OOltguns, kni f 
10 mouol the 2 Mekaniw 

EVIL SUNZ BlGMOB - 130 POINTS 
SHOVZ 
2 BOYZ 

nak armow, bohgull, knife 
fllLk armour; boitgun, knife, 
heavy bolters 

EVIL SUNZ Mon - 105 POINTS 
4BO¥Z 
I BOY 

flak UTllour, bolLgun, knife 
flak armow, boltgun. knife, 
missile l.u(\Chef, frl, mi.uiles, 
melta missiles 

BAD MOONS 80YZMOD -85 POINTS 
J BOVZ 

2BOY 

flu armuw, boltgun. knife, 
fug stikkbom7.. 
nak armour, bollgun,knife, 
genade Ilunchers, frag 

5tikkbombl. 

• 

• 



MAIL ORDER 
(:~ 'I\'''~.~"panll CIt:klcIIol .1I (fflk. I. nO! 1<»1 ~ ",,(kJnl .n~ <k>"""'h K'vicc. The rrirndly ... U .. -11<1 m.n (he 
i'I.11 tlnl., rt>onn- . .... 11 k .... h<>bby onlhu.I .... ",h.., .. -111 "" """" ,h ... h.ppy '" aI"t )'0\1 MIl' .nd :&\lvl« ... llh )'<)<11 
I"'~ru.>n 01 mlnbru~ ~Dtl .,....,. 

NEW RELEASE: SPACE ORK BATTLEWAGON 
RING MAIL ORDER FOR DETAILS OF PRICE' 

THIS SUPt:RBORKBATTlEWAGON IS THE LATEST ADDITION TO THE 
RANGE OF WARHAMMER 40,000 28MM SCALE PlASTIC MODEL 
VEHICLES. THE HIGHLY DETAILEO lOT CONTAINS PARTS TO 
ASSEMBLE ONE BATTLEWAGON PlUS 7 ORK CREW, INCLUDING 
DRIVER AND 6 ORK aCYz. 

ORDERING CITADEL MINIATURES OROERING OTHER PRODUCTS 

- ~ " .:r Jom - -
on_· 

~_Uftl_ 

OM .,. 
D","7 IQMI:;IIIJI'OO<A ... nl_ .. 00 21 ". ... 
O' It,,"J SOUL ..... _ WTUW<rIOOM ""' OIlO ". .. ~ 
DJI1U ' ~ ... mt .... _ ... OI" ". ... 0." .. , .. ~. "T1I.lWO<)Old'" or ., U ... ... 
OJll'M • -.J~WTU_ ". ... 
0111''' I 1iaIS"'_ .. r".rw_lfI'o; Of ' 1 ". ... .,1111. """"'.--, Wl,IWIOOOM.", Of . , ". ... 
01111' 010( ....... T "'1IGoI~~ " . ...... ---_ ..... ........ 0000 .. - "!)lIlJOO_I_nc:<l1, ". " ... 
"'Ill ...., _I"'-"STC IJI1 ". ,,'" 

FW,. S\,O;> ''!Uy .. ~ ... ....,.""" .. m'-
~,., ---- n" .". oo. ~- n." ••• 

_ .... _. __ . --- .. -----..... -~-- .. ---.. _ ... __ .... _ .. _ ...... _---- ..... _-_ .... _ ...... --_. __ .-... __ .......... _,_._-... -_ ... -
---~--------.-.-­..... -----...... -----.-.. -~­-------_ ... _ ... __ ._ ... ------_ ... _----.----.... ~- .......... ---...... -------_ .. ,-_ .... -... _---_._----_ ....... _---.. -.. ------.-~- _ .. _._­... _-------_ ... -----.............. _---... _ ..... -.. __ .... _ ... -. _.-- ---_. __ .... _-_. __ .--_ .. _-._ .. _-_._-_ ... _._ ... --.. ~~----- .. - - -'_._'--.... ---_ ..... _-_ .. -----­... _---------_ ... -_ ...... _ ... _--_ ...... _-.... .. _ ..... .. _--_._---_ .. .--.... _-" ..... -
~------ .. - .--.--.- .. -
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RTB12 

IMPERIAL RHINO 
O£SKlNED 8V 1);E cn"OEL MINIArullES DESIGN TEAM 

This highly detailed kit comes complete with multi-purpose body sections, 
optional hatches, open or closed crew compartments, separate 
Commander's hatches (with boltgunsl, engine exhausts, smoke and 
grenade launchers, spiked ram attachment, and external accessories such 
as light fittings and handrail s. Each Rhino can be built in a variety of ways 
- reflecting the multiplicity of roles filled by this mighty machine. 
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RTB08 

IMPERIAL PREDATOR 

The Predator is the Imperium's Assault Tank combining highly effective 
firepower with mobility. Designed around Ihe standard Rhino APe chassis, 
the Predator is armed with a pair of las-cannon and a turret-mounted auto­
cannon. It is widely used by both the Space Marines and the Imperial Guard 
as an assault vehicle, breaking through enemy lines at the head of advancing 
troops or moving rapidly across the battlefield using its heavy firepower 
to stOp the enemy dead. The Predator is 8 detailed hard plastic kit . 
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ORK BATTLEWAGONS 
OESoGNEO IV KEV AIIA MS 

1)7l1811' 

f SI(ULlHAMMA BAmEWAGON 

! 
I 
I , 
I 

0121"12 01Z7UJI ! 80NECRUNCHA BATTLEWAGONS GIIILETGRINOA BATTLEWAGON 
( , 
! ., I , 
I • 
I • 
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01Z18,n 

I SPlEENIIENOA BATTLEWAGONS G06SMASHA I14TTLEWAGONS 

! 
I 
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I , 
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07218MI I 
GUTIIIPPA 8ATTLEWAQONS eowELBUIINA BATTlEWAGONS , 

I • • 
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072824 

ORK GREAT GARGANT 
Oe~GOIEO BY ~E\I "'!I.IoM5 

Tha Otk G,,,, Gargan! Is auppli.cl wilh • choic, 01 
Mads. PIe." ~ whether rou would ~ke In. Go:\! 
h. ad wilh h,ad lU".t). the Gun head, 0/ the 

10 I~ •••• mbly diagram below lor 

EPIC SCALE RELEASES 

I pI< 0rII1rw_ In .IIIIIO.I SI con, ........... 300 
d.t.~~ Ep", oc ... 6mm pl.,1k C",Ml "'inIa,u, •• 
'nc'udinv 01"' ... "'><IbO." >l .... Woo"on<, W .. 
euw;n. 8o .. boy> """ (h \ooc"" 80 ...... 

"'" _ ... ,£7.119. .1 • . B51 """.....,. _ ~30 ... _ 
E!>o<KM6rnmplotioc-MIrIIotut .. ~200 
D,~ W.", ... ."., 30 Bo" leWOgOM with upo,.,. 

'u"." ~ ........... 'o-unnoo ............. 

C"I'fM JfI: \;;;;; .. ;;;;;;::::;;;;;;;; .. ,-;;;;;;;;;;;;;:------------------------' \~" .''''''''~ _ .. ----, ... --. 
1'1019 



INDEPENDENT SPECIALIST STOCKISTS 

IN TliE US 

ARUNGTOH HTS _ GAMERS PARADISE 
.... 5 EAST PAlATIt£ RD. ARUNGTON HTS, 
R.IIOOOoI, TEl,; (70816771586 

BU RIIANK _ TIlE LAST GRENA DIER 
335 N. SAN FeRNANDO BlVO.IIOR8ANI<, 
CA 111502, TEL: (818) 84811' .... 

CHICAGO_ OAMEAS PARAOISE 
2828 N. ClAPJ< ST, CHIC"GO, 1l60&67, 
TEL:(312)54111833 

CHICAGO Alooe -CAMERS PARADise 
CI·lICACO RlOOE MALL. CHICAGO RlDGE, 
Ill\0415, TEL: )708) 49\11121 

DEERFIELD _ GAMERS PARADISE 
'42 S. WAUI([GM, DEERFIELD, IL50015, 
TEL:t70e)4~O\70 

HAMPTOH _ ATOMIC COMICS EMPORIUM 
lI& WEST MERCURY BOVl.£VAIlO, 
HAMPTON, VA 23Mt, CONTACT:.IM 
DESTROIoF, TEl:(II04) 723!1OO3 

NEW JERSEY _ THE GAME AOOM 
201 WOODBRIOGE CENTER. 
WOOOarUDGE. NeW .EASEY, CONTACT' 
'-'Cl-£UE. TE~2(1)636 1111 

NEW YORK - JIM HANLEY'S 
UNIVERSE 
35 NEW CORP LANE, STATEN ISI..MID, 
NEW YORK. CONTACT: RITCH. 
TEL.: (7\8) 351 6299 

NORRIOOE _ GAMERS PARADISE 
4\36A N. HARLEMAVE, NOfIRiDGE. 
IL !10634, TEl.: (708) 456 \ 422 

ORLAND PARK _GAMERS PARADISE 
1435 ORlAND PAAK PL. ORlAND PARK, 
Ill504a2, TEL.: (708)460 &171 

SCHENECTADY _ ARMAOILLO GAMES 
2230 BROMNJAY. SClIEt.ECTADY, 
NY 12::1011. CONTACT: KEITH HOUGHTON, 
TEl: 15(8) 3178134 

STEVENSVILLE - THE BLAOE 
t1Jt JOHN BEERS ROm. STEVENSVll£, 
t.l149127. TEqetej428 3358 

VILLI. PARK_ GAMERS PARAOISE 
NORTH PARK IAALL. 270 W. NORTH 
AVENUE. VlUA PARIl1L6Ol.,. 
TEl:(708) 21'9 ,212 

IN EUROPE 

MARSE1LLE_ DRAGON D')VOIRE 
&4 RlE St. SlI'fR[N, '3008. 
IoWISElue. F'RANCE 
PARIS _STRATE JEUX ,S RlE DE POIRER.OE·NAACAY. ~'4. 
PARIS (t.lETRO POf\TE.O"ClALEANS). 
MGR: PIERRE MX:HAUO. TEL: (l)4S 4S 46 87 

W08D 

TOULOUSE _ JEUX DE MONOE 
PASSAGE ST . ..EROME. 14 Rl£ MALfUCE 
fOfMEI., 31000. TOlLOUSE. ffiANCE 

KOBENHAVN·K - FANTASK 
STK PEOERSSTRAEOE 18. OK, 14~. 
DENMARK. Ttl: (DENMARK) 33 11 B5 38 

IN GREAT BRITAIN 

BOURNE MOUTH _ WONDERWORLD 
1103 CHRISTCltURCH ROAD,!IClSCOMDE • 
BOURNEI«XJTII, DDllSET, OWNeR: 
DAVE HEAN, TEL: 0202 422\1&6 

CARDIFF _ ENCOUHTER GAMES 
7 HGH STREET AACADE, C-'RDII'F. 

OWNeR: RDG[R HARRIS, 
TEL:022222t , 59 

S.,,,,d.v 1 II'" A"i"" 
TERMINATOR FORCE 

PAINTINC DEMO 
M.rI< GibboN. Gald .net 5,1 ... Wi ...... 
altho ,990 GeIden Demon AwarOs..,eI 
artl't lo.,ured In I~. D ... ,hwjng li nd 
Ge~flfI(Il~ boo~., will b9 ,h",,"O hi. 
IIpI on ~;,,"no unll al T .. m'NuOfL 

CHESTER - TOPPERS OF CHESTER 
~ WATERGATE SmEET, Cl-lf.STER, 
all 21.A, OWNeR: ROD LAWSON, 
TEL: ~4 328802 

COlalESTER _ GAllES AND PU22lES 
SIR lSMCSWAlK, COlCHESTER. 
ESSEX, OWNER: RON UNGIJIIRD, 
TEl: 0200574781 

COANWAll _ TRURO MICRO 
U'lIT t , !ROOE HOUSE, NEW BRIDGE 
smEET, TIlI.flO, COFINWAU. 
TEl: 0872~ 

IPSWlCH_ WAR AND PEACE 
8 UPf'ER ORWEll SmEET. IPSWICH, 
SlI'FOUt. MAN~R: DAVE QUINTON. 
TEL: 258:l56 

LEICESTER _ ANOTHER WOALO 
nSiLVEASTREET. LEIC€SlER, 
TEL:0S33S15:!68 

LINCOLN _ ASHLE V9 
$.,0 MIN: MAAKET, UNCOLN, 
TEl: 0522£!OtS8 

NORTHAMPTON _ .... WATTS 
8(1·82 ABlNGOOO STREET. 
NOf\THAMPTON, CONTACT: rOM 
IEOOLEWUITE, TEL:0G0f21eoe 

ORPINGTON _ COMPUTER & 
l EISURE CENTRE 
t'7 111GII STnEET. OflPlNGTON, KENT, 
CONTACT: JOHN LE'.'EL, TEl.:0&8II21l01 

PORTSMOUTH _ SOllTHSEA 
MODELS . GAMES 
6SI AUlERT ACAD, SOUTHSEA. 
POFITSMOUTH, OWNER: IoIAASHAlL 
~t.4BIE, TEL 0705 7332(8 

5TOKE'()N, TRENT - fMASY WORLD 
tOMAAI(£T SOUAAE ARCADE, 
kASNlEY, STOKE.oN-TRENT, 
TEL: 0782 279294 

9 W1NOON _ SPOT ON MODELS 
., HAVELOCK STREET, SWINOCltf, 
'MlTSHlRE, PFtOPRlETOR: CHRIS 
IEXT. TEL:om 817302 

WOLV£RHA/lilPTON - ROLE'N'PLAY 
4 BROADSTREET, WOlVEAlI,WPTON. 
CQHTACl!NEI. PAYNE. TEl:Oi02 3tOOV 
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