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GANlES VVORKSHOP GANlES CLUBS 

Games Workshop stores are more than just the place to buy the exiting range of 
Games Workshop games and Citadel Miniatures. Each Games Workshop store 

runs its own weekly Games Club and other exciting events, making It the centre 
for the gaming hobby In your area. 

Games Club Activities 
Playing and Learnlng Games 

The Oub takes place at least one night a week as shown in 
the list of stores opposite. It's the ideal place to learn a 
Games Workshop game you've just bought or are 
considering buying. Our friendly suff are 211 experts on 
our games and are more than happy to teach you how LO 
play any of them. Each of the shops also h2S its own 
armies, so if you're short of an opponent you can always 
ask a member of suff for a ~me. 

League Games 

The Club is the focus for the Games Workshop Gaming 
Le2gues which build to an exciting climax at Cames Day 
each year. There is a special League nOliceboard where 
challenges, reports 2nd other messages can be pinned up 
and perused, the League tables themselves arc also 
displayed here. You C2n come in and see your current 
League standing, arrange games for the next week and 
perhaps even pla)'a game or two. And, of course, the Slaff 
are only too happy to explain how the Leagues work, help 
you amlnge games and so on. 

Meeting Other Garners 

The Club is the ideal place to meet fellow garners and 
make new friends who are intcrested in your hobby. 

EAVY METAL TOUR 
MINIATIJRE PAINTING DEMONSTRATIONS 

nil! Prow will be visiling the Newcastle 
lion: Oil the 81h or December 10 
demonsllate his ~ting lalenu as reawred 
in every month's Eavy Metal plges. He'll 
be showing you how 10 paint lome of the 
lIew relesscs from OudeJ Minialures and 
giying you advice on all upeets of 

Tim miniature painting and eonYening. 
IT you want some help with your models, 

bring them along on the day and Tim will Jive you hint. and tij» 
on ways of improving your results, whatever yout .undard. 

GANlES VVORKSHOP GANlES CLUBS 
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GANIES VVORKSHOP GANIES CLUBS 

Painting and Moddllng CJIrucs 

If you need any help or advice on painting Citadel 
Miniatures or modelling anything from games terrain to 
Warhammer 40./XlO vehicles, there's always someone at 
your Games Workshop Games Oub who em help. Alilhe 
shops also run occasional clinics where you can bring in 
your army and paint it with expert tuition. And, of course, 
various members of Games Workshop's 'Eavy Metal lcam 
lurn up from time to lime to give demonSln.tions of the 
nne art of miniature painting. Every month, the 'Eavy Meul 
Tour box gives details of forthcoming painting 
dem0nstr21ions (see prevklu.s page). 
AJllhe shops have a selection of gaming ternin built by the 
shop staff especially for the use of Oub members. The suJT 
will help you with advice on building terrain as well as 
running regular sessions to build new boards for the Oub. 
The above activities don't just take place on the Oub night. 
Each shop runs a series of special events on Saturdays and 

there are usually tables and terrain available all week for 
you to game on. 
So, don't miss out- check out your local Games Workshop 
store for the best in hobby gaming. 

RETAIL STORES 
If you want to know wmn going on at your local Gatn1'!5 "'brkshap store, drop In and check the notice board or ask any ofthc: 
staff who'U be happy to nllin thedeuils and chat about games and Ciladel Mirililrures.lfyou can"t make It In, give the store a call 
and ask when the next event Is taking place. There's something happeni..'18 most Sarurdays at all the stores - and don't forget the 
evening Gaming aubs when the shop wiD be open till8.00pm. • 
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NEWS 
READERS POLL - UK W1NI\'ER 
OUT Nottingham and Baltimore offices 
have been inundated with replies to the 
Readers PoU from White Dwarf 130. AI 
the last coun!. !he Mail Order TroUs were 
buried under It'I<n than 1.5,000 rqlUcil 

We'll lei you in on the resultl at alaler 
dale when we've had time to anal)'st 
them. At the ti~ ofwriting,lhc:fe are still 
3 ween to the closing dale fa' US entries 
10 we can't yet announce the winner of 
the Mega Prize Draw in the USA. 

In the UK, however, all the replies were 
CI1UT1fTIIld inro one mammoth heap and the 
lucky winner's colTy pl ucked out. 
Anthony Riddell from Tayport in 
Scotland wins I complete collection of 
every Gamel Worbhop bollOcd gaIDe, 
rulebook. game supplement, novel and 
artbook still in print. pha. copy of every 
bo"cd Ict of Citadel Miniarures in 
production! 

IN THE WORKS 
To support the release of Advanced 
Space Crusade, wc're currently planning 
I boxed set of plastic Citadel Miniat~, 
tentatively entitled Terminators and 
Tyranlds. The precise Conten" have yet 
to be finalised but will include PwesllWn 
and Hybrid Geneste.!ers, Tyranid 
Warrior., Terminators, Terminator 
LibrariaDi and Space Marine Scout$. 
Mort: deblls as soon as we've got them. 

The piastici department are .!so 
beavering away on the all-new Epic 
Chaos Horde and Epic Eldar WarhOl! 
sels. The Chaos box will include 
something like lop Chaos Renegades, SO 
Chaos Squats, SO Bea.slmCn, 30 Slaanesbi 
Riders, 30 Khornate Juggernauts, 30 
Tzeentchian Dise Riden, 10 Minolaun, 
10 TroIJs and 10 Chaos Champions. 

The Eldu box should contain 
approximately 100 Aspect Warriors, 20 
Harlequins, SO Guudians, 30 Jet Bikes, 
20 Exarchs. 20 Wnith Guard, 20 $cou", 
10 2-seater Jet Bikes, 10 Warlocks, 10 
Standard Bearers, 10 Vibro-Cannon and 
10 Field Guns and Gunners. 

Andy Chambers is working on the 
relevant army lists, while the Ciladel 
design team arc busy making additional 
metal models - rrom Daemons to 
vehicles. 

WD< 

A funha plastie set of Epie scale models 
in intended 10 feature such goodies as 
Imperial, Ork, Chaos and Eldar 
D~noughLl, Eldar War Walkeri, Ork 
Sholtlt Attacit Guns and even some mega 
on: Stompa. 

Nearing production are seu of Eldar 
arms and weapons 10 complement the 
existing mel.! range for Warhammer 
40.000, while, funhcr into the future, a set 
of Epic Scale Tyranlds, GenestealeN 
and blo.coostructs is also planned. 

GWBOOKS 
The boys in Brighlon have now sent 
David Ferrlng's Shtldowbrtrd orf to 
print - Ihis is the sequel to KOII,tld and 
part 2 of the epic Warblade trilogy. Next 
in line is Jack Yeovll's KrolwdU T,llr.­
book 2 in the DOlman Download cycle­
cl05ely followed by Storm Warriors, the 
concluding tale from Brian Crall'. 
Orfeo. Meanwhile, we wait with bated 
breath for the delivery of the sequel to 
iNfui.i/o, from Ian Watson. 

nAME PUBLICATIONS 
There's a whole stack of Warhammer 
Fantasy Roleplay products in the 
pipeline from flame. Dwarf Wars is to 
be followed by a miscellany of short 
adventuru and rules material (new magic 
items and so on), Ihe WFRP 
Companion. After that, editor Mike 
Brunton is planning to release Castle 
Drachenfels giving WFRP characters a 
chance to explore Jack YeovU's 
horrifying setlings for themselvCl. 
There's also a delailed campaign Jetting 
with a series or mini-adventures, 
currently entitled Deatb's Dark Shadow. 
Aame publications arc are also looking 
for new slaff to join the leam in an 
editorial and/or production capacity. 
Check out the advert elsewhcrein this 
issue. 

GAMES WORKSHOP TORONTO 
As you can ICC from details elsew~ in 
Ihis inue, the fin! Canadian Games 
Workshop store has opened in Toronto. 
The adddress and phone number arc: 

331 Queen Strftt West 
Toront~ Ontario MSV 2A4 

Tel: (461) 595-1159 

WARHAMMER. RECORDS 
The fml album on the new WarbllllDJer 
record label has been recorded and 
mixed and the muter lape$ delivered to 
the Design Studio. 

D·ROK, formerly Crash &: Bum (and 
they promise nOI to change their name 
again before the album is released) have 
recorded a dozen lTacks which tell the 
slOl')' of the inramous Noi$e Marine!. 

With an early New Year release date, the 
working title for the album is so far a 
choice of one of these four: 

D-ROK 
<OK 

VOL-t 
OBLIVION 

1£ you have a SlTong favourite from the 
above nanr.s, why notdrop aline toAndy 
Jones at the Design Studio. 

WARHAMMER PIN BADGES 
We will soon have some fuU· 
colour Warbamttter pin badges 
available. The price isn ' t decided 
yet but they'll be a strictly limited 
edition so te.cp an eye out for them 
in your loc.! Games Workshop 
store. 
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RETAIL SPOTLIGHT 

FIVENEW~ 
STORES OPENING SOON 

,).\\\o\:l Y~}LUTON 
12 PARK STREET, urroN, LUI 3EP 

OPEN I U)O.m - 8.<X¥n 
CLUB NIGHT: EVE:RYNIGHT 
CONTACT: lANCE flEWING 

TEl.: (0582) 4~17~47~'~~~~~ 

,J ~,~\ 4·J \Y~);l&m stir HULL 
31 PARAGON SlREET, HUU. 

OPEN 1 U)O .. m - 8.()(¥n 
CLUB N1GlIT: EVERY NIGlIT 
CONTACT: TIM CHEETIlAM 

TEl.: (0773) 769131 

\,-,-= 

,o\.\:\4.3~lJ&ill:[tir CROYDON 
UNIT 35 DRUMMOND CENTRE., KEELEY RD. CROYOON 

OPEN l\.OOam - 8.QC¥n 
CLUB NIGHT: EVERY NIGHT 

CONTACT: TOM ROCHE 
TEL: (fIT73) 769731 

'"'" 

.'\ ~N·l :.'k:1J:~j:1 ,:~;r SHEFFIELD 
(MOVING TO A NEW SIIOP lUST AROUND TIlE OORNER) 

16 flTZWlLUAM GATE, SHEFflELD 

OPEN 11.00&m - 8.()Opn 
CLUB NIGHT: EVERY NIGHT 
CONTACf: RICHARD GRANT 

TEL: (U742)1S0114 

.') '\~;jfJ 'a"J;j:ru~)l OXFORD 
I BUSH IIOUSE. NEW INN HAU. SllUffiT, QxroRD 

OPEN I I.oo.m - 8.00pm 
CLUB NIGHT: EVERY NIGHT 

CONTACT: STEVE RAY 
TEL: (on3) 769731 

RETAIL SPOTLIGHT 



ODELLIN 
~~ 
HILLS AND MINES 

BY DAVE ANDREWS AND PHIL LEWIS 

Following on from last month's Town House article, Phil and Dave demonstrate how to build 
hills and mines for Warhammer Fantasy Battle and Warhammer 40,000. If you're an 
inexperienced modeller and you want some help with any of the techniques described, or if you 
want to know where to get hold of the tools and materials you'll need, call in to your local 
Games Workshop store and they'll be more than happy to advise you. • 

GETTING STARTED 

• 

U you're not an experienced model1cr, have a go a! making a 
couple of small hills first as they're quick and easy to make 
and will help you get used 10 working with polystyrene. 
You'll need polystyrene tiles about I" thick, but if you can't 
find any of this thickness in DIY shops then just use ordinary 
ceiling tiles and Slick them together with PYA glue or 
polystyrene tile adhesive. Three or rour should be high 
mough to make a hill. Remember that if your hill is too high 
then your miniatures won't stand up on the slopes, so check 
when you've completed stage 3 by placing a miniature on all 
sides. Make sure you work outside or have got a large. well­
covered work surrace because cutting and sanding 
polysryrene is I very messy job1 

-. 
HILLS 
• 

I) Draw the shape or the hill on lOp or the polystyrene. 

2) Cut Ihe shape OUI roughly using I serrated knire 
(warning: knives are dangerous - always cut away from your 
fIDgeD). 

Complllld di()~Qrna showillg mille ,"frQlICl Qlld shad..r 

WD6 

Stag~ 2. CWltillg OWl I~ Micsha~ 

3) Using the serrated knire, carefully cut away the edges or 
the hill to create the sloped sides. Make sure thlt you don't 
cui the sides to steep or your miniarures will keep railing over. 

4) Carefully round orr the crest or the hill using the serrated 
loUr.. • 



• 

• 
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• 

Stale 1. CUlli", oJ_,'M .d,tJ 

5) Using coarse and then medium grade sandpaper. gently 
sand the hill until smooth. 

SUlg. J , $aNlillg IlrclsilllWI I_It 

6) A base should be added to the hill to prevent it being 
damaged. Glue the hill to I r:'ece of card with PV A glue. then 
apply. weight to the top 0 Ihc hill (a couple of large books 
will do). This prc'Icnts the card from warping. Leave this 
overnight 10 dry. 

7) When its dry, trim the card around the edge of the base 
using a modelling knife or scissors. 

8) The hill can now be coated willi (Cxrured wall covering. 
such IJ Polyripple or Supatex (both au described as having a 
flexible self texturing fmish), This is best applied with a 1" or 
2~ dec:orating brush and will create a slighlly textured fInish. 
If extra texture is required. sprinkJe a little sand on the wet 
hill. Allow this stage to dry thoroughly. 

9) Paint the hill a suitable shade of green with a decorating 
brwih. When dry. this can be lightly drybrushed with a lighter 
green or yellow if desired. 

SAFETY FIRST 
- h's worth reminding you !.hat modelling tools can be 

dangerous if they're used carelessly. Remember, they're 
shup and they CUl- and it's so much easier to make these 
buildings if you've uill got futgers! 

The most important safety rule is: make all cuts away 
trom your "nlen. It's also much safer to cut lhTough a 
sheet of card or polystyrene with several lighter strokes 
than with one heavy strOR. You're far mote likely to slip 
when pessina 100 hII'd so you'll fmd that you actally get a 
much sllaighter cut wilh lighter strokes. 

Always use a new sharp blade - sharp blades ate a lot 
less dangerous than old blwlt blades which you have 10 
press very hard to cut through anything. 

If you're unsure of what you're doing, then ask for some 
help, especially if you're a young mOOeller. 

HILLS & MINES 

TOOLS AND MATERIALS 
All-purpose glue or epoxy gel suitable for card, plastic, 
batsa wood etc (use PYA woodwork glue [or the 
polystyrene as other glues have a tendency to melt the 
surface). 

Modelling Icnife with replaceable blades (remember to 
always worlc with new sharp blades - these are much safer 
than blunt blades). 

Sandpaper: coarse and mcdiwn grain. 

Medium-sized Icnife with serrated edge for example a 
bread knife. Also, if you are a young madeller, ask your 
parents 10 help you with the culling. 

Scissors. especially if you're cutting thicker card. 

Steel ruler (a plastie or wooden ruler will be ruined in a 
very short time) and sct square. 

Cutting surface, for example a piece of thick card, 
hardboard or a CUlling mat (available from art shops or 
graphic supplien but quite an expensive item) - the main 
thing is 10 make sure that you don't end up digging great 
chunks OUi of of your best dining room table. 

t M expanded polystyrene sheet from building suppliers 
(alternatively several polystyrene tiles stuck together) 

Stiff cardboard available from artshops. 

Texnued wall covering (such as Polyripple etc) which can 
be bought from most DIY shops. 

Coral sand from pet shops. 

The two othel' main materials are dUn cardboard (the card 
from cereal packets is just right) and balsa wood offcuts 
that are ava.ilable in small p~ks from model shops. 

ROCKY AREAS 
Rocky areas can be represented by rou,hly cutting the 
polystyrene. The surface should be coated WIth PV A and then 
eoral sand and small rocks added to the SUlface. When this is 
thoroughly dry, paint it dark brown or grey and dry brush . 

MINE 
1) Make a basic hill as described earlier. However, before 
addina the base, cut a tunnel inlD the hill about 50mm wide 
and 150mm long. 

2) Now add the base, but extend it a few inches beyond the 
mouth of the tunnel. 

I ~ 
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HILLS & MINES 

3) Texture !he hill (bJ.t not the base) u previously described. 
Rocu cm be added using pebbles from the garden secured in 
pllIU with a little filler. 

4) While Ihe hill is drying you can begin to buiJd the covered 
entrance 10 the mine. Firstly. construct the. end frame using 
the template provided. Cut out Imps of balsa wood about 
Smm square. place them onto the template and cut them 10 
shape. Glue me pieces together and men leave to dry. 

Cut three lengths of balsa 5mm square and about 50mm long. 

Glue the ends of !he lengths onto the end frame. Now leave it 
10 <hy. 

5) U you wish to add the rails, first make I dozen sleepers 
about 3mm by 30mm from I balsa sheet. Make the rails by 
cutting two strips of balsa about 2mm square. Slick the 
sleepers onlD the base at regular intervals leading out from the 
runnel. The rails can then be stuck to the sleepers leaving a 
gap of about 6·IOmm between them. 

6) Now for Ihe covered eniiance to the mouth of the tunnel. 
The three beams can be pushed slightly into the polystyrene 
hill and secured with a blob of PYA glue. The fect of the end­
frame can be glued to the base. 

7) Cut the two basic roof pieces out of thin card. These 
should be 40nw wide., but the length will vary on how you 
have constructed your model. Don't worT}' if there are any 
gaps. You may find it easier to make the roof in several 
pieces. 

Once the basic roof is ~tuck in place, tile the roof as we 
described for the houses (see White Dwarf i31) or, use one of 
the methods described later. Roughly-cUl planks of balsa can 
be stuck to the upper half of the end·frame. 

8) The buffer stop is simply a square of foam board covered 
with small balsa planks and topped with a few small stones. 

The ttuck was made from artists card Templates are given. so 
just photocopy and stick to card. Cut out and assemble as 
shown in the diagram. The wheels are made from thin card 
using a hole punch. The centres are made from thin slices of 
round sprue. Rivets can be added by a small blob of PYA glue 
applied with a cocktail stick. Remember to make sure the 
truclcs will fit on the' rails 

W08 

9) Lastly, texture the base using PYA glue. The moss and 
sand were bought from a railway model shop and stuck on 
with PYA gluc. 

10) Now that it's finished you can paint it. Firstly, paint the 
inside of the tunnel black. Any woodwork can be undercoatcd 
black and drybrushed brown then grey. The hill should be 
painted to fit with your wargames baud/playing surface. The 
rocks and ground were undercoated mid-brown then 
drybrushed with light ochre. 

SHACKS 
These are really simple to make. Basically. a shack is a 
cardboud bolt covered in balsa scraps. This projoct is ideal 
for uting up !hose leftovers from your bits bolt. 

I) Transfer the templaleS to foam board by using the same 
technique described in the last two White Dwarfs. 

Assemble the pieces and stick to a card base as shown in !he 
diagram. 1be planking is made from cwting a sheet of balsa 
wood into thin smps about 3-4mm wide. Stick Ihese to the 
outsides of the shack with multi.purpose glue. Leave spaces 
for the window and door as shown on the t.emplates. 

I , 

n 
If you wish. you can make a window and a door frame from 
balsa wood or just painllhc:m onto Ihe card. 

The roof is covered with small irreJLilar shaped pioces of thin 
card. The ridge is covered with a thID card strip and folded. 

The chimney is made from a small piece of plastic pipe (from 
a paint brush) pushed through the roof and secured with 
modelling puny. 

2) Cut out the pieces and assemble u shown. 

~d diDgram of shad w;u, CGIII'rU roof 

The building is planked like the shack described above. 
However. the door should be cut out. The roof could be made 
as tlle first example. but ours has been given a canvas roof. 

• 

• 
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Roll out. thin sheet of self-hardening clay (such as DAS 
Pronto) slightly larger than the fOOr. This should be done on a 
smooth surface (like an old magazine). When the clay has just 
started to harden, peel it off and cut it to shape with scissors. 
You then drape It over the roof and form folds in it as 
necessary. Add. few smaIl stones to the roof. 

HILLS & MINES 

The crates were made from spare Rhino parts, but any 
equiP."lcnl such as barrels or spare wClpOns would do. Other 
det.uis can be added using palLS £rom your bits box or model 
railway kits etc. Little touches like this will make I building 
look lived in and more realistK:. 

TEMPLATES FOR CANVAS ROOFED SHACK 

SHACK SIDE (x2) 
LEAN-TO 

ROOF 

TEMPLATES FOR MINE ENTRANCE 

FRONT 

LEAN-TO 
SIDE 

BACK 

ROOF 

WOi 



HILLS & MINES 

TEMPLATES FOR TRUCK 
o 

SIDE (x2) 
TRUCK BASE 

FRONT & BACK (x2) 

o 
THIN CARD FROM 
HOLE PUNCH (x4) 

o 
SPRUE 

SLICE(x4) 

TRUCK BASE 
SIDE (x2) 

TEMPLATES FOR TILED SHACK 

D 
ONE WITHOUT 

DOOR & WINDOW (x2) 

ROOF 

-------------• 

All the Games Workshop stores are becoming involved 
with every aspect of terrain building, so if you need some 
advice or information on where to get materials, or you 
just want to share ideas about making terrain, don't 
hesitale to drop in or give lhem a call - they'll be only too 
pleased to help. 

Happy modelling. 

" • < 

" ~ 
~ 

1-

SIDE (x2) 

ROOF RIDGE ----3 

A. couple of uampfu a/1M. noll"Y vQritlliofU of hill~ you call mau 

WOIQ 
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331 QUEEN ST WEST, TORONTO 
ONTARIO M5V 2A4 

PHONE (416) 595-1159 

NOW OPEN 
I 

i -----
JD iU.,""'~!J'(J"fJ} DO[ .. ' OUUIO fTwur -

JiD'DDIDD\[ 
Ilnl-~- Ir: --, 
~ UQ_~ -

FORTHCOMING EVENTS 
Saturday December 1st: Warhammer 40,000. A massive 
battle between Orks aOd Marines. In front 01 the two annles 
are a large group 01 Ogryns just begging to be recruited. Who 
will succeed In convincing them 10 Join their force? 

SatUrday December 8th: Warhammer Fantasy Battle. Bring 
along a force consisting of 500 points of Citadel Miniatures 
and prove your unlfs mettle at the Battle 01 Castle Burke. 

Saturday December 15th: Painting Clinic. Come along and 
pick up tips on painting the Space Manne Scouts and Tyranld 
Warriors from Advanced Space Crusade. 

Saturday December 2200: Advanced Space Crusade. Test 
yourself against the best oompetltlon Toronto can offer. 

Saturday December 29th: Mega-Bowl Knockout. An action· 
packed day of Blood Bowl excitement. In order to take part 
you should regIster your team at the store by the 2200 Dec. 

FAX (416) 595-1709 
Our latest Games Workshop store and the 
first in Canada is now open. Come along 
for all the new releases from Games 
Workshop and Citadel Miniatures and to 
see what's happening at the store. 

Opening nmes: Monday to Saturday: 
Sundays: 

COntact: Mike Cheney 

l1am·9pm 
11am-5pm 

HOW TO FIND THE STORE 
From the 401, take the Don Valley Parkway south 10 the 
Gardiner Expressway. 

From the Gardiner Expressway or Lakeshore, take Spadlna 
Avenue north to Queen Street west then tum right. We are 
on the S9COI'ld block east of Spadlna on the south side. 

From the GO station, take the University Avenue Subway 
line to the Osgoode Station. The store Is three blocks west 
of University Avenue on the sou1tI side. 

WDH 



EPIC REALM OF CHAOS 
DAEMONS AND THEIR CONJURATION 

BY ANDY CHAMBE.RS 
The second part of the Epic Chaos army Ust for use with the forthcoming plastic boxed set 
of EpiC Chaos miniatures and the range of metal miniatures. This artJcle covers the rules for 
summoning Daemons to the battlefield with the stats for the Greater and Lesser Daemons 
of the four Great Powers and Daemon Princes. • 

Daemons are created by a Chaos Power out of the very 
fabric of Chaos. The Daemon embodies specific aspects of 
the Power's own traits and abilities. Daemons arc really 
put of a Chaos Power but they have thei r own 
consciousness and powers lind to 211 intents and purposes 
are independent and fu ll y conscious creatures. They 
depend upon the Chaos Power for their exisunce, leading 
to competition between rival Daemons for their master's 
favours. 

Each of the four Great Powers has h is own hierarchy of 
Daemons. There are also Daemons which owe nothing to 
these Chaos Powers and whose existence renects the 
waking dreams of a still immature Power. Such Daemons 
are inclined to be variable in appearance and not always 
consistent. Oilier Daemons owe nothing to any power. 
Their consciousness is due to some other factor, such as 
the persistence of a ..particularly strong-willed and 
idiosyncratic shadow-self. 

WD12 

GREATER AND LESSER DAEMONS 
Daemons are divided into two categories in Epic scale: 
Greater Daemons and Lesser DaemoflS. The chart 
below details exactly what falls into each category: 

GREATER DAEMONS 
B100dthirstcrs - Khorne 

KeepeIS of Secrets - Siunesh 
Great Undean Ones - Nurgle 
Lords of Change - Tzeentch 

Daemon Princes 

LESSER DAEMONS 
Bloodleuers - Khorne 
Fleshhounds - Khorne 

Daemonettes - Slaanesh 
Fiends - Slaanesh 

Plague Bearers - Nurgie 
Beasts of Nurgie - Nurgie 
Pink Horrors - Tzeentch 
Blue Horrors - Tzeentch 

Flamers - TZeentch 

Throughout the follOWing rules, references are made to 
Greater or Lesser Daemons and it's important to know 
which are which. Though the actual characteristics of 
different Daemons may vary enormously, the distinction 
between Greater and Lesser Daemons is broader than that 
between master and slaves - this is fully reflected in the 
rules that follow. 

SUMMONING 
Daemons can be summoned by covens, Greater Daemons 
and Daemon Princes. Summon at ion can take place both 
before and during a battle. 

SUMMONING COSTS 
The statistics given for Daemons of the various Chaos 
Powers includes a summoning cost. A Daemon's 
sununonhtg cost is a rating of how hard that particular 
entity is to bring through Into the material universe. Lesser 
Daemons always appear in packs equal to the sacred 
number o f their native Power, so the summoning cost 
stated in the statistics of Lesser Daemons is for a whole 
pack, not an individual Lesser Daemon. 

Obviously only Daemons of the summoner's own patron 
Power may be summoned - those who fo ll ow Chaos 
Undivided may attempt to summon on ly Independent 
Daemon Princes. 

-. 
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PRE BA17U SUMMONING 
A Chaos player an summon Daemons before a battle by 
sacrincing points equal to the summonating cost of the 
Daemons he requires and rolling for their appean.nce. The 
player is limited to one pre-battle summoning attempt for 
each coven, Greater Daemon and Daemon Prince in his 
battleforce. 

Greater Daemons and Daemon Princes will not lowe r 
themselves to request aid from equals so they may only 
summon lesser Daemons - covens will happily abase 
themselves 50 may au.empt to summon Greater Demons, 
Daemon Princes or Lesser Daemons. 

Once the <11aos player has decided on what Daemons his 
force is going to summo n, he should note this down and 
then roll 106 for each pack of Lesser Daemons and each 
individual Greater Daemon or Daemon Prince, adding +1 
to his roll if his forces for the battle include a War Temple: 

1-2 The summoning is a failure and the requested 
Daemon or Daemons do not appear. 

3-6 The Daemon o r Daemons appear and a re 
available lO be used in the batlle. 

SUMMONING IN BATfLE 
Summo ning attempts can be made in battle, though it is 
risky and time-consuming. The summoning begins with 
the preparation of an area where the summoner will stand 
to make his attempt. This must be carefully d rawn out with 
numerous runes and devices while incenses and powders 
a re burnt to prepare a temporary gate through which the 
Daemon or Daemons can appear. 

To start preparing the the summoning area,in the orders 
phase the stand or model which intends to perform the rite 
has the summoning template placed underneath its 
current position instead of an o rder counter. From now on 
the model or stand is preparing the area. If the summoner 
is moved fo r any reason o r forced to make a saving throw, 
the whole summoning attempt is ruined and the template 
removep. 

The presence of a War Temple o f the appropriate Power 
can enhance the chances of success substantially. A War 
Temple may ~nicipate in the summoning process as long 
as it stays stationary and in base-to-base contact w ith the 
summoning template from when it is first laid until the 
completion of the rites. 

In each end phase after the template has been placed, roll 
I D3-tl and add the indicated number of summoning 
counters to the arrow points on the template. Once a ll 
e ight points are ruled, the summoner can intone the final 
chant and open the gate. 

More than one attempt at summoning taking place in a 
relatively dose proximity, such as on the same battlefield, 
makes the preparation more difficult - deduct -1 from the 
toll fo r each extra summoning area being prepared at the 
same time. 

Once all of the arrow points on the template have been 
filled, the summoner may begin the final chants on the 
follow ing turn. In the orders phase of the lurn he must 
state what type of Daemon o r Daemons he intends to 
summon and in the end phase he may roll to see if itlthey 
appear. The suffering and dying energy of departing souls 
acts as a magnet to Daemons so the more destructio n 
wrought on this final turn of summoning the better. 

EPIC REAlM OF CHAOS 

Roll 106 a nd apply the following modifiers before 
consulting the table below: 

+1 If a Greater Daemon is making the summoning. 
+2 If a Wa.r Temple is participating in the summoning. 
-t a number equal to the bonus indicated on the chart 

6 

below according to the number of units killed this 
turn and the summoning cost of the Daemon: 

UnllS Summonlng Cost of Daemon 
Killed 100 200 300 400 .s00 600 700 800 900 1000 

'·3 
4-6 

7-10 

11-14 
15-18 

19-21 
22+ 

+1 0 0 0 0 0 0 0 0 0 
+1 +1 +1 0 0 0 0 0 0 0 
+1 +1 +1 +1 0 0 0 0 0 0 
+2 +1 +1 +1 +1 +1 0 0 0 0 
+3 +2 +1 +1 +1 +1 +1 0 0 0 
+. +3 +2 +1 +1 +1 +1 +1 +1 0 
+5 +. +3 +2 +1 +1 +1 +1 +1 +1 

RESULTS 
With a crack like thunder the gate opens. The 
su mmoning is successfu l and the Daemon or 
Daemons requested appear anywhere within 
IDem of the summoner. Remove the summoning 
template. 

Eerie lights swirl and the air howls with power _ 
but not enough! The summoner can abandon his 
attempts or try again next turn . 

'-5 An u nearthly wind blasts across the area, 
destroying the carefully laid symbols and sending 
candles guttering. Remove ID3 counters from the 
template - the summo ner may replace the 
counters on following turns using the rules given 
above before attempting another summoning or 
abandon the summoning altogether. 

2-3 The Chaos Power barely notices this feeble 
attempt to draw its attention and slaps it away as a 
man would a fly . The template is removed - the 
summoner must make a saving throw to survive or 
be destroyed by the vague annoyance of his 
patton Power. 

With a c rack li ke thunder the gate opens. The 
summoning Is successful - after a fashion. The 
summoner has seriously fou led up and his 
attempts have been noticed by an opposing Chaos 
Power! The eqUivalent Daemon or Daemons of an 
opposing Power appear anywhere within lOcm of 
the summoner, under the control of the opposing 
player. Remove the summoning template. 
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EPIC REAlM OF CHAOS 

FORMATIONS 
Greater Daemons are always treated as Individuals for the 
purposes of orders, movement and so on. Lesser Daemons 
are organised into detachments consisting of a number of 
Daemons of the same type. A detachment of Lesser 
Daemons will contain a number of Daemons equal to the 
sacred number of its nalive Power: nine for Tzeentch, 
eight for Khorne, seven for Nurgle and six for 5laanesh. A 
detachment of Lesser Daemons follows the same orders, is 
moved at the same time etc - just like a ny normal 
detachment. 

Lesser Daemons must remain reasonably close to each 
other to resist the destabilisation they invariably suffer 
when removed from the warp for any period of time, 
though inevitably instability eventually draws Daemons 
back into the warp. At the end of each movement phase it 
is necessary to check that all the Lesser Daemons in each 
detachment are in formation. 

To count as in formation, all the Daemons in a detachment 
must be within their sacred number in centimetres of a 
central poinL Any Daemons in the detachment which are 
funher than their sacreti number from the designaled point 
must take an immediate instability lest. A different point 
may be chosen for each detachment. 

For example, II detachment or Khomate Bloodletters checka ittl 
rormation at the and 01 the movement phase. Khome's sacred 
rlUmber is eight so the Daemons must be within 8cm 01 II poinl 
designated by the Khomate player. 

In this case one Bloodletter is 1 Oem from the centre point and 
must take an immed~te instability test. 

WDt., 

SEQUENCE OF PLAY 
Daemons are creatures with an alternate perspective on til 
events - the warping power of Chaos means they view the 
present, the future and the past with varying clarity. 

To reflect this, Daemons arc free to pick at what point in a 
parlicular segment of a phase they wish to act. 50 a 
Daemon with charge orders would still have to be moved 
in the Charge segment of the movement phase but it could 
be moved in the TiUll pan or the vehicle part of the phase 
at the option of the controlling player. 

ORD£ltS 
An order counter must be given to each Greater Daemon 
and each detachment of Lesser Daemons in the orders 
phase, Greater Daemons may opt to change their orders 
once all other orders have been revealed. If there are 
Greater Daemons or Eldar Titans on both sides of the 
connict players should alternate changing their orders 
where necessary. 

Grealer and Lesser Daemons receive the same number of 
turns as vehicles. Their charge and advance rates are listed 
in the individual Daemon statistics. 

THE INSTABILITY TEST 
The material universe is like a waterless desert to 
Daemons, mostly lacking the invigorating power of Chaos. 
Though Daemons take great pleasure in wreaking havoc 
in the material universe, it is only a mauer of time before 
their strength weakens and they are drawn wck into the 
warp. 

Combat and hits by the particularly powerful weapons 
employed on the bauleflelds of the Imperium increase the 
stress on a Daemon's continuity and may cause it to be 
sucked back into the hean of Chaos. 

Whenever a Daemon is requ ired to take an instability 
test, rolllD6 and consult the table below: 

1-2 The Daemon is sucked back into the warp, 
remove the model from play. 

3-4 The Daemon is weakened momentarily and 
staggers back. Immediately move the Daemon an 
advance move towards its own base line. If the 
Daemon is in close combat, it is dissipated into the 
warp- remove the model from play. 

5-6 The Daemon is able to resubilise its form and 
remain in play. 

Dice Roll Moditlen; 
+ 1 If within 2-1cm of a War Temple of the Daemon's 

Power. 

Some Daemons are able to regenerate. If a Daemon on 
regenerate you shouldn't remove it from playas the result 
of an instability test. Instead lay the model on its side and 
leave it in place until the next repair phase. Then roll a D6 
for the Daemon. On a 1-4 the Daemon fails to regenerate 
and is removed from play altogether; on a 5 or 6 the 
Daemon climbs back to its feet and is returned to play. 

'While they are attempting to regenerate, Daemons have a 
CAFofO. 

• 
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PANIC TESTS 
Daemons n.diate an a.UI1l o f indescribable terror. Mortals 
mind s fill w ith d read at the very approach of su ch 
creatures and the g ibbering m:ask of ins:an ity stalks the 
batlle field at the ir heels . 

Nearly al l Daemons cause panic when they engage an 
enemy in close combat or even at a disbnce. Exact delails 
of the panic caused by diffe rent Daemons is included in 
the ir descriptions. Daemo ns themselves :are completely 
immune to panic. 

DAEMONS IN COMBAT 
TIlE DAEMONlC SAVING THROW 
Whenever a Daemo n takes damage for any reason, it 
receives a saving throw. Daemonic saving throws are nOl. 
norma ll y modified so it doesn't matter whethe r the 
Daemon took a hit from bolter fire or a defence laser, it still 
receives an unmodified saving throw. Certa in things like 
attacks from other Daemons or Psykers can modify a 
Daemon's saving throw - where th is the case, it will be 
noted in the statistics of that part icular creature or weapon. 

If a Daemo n fails its saving throw it is forced to take an 
immediate instability test. The saving throws for ind ividual 
types of Daemons a re noted in their statistics. 

OAEMONIC ABIIJTIES 
Daemons may have a number o f Daemonic abilities 
representing their various arcane or supernatural powers. 
Most Daemon ic abilities are as natural to the Daemon as 
walking and so can be used in all s ituations. 

Other abil ities represent the knowledge of actual spells 
and give a choice of abilit ies each turn - these abil ities 
cannot be used if the Daemon is in close combat. From 
this choice o f abili ties, each Daemon or detachment of 
Lesser Daemo ns can p ick one abil ity each turn - if you 
want, diffe rent Daemons a nd detachments can pick 
different abilities. 

> 

Objects covered by void shie lds o r power fie lds are 
protected against Daemonic abilities and are unaffected by 
the m. Any Titan o r Gargant has a savi ng throw of 2+ 
against Daemonic abilities. 

RANGED COMBAT 
Daemons can be fi red o n w ith technolog ical weapons. 
This is resolved using the standard Epic rules. Greater 
Daemo ns are treated as veh ic1effitan targets; Lesser 
Daemo ns are treated as light vehicles. Any hit against a 
Da6mon with a technological weapon forces it to make an 
immediate Daemonic saving throw and take an instability 
test if it fa ils to make it's save. 

Some Daemonic abilities a re resolved as ranged combat, 
in which case they are used in the segment of the combat 
phase appropria te to the Daemon's orders, un less 
specified otherwise. 

CWSE COMBAT 
Most Daemons rely on close com bat to destroy their 
opponents - they favour rcnding, chomping and slashing 
the poor fools they catch so that they can feel them d ie. 

Close combat involving Daemons fighting each other, 
infantry or vehicles a re handled normally using the close 
combat ru les in Space Marine. Each Daemon's CAP is 
stated in its statistics. 

EPIC REAlM OF CHAOS 

Vehicles or infantry which lose a close combat against 
Daemons are destroyed without a saving throw; secondary 
attackers will need to make a saving throw to survive if 
they lost the combat by five or more points. Daemons 
beaten in close combat by other Daemons deduct -2 from 
their normal Daemonic saving throw 

Greater Daemons in close combat against Titans are 
treated as Titans themselves, having ID3 improvised 
attacks. Lesser Daemons in close combat against Titans roll 
106 each - add their CAF to the roll and consult the table 
below: 

11 + The Daemon is able to innict serious damage to 
the Titan. Apply one random critical hit against the 
Titan . 

8-10 The Daemon hurls itself against the Titan, 
inflicting minor damage before being driven back. 
The Titan takes one random superficial hit and the 
Daemon must make a saving throw or suffer an 
instability test. 

1-7 The Daemon is smashed down the Titan and must 
take an immediate instability test 

STOMPS AND RAMS 
Lesser Daemons cannot be rammed (they're agile enough 
to step aside) so any attacks made on them in the 
movement phase must be overruns. These are conducted 
as per the normal rules. 

Greater Daemons can be f2mmed but not overrun. Any 
ramming attempt against a Greater Daemon Is treated in 
the exactly the same way as a ram against a Titan - any 
damage inflicted forces the Daemon to take an instability 
to"-

Daemons cannot stomp or ram opponents, though any 
Daemon with a spilt CAF characteristic can overrun 
infantry and light vehicles. 

WOfS 



EPIC REAlM OF CHAOS 

BLOODTHIRSTERS 
GREATER DAEMONS 

Bloodthirsters are the most favoured of Khorne's Daemonic 
servants and only the mightiest of his Daemon Princes and 
ChampiOfl.!l can one day aspire to join their ranks. Once aroused, 
their bloodlust and fcrocily are almost unimaginable to a mortal, 
They have a powerful sense of martial honour and pride, 
Bloodtltirsters are utterly fearless and will not hesitate to ftghl 
anything. In battle Lhey rely purely on their own prowe ss, 
eschewing the aid of allies or slaves and always leading from the 
iron, . ..... 

16132 
.... ,. eo. 

700 

Nota, can fly (counts ... skimmer). Hates followers and creatures of 
SJunesh. Rc8"ner:alCS. 

DAEMONtC ABILITIES 
Bloodthilstcrs are terrifying to behold, • ""'ritablc embodiment of whirUng 
death. lb:y cau.sc panic in opponents within 12.cm. 

Khome loathes magi<: _ BloodthlfSlel'S rox:cive ... J bonus on sa\ICS agaillSl 
Daemonic abmties. 

The fury of the Bloodthirstcts' attacks mean that any illSlabiliry tt:':$ts they 
inl1ia on Daemonic opponenl$ have an additional -I modifier. 

'fL£SHHOUNDS 
LESSER DAEMONS 

f leshhounds arc the terrible hunting beasts of Khorne. faultless 
tr.cke rs and m e rciless in the chase, the fleshhounds make 
implacable foc$. Th05e marked as quarry for the Hounds are 
doomed to be ron to ground and torn to shreds beneaLh Lheu red, 
dripping fangs. 

.O~ 

2G'34 

DAEMONIC ABJlJ11ES 

eM ., eo" 
'00 

Khome Ioalhes magic - F'1t:':$hhound'l f'C""ive a .. ' bonus on saVC$ aga;rw 
Daemonic abaities. 

F'1eshhounds """"i ..... an additional"l to Lheir CAP when charging. 

BLOODLETTlRS 
LESSER DAEMONS 

I 
i 

Most of Khornc's Daemonlc ranks a rc filled by Lhc BJoodlcttcrs. 
They ad. as his huntsmen and his foot soldiers. Bloodla.tcrs may 
eventually reach the status of Bloodthirsters if they display Lhc: 
right amount of skill and VL ·v..,. Few succeed on this path, 
howe ver, quickly becoming engrossed in the dark, howling battle 
lust which typifies the Lesser Daemons of Khornc. 

.~. 

10120 
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•• 
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500 

Notes, hatCS followers and =atUres of Slunesh. Regenen.res, 

DAEMONtC ABILITIES 
BloodIcncrs cause panic in opponents within 6cm. 

Khome loathes magic - Sioodletters receive a + J bonus on saVC$ aga~ 
Daemonic abilitit:':$. 

Bloodicuers can spit poison. This ha$ the erred. of a ranged attack e!foeti"'" 
only agaillSl light vehiclC$ and infantry _ range IOcm, hit roll 5+, .... ve 
modifier-I. 

• 

• 
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EPIC REAlM OF CHAOS 

SLA.A.NESH 
Kl£PERS Of SECRETS 

GRFATER DAEMONS 

Keepers ofSecrcts are the most powerful ~ brutal of Slaanesh', Daemoru. They take sadistic pleasure in murder ~ tott\Jre so are ideal 
for leading the forcc.s of the Lord of Pleasure to war. Each Keeper has a deep and abiding urder3l:andina of the ebb ~ flow of the warp, 
and takes particular pleasure in summoning and banishing Lesser Daemons, revelling in its position of power over Olhers. 

M_ 

12l2~ 
"". .. CAP 

." "". 
700 

NOla, hates follo_13 and craw"", of Khar....,. 

DAEMONlC ABIUrIES 
Keepers ofSccrets au..., panic: in opponenl.O Within 12cm. 

Keepers of Secrets understand magic: intimalely - they ra:eive a +1 bo ...... 
On saves again.K Daemonic: abnwes. 

Keepers of Sc:aets use magic: with glee during banle.s _ each rurn a single 
ability from the foUow(nglisl can be used: 

n 

" 

Invoke +1 on (lSown aI1emptstn prepare a ""mmnning template 
or IlCrually ""mmOn Les:ser DaemonsofSlunesh. 

AulOtnatic:ally force one detachment of Il::sser Daemons within 
24em to make instabili!)' leSts in the: end ptwe. 

Summon a raging storm in ttle orders phase of the Nrn. This 
inflic:ts a -1 penalty OIl all firing wllurn. 

DAEMONETTES 
LESSER DAEMONS 

TIle Daemoneues are the most numerous of Slaanesh's Daemonic followers and.serve his desires in many ways. Daemonettes have a 
perverse beaUty, unnatural and disturbing_ ThOlJgh they are fearsome fighters in their own right, each Daemoneue also know$ a lluJe of 
the forbidden aft$ and will not hcsllate to use its power_ 

! 
~ 

fiENDS 
LESSER DAEMONS 

M.~ 

lQl20 
'm •• 

CAP 

•• 
Notes, M.te.s followers and creaN"'" of Khorne. 

DAEMONIC ABIUI'IES 
Daemonenes cause pani(: in close combat oppo,,",nts when they charge.. 

DaemonclleS ur>dClSt:lnd magic weJI - they receive a +1 bonus on saves agains.! Oacmonic abiUtics. 

DaemonclleS can always evoke a suange auta of lUlit and loathing with the:ir pervosc beau!)' sum 
lhat!heycan fascinate a single delaChmenl within 18cm if they remain SlaUoNlrywith no orde ... from 
the ordets phase. The flUcinated de[achmen! canno[ move or fire until the Daemonelle& are 
desl.royed, mOve Or are engaged in close combal. (Nole [his ability is tOlO.lJy ineffC(:tive agains! 
followe", of Khnme or Daemons of any snn..) 

Dacmo,,",llc5 cvoke the: powers of magic whc,,",ver po5I!ible during batlles. Each rurn a detachment 
ofDaemoneUC$ can use a single ability from !he fnllowing liS!. l1Iese are cast in !he appropriale fll'f: 
phase for their orde", unbspecifICd otherwioe. 

1) Force 0""' lesser Daemon wilitin IZcm to lO.ke an immediale inslabili!), le$l;n the end 
ph....., of the rurn. 

2) Add ~ Ito all Siuneshi panic leSl5 and morale meeks willlin 12crn for the: rum. 

Fiends are unnatural milltUres of $Corp ion, reptile and human. 
With an insea-quick scuuling gail they pursue those who WOlJld 
flee the Lord of Pleasure's embrace and $Cek to overcome their 
prey with their soporific musk. 

M= 
12/24 

DAEMONIC ABIUI'IES 
Units f'8hting Fiend:5 rcdlJ<le their CAP by -I. 

eo .. 
200 
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EPIC REAlM OF GlAOS 

TZEENTCH 
LORDS Of CHANGl 

GREATER DAEMONS 

The Lotda of Change share some: of the subtle cunnirlg I.nd wisdom orlZeentch himself, m.a.st<':T of piau .nd Intrigue. Uke Tzettltch, the 
Lords d Ou.nge delight In bringing Ofdet to ruin so that aU may be reshaped I.nd dlreaed to a new path before that too 15 changed again. 
The gaze d a Lord of Change is said to reach Into the very soul of those II. touches, deep wo the W1lIipoken fars and hopes each mona! 
carries with them. h 15 alw.Y' the Lord of Change's greatest p1euure to raise. mon.aJ put the hei8hts of his wildest dreams Of duh him 
down to the lowes: pit of despair, for nothing can be more de$pised lhan the a.bUlly and comforu so ardently desired by mortal kind . ..... 

"'" 
.... ,. "" .., c.. • 

"" 
Not...,., can ny (counts as skimmer). H.tca followers and CJatura of ",,,. 
DAEMONIC ABD.1TIES 
lordi of Change cause panic in Oppon=nllw~run 12cm. 

"Tzcent<;h Ia the master of m.gie in .Jl III forma. The Lords of Change, as 
Tzc=entch'. moat f.voura!x....,.nll, enjoy an unpoanlilded knowledge of the 
Atune. Each turn, a Lord of Ch.nge can UK a alngle ability from the 
following lilt. n.cx. an: cast in the appt<>pN.te fir!: phue for their orders • 
unla. Jpecir...:l otherwise. 

flAMERS 
LESSER DAEMONS 

• 
Like Pink and Blue HolTOf"S, flamers are c;rcations of magic, soft 
bodied and almost transparent. flamers move with surprising 
$peed, leaping forward In great bounds, They attack with magical 
flame5 which they spit from Olifices at the end of their trunk-like -. 

.~ 

,"'" 
No(eI, none. 

DA£MONlC ABl1lTIES 

CAl' ., 

Rime .. CIUSC panie)n enemy units when Ihey enga8" lhem in dose 

""""'" 
flamers ha"", two ranged alW:;ks e..,h, Thcac arc only erredi"", ago.ifl$l 
Infantry and light vehicle tarsell, havinS a .. nge of 120n and ""'luiring a .(+ 

II) tlit with a saving tht<> .... modir",r ofO. 

WOII 

I) Invoke the Firescorm of1\centch. The Daemon may pbo: a 6:m 
burst template anywhe:r!: within 12cm. Units ""ught undemea1h 
!he tempi...., must make an unmodirocd $&ving thlDwlO SUIViw:.. 

Any units which fail!hei, AVe a", ",placed with Pink Horrors. 
The H_ may 00( move on the .... rn foUowingthcir creation. 

Z) Project a a blast of magical fire up to !l6cm which will hit 
automatically, causing a critical on a.(. or a .aving throw 
modir",r of·l againa light ""'hiclcllnd infantry, 

" ,. 
The Daemon can gaze upon a detaekment .... itrun 2.(cm in lhe: 
orders ph:ue and force them to take an Immediate. morale eked<. 

It. lord orehange can force a detachment o f Leuc:r Daemons or 
alingk Greater Daemon within ~m 10 talIe an inotability lCSl in 
the end phuc of II'1OC Wrn. 

• 
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EPIC REAlM OF CHAOS' 

PINK HORRORS 
lFSSER DAEMONS 

Pink Horron are created from the raw )tuff of magic .., $laves for Tzeentch. On the baulc:f.cld they blur Into muki-coloured I1Ja.S$C$ of 
magic., cacltling and braying like lunatics.., they lUeam forwatd. at Tzec:ntch's bidding. \Vot$I: of a1J, when they are suuck down the magic 
ofthelr nature splia into two halves fonning into slouching, grumbling Blue Horrors to continue their work. ..... 

12/18 

.... ,. CAl' 

•• 
DAEMONIC ABII.l11E5 
Pink Horro ... c.usc panic In opponenr. ... hen they ch'lie into close 
oomb.L 

Pink Horron do not take an iMtabi~fy _ the fll'St time they fail their savlnf, 
thro .... IlIftUd they collaf- lmmcdiau:ly.nd an: replaced by two Bluc 
HoItO ....... ith the following SlatiItla" ..... 

12/18 

.... ,. CAl' ., Coo. 

When Bluc Ho ...... failaaYi", th~ they take iRlt&bi~l)' che<:b ... usual 
and are =no»ai if indicated. They are not replaoed with further Pacm ....... 

Pink and Slue HOfTOnO are created a1f1"10101 entirely from m.aaic and during 
banlcs their pt08I'CSS can be marital by the crackle and flash of cncrsY ... 
they fighL Each tum. dcta.thment of Pink aneLIOf Blue Ho ...... can use. 
,Jnsle abI~ty from the following Ilat. 1lIese Ire CIIt in the appropriate f".., 
plwe. lOr their ordcl$ unless specified othe~ 

" 
Stre.omc .. of mag;c. SIlIeU and whirl fa.s(e.rand fUl<:,. This.peI1 ill 
cast in the orders phase .nd luts the whole turn . The 
dclachmcnl may mo"" *'I1Wic:e their nonnaIspeed 

The Hortor.l ......, their spindly IrlN to direct b ...... aftet blue oK 
pink fire I/. their foes. lhIa.ivaI each Honor in the dccadunet\t a 
.anw:d 1JUoCk"'!h. tange or:Mem, ... hM::h him on S+. cauai"l' 
aiticai hit on 6 ..... save modif"" of 0. 

The Horrors .... e.ve protc"lvc strands of power .round 
themx.lvcs inaca.5in, thci.savin. throw to ••. 

DAEMON PRINCES 
GREATER DAEMONS 

Daemon Princes may be seleaed as bailie leaders or horde 
eomma.nders in a Ch20$ horde regardless of the horde's patron 
Power. Daemon Prinees may be .ummolled by any covell. 
Greater Da~ and Daemcm Princes will not deign to anempt 
to summon entities u powerful u themselves. 

Daemon Princes are Ch20s Chlunplons which have succeeded in 
their quest for ultimate power aoo aseeooed into the ranks of 
OaemoohOO<:l. Daemoll Prirlces can either be the serYan.ts of one 
oflhe fourGrest Powen; of Chaos who have gained Daemonhood 
with the aid of their patron, followers of another patlOll, or 
ClI:ception.a.lly powerful individuals who maJle their own path ill 
ChaO$ Undivided. 

Though he may be a servant of a greata Powa than himself. a 
DaCfQOll Prince is an individlJal with his own charaaa, powers 
and appearance. Mosl OaemOll Prillees lelld toward the 
archetypal look of Daemons; horns, tail and batlike wings are in 
evlde:nce, with various mutations. They ate always large am very 
powerful, both in the afClllCC arts and in baule. 

Typo M~ "". CAl' Coo • N_ , . ,,' •• .3/.7 .. 
" ,.",. o. ., "" 

, ., IUI8 ,.. .>1/.9 600 
N """ 

,. ., "'" '" V >4,,'" '.' ." .. '.' 
Y) " ".. ,. ·YHO ,., 1.2.3 •• 

Sows. PIit>I;eJ .... ith rnoYement rata; rnatkod· can fty (cou,.. as skimmer). 
Princc:s ... th sa¥ing throws matked· n:gencrate. 

DAEMONIC ABILITIES 
Dac:mon Prlnca .:aUK panic In opponc:n~ ... ithln 12cm. Thc:y arc: 
thc:maclvrs immu/"IC LO panic. 

Some: Oac:rnon Prina:s haYe • deep and abidina knowledge of lhc Arcane. 
"TheM: II'!: ffWkcd wi!h one ()( more .... mbas In the: ......,. accrion ollhc:i. 
~ Each numbe, equaICa ID • ainck= ability from !he followin. 
liM. The Daemon can U5C one of ilol o.emonic magic abilitiu each 1lIm. 
"TheM: are case in the: .ppropriaIe tire phuc for thc:i.. CMdcn unless ~pecilie<l 
otherwise. 

]) "Th<: o.emon may invoke a ... gIn. m.dstrom of flames - pb.ce • 
6cm burst template anywhere "'((h,n 12cm. Any unit aupt 
undcrnulh the template mUM mike an unmodified saYing throw 
10 aurvivc the blutn8 BOut 01 warp energy . 

2) TIle Inemon can project a • blast of maslcal fire up to !>6cm 
which wiU hit automatically • .,....in. a eritlcal on .... or. Sl.vV!g 
Ihn:>w modiflCl"of -I .pina light vehicles and infanuy. 

3) ll>e Daemon can p1C upon a dcUlch.mcnt within 24cm in the 
orde .. phase: and force them LO cake • morue chcc:k. 

<0 1lIC Daemon can fora: a dcUlChmcni of~. Dacmono within 
:Mem ID l&kc an iNtabilil)' ICIl in the end phas.c 01 the (Um. 

Daemon Princes .... hich. sc:rvc. Khorne cannot UK their maSic. I"'lead 
incn:uo: their CAP by .1 for each ability IoI.L Xhomatc Daemon Princes can 
alwaY' o""nun using half their CAP unUke othe, Daemon Princes ... ho may 
only Ovcnun if their characteristics indicate they can. 



EPIC REAlM OF OlAOS 

:N'1.IR.GLE 
GR.EAT UNCL£AN ONES 

GREATER DAEMONS 

Whereas most Greater DaemolU ate actually sezvanlll and slaves 
of their Power, th<»e of Nurgle ate more akin to fa(;$imiles of 
Nurgle himself both in terms of appearance and personality. 
Indeed the fol.lowen; of Nurgle frequentJy refer to GrOlt Unclean 
Ones as Father Nurgle - which gives an indication of the rciation 
between Daemon and underling. Nurgle's foUowCT5 ate treated 
with a gregarious and even sentimental narure by Great Unclean 
Ones, who seem IQ take a noticeable pride in their behaviour and 
achievements. All Greater Daemons of Nurgle seem to have 
boundless energy and drive, cOIUt.antJy working to extend the 
process of tel. and dea.y, thoughtless foc their own comfOrt while 
places still remain uncorrupted. ..... 

121tS 
CAF 

+9/+13 "'" '00 

Note., hatr.s follo ...... 1S and creaturu of"hecrw:h. 

DAEMOMC ABlunES 
Great Unclean Ones C&ust: panic in opponenlll .... ithin IZan. 

Great Uoo:lean Ones are ~at m&SlelSof ml.S;"' - each tum a Great Uoo:lean 
One. can use a single ability from the following list. lhc:se are cast in the 
appropriate f= ph.,.., 1'0. illl orders unles.s specified ocherwi5c. 

I) Launch a stream of fikh and comJption againat its foes. Use the 
Garganc srapc shoe template to mark the area effetted by the 
stream. Any unit "'-ught underneath the template must make an 
unmodif.ed ... ving thro .... to survive. 

" 

Projea an au .. of pesI:~eoo:e .... h;.,.h halvea the CAF value of.U 
units within l2c:m .... hich ate not foUowers of Nurgle. 

Send follo ...... rsanti t.ea..e. Daemons ofNurgle wi/hin 2-km intO. 
whir~ng Dance of Death. It muse declare this use in the orders 
ph.,.., of the turn. The affected unilS must eMrge (even if they 
don't have charge orders) and enter close comlnt if possible. 
While in the Dance of Death, units are immune to panic. 

• 
PLAGUfBEARfRS 

lESSER DAEMONS 

• 

Plaguebearers are created from the dying soul Sluff ofviaims of Nurgle·s greatest contagion, Nurgle's Rot. Nurgle·s Rot is unusual in thai il 
affeas no! only the body but the 50uI of the victim too. Those falling prey to its influence become Nurgle's scrvanLS. Plaguebearers arc 
doomed to the impossible task of keeping account of the innumerable plagues, contagiolU and infections throughout the universe, • 
COUnling and recounting in a fruitless attempi 10 impose order on a meaningless and chaotic existence. 

I 
I 
WD", 
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N<»eI;, haIU fOUO_B and creatures ofTzcentch. 

DAEMONIC ABIUfIES 
P1agu<:be~rs "'-use panic in opponenu when they charge into dose eomlnt. 

Plaguebea",rs Ire outTOUndcd bydOOJds ofnies which_arm ove.!heir opponents in d<>l-<' combat, 
Infliaing a ~1 CAP modif",r. 

The unholy Plague Swords borne by Plagucl>t.an:rs innia an additional -Ion aU Daemonic saving 
throws made agains!. Plaguebearers in dose combat. 

PlaguebcateB wiU use magic on oc:<::a$k>n dUMg banks. Each tum a detachment ofPlaguebean:rs 
can use. $inglo: abmt)' from the follo .... ing liac. n.:..e are casc in the appropriate fire phase for their 
orders unles.s $pc:cified othe""<sc. 

l) Raise any units ~royed within 12em as an undead counter _ sec Anif"'" W .... pons .. 

" 

PU.gu. W"imfor more details. 

They may .set up a SOtoO'OU$ chanting in the orden< phase of the wm .... hich .... iII force a 
$ingle detachment within 24an omn no orders if iI fails ilSMlving throw. 

InVOke a Plague Wind which affe<:ts the area of 6cm bUBt template. Any unIts caught 
undemeath the template must: make a s.avingthro .... 10 tlIrvi"'!:. Maximum range for the 
Plague Wind is ~m. 

.. 
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BEASTS OJ NURGLE 
LESSER DAEMONS 

EPIC IIEAIM OF CHAOS 

Bea"u ofNurgle haw: a r~me 'ppeatlll\oc: a slug-like body topped by. fringe or 
{at wr~g tenr.ades which conaanl.ly ~e $limy ~. This is bcllcd by their 
apparently friendly and energetic character a$ they bound from one group of 
newcomers 10 the next, excitedly Helling at their new friends and leaving little 
puddles of caustic slime behind them. The touch of the Beast of Nurgle Is deadly 10 
mortals, though they do not apprec:late this and only register vague dLsappointment 
as each new playmate quickly becomes still and boring. ~'.~ I 

s-. ,. 
DAEMONIC ABIUfIES 
Beaaao.~ immu,,", !O panic aeepc .... hen .a.aekcd by fl~ (not plasma, not l»en, not melw­
ju.II fll'e) which causes an automatic panic test. ~

'.,;. .. ". 
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NURGLINGS 
lESSER DAEMONS 

Nurglings are Nurglc's favoured latIe helpen. Each one is • tiny facsimile of Nurgle 
or a Great Unclean One. Nurglings are exchble and energdic,Uke malicious school 
children, though their vioous sense of humour and sharp rangs make them quite 
nasly foc lIU their small size. 

1hc Nurglings encountered on \he banlef'dd:a.re ffiOW.y in great SW1lmS which haw: 
bred together on the Nurgle Rene8ades' space hulk. They fot"m carpa-like mas.ses to 

overwhelm the foe with numben while more adventurous jndiyiduais sneak off 10 
WHo. boils and diseucs on their own. Quile often Nurglings will remain behind on 
a planet which has been raided 10 cause trouble for years \0 come . 

M.~ 

"''' 
.... ,. CAF 

.2 
eo.. 
"Xl 

Nole., Regeneralet (a.h. doesn~ nepres.erol the a.cruaI Nurgli"8" negenerating. ",!her Raho...,. the 
II:ndcncy for the nurglinp !A) sec ICa!terai by a hi!; and them ~aUy tcramble bad< together). 
Nurglings haYe no Oaemonie Abi~tieI. 

SUMMONING TEMPLATE: Photocopy ttH: aummonins tCmplilc and the eight 

, 
aummoning oounten, stick them to stiff Qrd and aU lhcm 
oul. You place the coumera on lhe afrO"" poinll as the 
summoning pro~ Once I.n eight eounll:ra have been 
placed. the rmal cN.nll begin on the: nat tum. 

, , , , 

~)'ria.hl C 1990 Gam .. WO:rbbop lid. All Rip.u Rc.crvul. 

Penniuion !A) photocopy for penonal u.... 
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There can be only one. 1 

R2 
PIRATE 
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Rl 
RAVEN 

HAND CRAFfED TRADmONAllY CAST BELT BUCKLES IN SOLID BRASS 

GWI Terminator ............ .. .... ...................... ... ... .. .. ..... ... for l Ila" belt £19.99 
GW2 Deathwing .......................................................... for l'h" belt £19.99 
RI Raven .. ...................................................................... for 2" Belt £19.99 
R2 Pirate with dagger .. .. ....... .. ..................................... for l'la- belt £21 .50 
R3 Pirate without dagger (not IIIUSJraJed) .•..•.•.•.••..•..•..• for l IN belt £19.50 
Raven Armoury T-Shirt .............. ......... ............................... (S,M,L,XL) £5.95 
Belt 1 'N black leather ....... .. .. .. .. .. ... .......... " ........................... . (S,M,l) £.3.99 
Sword belt 2- .......................................................................... (S,M,l) £7.99 

Forge & Showroom 
Handleys Farm, 
Dunmow Road, 
Thaxted, Essex 

Tel, 037184 486 

All prices indude Postage and Packing & VAT (U.K. only). For overseas orders add 10% or value ror delivery. 
T_I .... *'~ and Dmlbwi..g buck/D C G,,_ Wo~Allbop 1990 Rauen & P;~aI. BUGk/e, C Hawn Amoo .. ,),. 
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THE GANGS 
On Necromunda every dan, no matter how large or 
how small, has gang fighters who protect the dan's 
territory and attempt to expand its borders into areas 
controlled by its rivals. Not all of Necromunda's gangs 
come from these clans however. Amongst the outcasts 
and mutants of the undercity warfare is a matter of dire 
necessity and everyone has to be a fighter if they are to 
survive. Even beyond the hives, in the barren wastes, 
the Nomads are always prepared to protect their 
trading caravans from marauders. 

Whatever strata of Necromundan society they come 
from, fighters organise themselves into units called 
gangs. A single dan living in just one spire of one hive 
may have hundreds of associated gangs, and there are 
thousands of clans on Necromunda as well as many 
gangs not formally associated with clans. There are 
many different types of gang. some accepting a fairly 
formal role as protectors of their clan's territories while 
others head off to the remote and dangerous undercity 
in search of fame and fortune. The success of a gang 
establishes the right of its members to become leaders 
of their own families and take a part in the 
admini¥ ration of their clan's business. Oan leaders and 
important families are all headed by the most 
successful gang leaders of their generation. 

As a player you start off at the bottom of the 
Necromundan social pile by representing a small gang 
without influence or power. If you're lucky you'll grow 
to become a force to be reckoned with. On the other 
hand if you're unlucky or careless you'll be ground into 
the dirt by your rivals. On Necromunda only 
exceptional people get lucky and the rest are swept 
from the path of power! Fortunately, as a player you 
can always start again with a fresh gang and another 
chance. 

We have described several different types of gangs that 
can be generated and developed in Confrontation. 
There are many other types of gangs as well as some 
which are unique and don't really conform to a type as 
such. As your gang gains new members and grows, it 
will naturally develop its own distinct idiosyncracies 
which will characterise it and make it wholly your own. 

THE GANG LEADER 
Each player represents a whole gang as an entity 
including its leader and the ordinary gang members. If 
the leader is slain another gang member takes over, and 
the gang lives on led by this character. However, the 
player should think of himself as the gang's leader, and 
the rest of the gang as his followers. If the leader is slain 
and a new leader takes over, and the player then 
assumes the role of the new leader. To begin with 
players may undergo several changes of personae as 
their gang leaders fall in combat. A leader who survives 
many encounters will become less vulnerable in combat 
as he becomes more experienced and battle-hardened. 

Players will naturalIy grow to identify strongly with 
their gang's leader. The passing of a favoured leader is 
something of a set-back for a player irrespective of the 
fortunes of the gang as a whole. As the gang undergoes 
a succession of leaders, its past history will become 
increasingly colourful and interesting. Most players get 
quile attached to their gang. and enjoy inventing all 
sorts of extraneous detail and history about it. 

THE GANG 
The gangs we are discussing probably have around a 
dozen members in all. Although a great clan may have 
many thousands of gang fighters these are always 
divided into quite small gang units. It is not unknown 
for gangs belonging to a single clan to combine in order 
to meet a large threat from another clan, but most 
encounters involve battles between individual gangs. 
The complex environment of the hive makes this 
inevitable. It is easier for c1oSC!-knit gangs to fight and 
survive in the labyrinthine corridors. Undercity gangs 
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and armed bands of other outcasts are almost always 
small and independent - mainly because they trust no­
one else. 

There will be older henchmen and raw recruits as well 
as ordinary gang fighters among ordinary gang 
members. All gang leaders rely upon trusted 
henchmen: responsible older gang members who help 
to keep the youngsters in line, and who will take over i ~ 
the leader is killed . Some henchmen get out of line 
themselves, and try to take over the gang by 
supplanting the leader. Although rivals, henchmen and 
leaders aN: just as likely to be close comrades. 

Gang recruits are drawn from the level of society where 
the gang operates. Most of the gangs from the factory 
and lower hab layers absorb their recruits from the 
tough young bucks of the worker and tech classes. 
Down in the undercity; gangs find their recruits in the 
city-scum that drift down from the layers above. Even 
the highest levels of society has its gangs, drawn from 
young adventurers or older para-milita ri sts. While 
youth of the elite and tech classes have the choice of 
joining a gang. few of the other classes have any option. 
Running with a gang is a norma l part of the 
Necromundan life cycle. In the undercity, shanties or 
ash wastes, it is the only way to survive. 

Not everyone is automatically accepted into a gang. 
The prospective recruit must usually pass some sort of 
test or initiation . In the upper hab layers money or 
social position may be enough to ensure acceptance. In 
the lower levels a recruit frequently has to prove his 
worth, often by fighting other prospective recruits or 
gang members. 

Every gang has its own way of weeding out the weak 
and stupid. Many of the undercity gangs will only 
accept a new recruit once he has successfully scragged 
an enemy by tearing off an ear, part of his scalp or some 
other grisly bit of ana~omy. This trophy is proudly worn 
about the neck as a sign of gang membership. 

As a gang grows in power and reputation, new recruits 
win be attracted to its ranks and it will grow bigger. The 
charisma of a gang's leader may be sufficient to attract 
more recruits than it needs. Conversely, the bad 
reputation of some gang leaders may be <!nough to 
drive recruits away and into the arms of other gangs. 

Although a typical gang will often be a relatively small 
and close knit fighting unit, some of the tasks the gang 
wishes to take On may be too big to handle on their 
own. For big actions, all the gangs in a clan may be 
mobilised or several gangs of different clans or types 
may form a temporary alliance. A typical example of 
this occured when several Undercity gangs made a 
concerted raid into the Akritas clan territory in Trazior 
hive. The Akritas clan mobili sed its gangs to fight 
alongside each other to repel the raiders. One gang held 
them up in the narrow twists while runners went out to 
gather gangs from neighbouring clans. They came in 
from all sides and the invaders were wiped out. 

Other good examples of gang co-operation can be 
found in the mass bounty hunts that take place now 
and again in Trazior and in most hives on Necromunda. 
A bounty is declared for any mutants, psykers or other 
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miscreants slain or captured. Then several interested 
gangs, and maybe even a squad of Judges, will muster 
together and make a mass foray into the underdty. 
Once inSide, the gangs may split up, but it is often safer 
for them if they collaborate among themselves. The 
only way the victims can be sure to survive is to co­
operate with each other against the bounty hunters. 

It will be obvious to players that any existing gang can 
be used in alliance with other gangs or even with 
Imperial forces such as Judges or Space Marines. As 
well as the regular skirmishes involving up to a dozen 
characters on each side there will be a few larger 
engagements with perhaps 30 or more on each side. 

Haro and Rest ran through the twisted alleys of 
the undercity, gliding through the shadows. One 
ran ahead, and when he was satisfied the way 
was safe, he would silently sign his friend 
forward, and the process was repeated, each 
taking turns to to run onward while the other 
stayed behind to cover. 

They were both sixteen, second cousins, and 
determined to prove their worthiness to join the 
Red Spiders gang. As proof of the youths' 
survival and combat skills, Stallek, the gang 
leader, had set them the task of going down to the 
undercity and bringing back a Scavvy scrag - any 
body part would do. Not any Scavvy scrag. but 
from the Black Rag gang, notorious for their 
savagery and zealous protection of their territory. 
For weapons, they were allowed a knife each -
only when they had proven themselves would 
thC!y be outfitted from the gang's stash. As their 
task was a dangerous one, they and another 
youth, Andra, had been sent together, as a team. 

Haro and Rest worked well together: Haro being 
naturally adept at leadership, and Rest happy to 
accept his authOrity. Andra, though a year older, 
had proved clumsy and indecisive. He had fallen 
off a thin communications tube they had been 
using as an improvised bridge. 

Hare was on point when he detected the sounds 
of distant gunfire. He signed his friend forward. 

7here's fighting ahead!' he whispered to Rest. 
'We haven't time to bypass it, let's sneak up and 
s<!e what's going on. Maybe we can get past 
without too much trouble: 

The dark. narrow alley they were travelling down 
opened up into a larger, better illuminated space. 
At this distance they couldn't see what was 
happening. but the characteristic explosive sound 
of las pistol fire was unmistakeable. Moving with 
more caution now, they edged stealthily towards 
the exit of the alley. When they peered round the 
corner, they saw a large vaulted chamber, once 
proudly decorated, now in an advanced state of 
disrepair. From a walkway suspended high across 
the room a gang of clan fighters was firing at a 
band of Scavvies on the floor. 
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CREATING A GANG 
In Confrontation each player represents a gang led by a 
charismatic leader. To create your own gang together 
with its leader you generate the type of gang, its leader, 
the number of members it has, the p(!fsonal fighting 
skills of each member, and their weaponry and other 
equipment. This section of Confrontation explains how 
to generate your gang. As you go along you will nero 
to record details of your gang, stash, and other 
pertinent details. Make sure you havc paper and pencil 
handy to record the information as you generate it. 

1. 

GANG GENERATION SUMMARY 
Randomly determine which type of gang you are 
going to control by rolling on the Gang 
Determination Chart. Alternatively players may 
choose to represent Clan gangs, the most 
common ty~ of gang in the Nccromundan hives. 

2. Generate the gang leader's p restige and 
determine the number of additional gang 
members by cross-referencing this score on the 
Gang Members Chart. 

3. 

4. 

5. 

6. 

7. 

8. 

9. 

Roll on the Prestige and Status Table to generate 
prestige points for each additional member of the 
gang. The same dice roll is also used to determine 
their status: Raw Recruit, Hardened Gang Fighter 
or Henchman. 

Determine the profile of each ga ng member by 
rolling for Initiative, Weapon Skill,and Ballistic 
Skill on the Profile Generation Chart. Use the 
Gang Modifiers Chart to modify each individual 
profile. 

• 
Generate weapons and equipment fo r each 
member of the gang by rolling on the appropriate 
Equipment Chart. For each ranged weapon, roll 
determine how many shots it has remaining in 
the magazine. Generate the gang's stash by 
rolling on the Stash Chart. 

Determine the amount of credits the gang has in 
their stash by rolling on the Credit Table. 

Determine. whether any of the gang members 
have any special skills by roll ing on the Skill 
Generation Chart. 

Establish if characters with high prestige have 
Caryatids. 

Organise the gang by exchanging weapons, 
ammunition and equipment between members 
and consigning unused equipment to the gang's 
stash. Make sure that you have recorded all the 
details generated so far, and especially that you 
have noted down details of each gang member's 
armament. Equipment and credits stashed by the 
gang must be noted separately - stash is not 
carried into action and so is not available during 
the game itself. 

CHOOSING A GANG 
There are two ways of selecting which sort of gang you 
want. The first is to choose a Clan gang. which is the 
most common kind of gang. The second is to randomly 
determine the type of gang using the chart below. This 
second method introduces some less common but more 
interesting gangs, but still allows for the possibility of 
generating a Clan gang. Oan gangs are an acreptcd 
part of life on the hive world and can operate overtly. 
Psyk.cr gangs on the other hand are relatively rare and 
very secretive. 

THE TYPE OF GANG 
To randomly generate a gang use the chart below. Roll a 
D6 - a score of 3 or 4 indicates that you have a clan 
gang. scores of lor 2. or 5 or 6 indicate that you should 
roll again. Your second D6 roll will either give you a 
gang type or a third dice roll which will determine your 
gang. So, an initial roll of 5 ind icates that you should 
roll again, if this roll is 3 you have generated an 
undercity gang. 

GANG DIITERMINATION CHART 

lst Roll 2nd Roll 3rd Roll Gang Type 

1-2-r:-fL __ 
3-4 - ----_ 

Psyker Gang 

Mutant Gang 
ScavvyGang 
Nomad Gang 

Oan Gang 

--[

1-3 UndercityGang 

5-6 4-5 --C1-3 -- Brat Gang 
4-6 - Tech Cang 

6 Venators 

THE SIZE OF THE GANG 
Once you have established the type of gang you have 
you are ready to determine how many fighters it 
contains. First generate the prestige value of the gang's 
leader: 6 plus the scoreo! a D6 (6+06). 

Prestige is important because it defines the level of 
respect and authority the leader commands; the higher 
a leader's prestige the better leader he is and the more 
followers he is li kely to have. To determ ine the initial 
number of followers in the gang roll a D6 and read the 
score against the lC!ader's prestige On the Gang 
Members Chart on the opposite page. 

For example a leader with 7 prestige points rolling a 6 
will start with 5 followers (therefore the total number of 
fighters in the gang including the leader will be 6). 
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GANG MEMBERS CHART 

D6 Leader's Prestige Value 

7 • • I. 11 12 

1 3 3 4 4 5 5 
2 3 4 4 5 5 6 
3 4 4 5 5 6 6 
4 4 5 5 6 6 6 
5 5 5 6 6 6 7 
6 5 6 6 6 7 7 

The leader starts off with the number of followers 
indicated on the chart, which may be less than his 
prestige points total. Henceforth the prestige value of 
the leader determines the maximum number of 
followers he can lead. 

For example, a leader with a prestige value of 12 can 
have up to 12 followers in his gang, a leader with a 
prestige value of 8 can have up to 8 followers, and so 
on. A gang may always include fewer members that its 
leader's prestige value would permit, but it never 
contains more. Once the gang has fought a battle there 
will be an opportunity to recruit more followers. The 
prestige value of the leader may also fall or rise 
depending upon his success in battle. 

GENERATING 
FOLLOWERS 

Now you have determined the number of followers in 
your gang it is necessary to establish the personal 
prestige value of each of them. Just like your leader, 
every gang member has his own prestige value which 
reflects his combat experience and hence his position 
within"' the gang. For each follower roll a 06 to 
determine his prestige value. Individuals with a low 
value (1 or 2) are raw recruits, those with an average 
value (3 or 4) are hardened gang fighters, while those 
with a high value (5 or 6) are the most experienced 
fighters of all; henchmen. 

PRESTIGE AND STATUS TABLE 

06 Prestige Value 

1-2 
3-4 
5-0 

Gang Member 

Raw Recruit 
Hardened Gang Fighter 
Henchman 

PROFILES 
Each character in the gang will differ from every other. 
Some will be good hand-la-hand fighters, others will be 
good marksmen, and some may be good all-round 
fighters while others are generally inexperienced. A 
character's fighting prowess is defined by his profile. 
The profile consists of three characteristics; Initiative, 
Weapon Skill and Ballistic Skill. Each of these 
characteristics is expressed by a number - the higher the 
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number the more accomplished that individual is 
within the field of expertise 

Initiative defines the character's reactions, agility and 
awareness on the battlefield. Characters with high 
initiative are quick-witted and have speedy reactions, 
those with low initiative are slow witted, a bit clumsy 
or maybe just inexperienced. 

Weapon skiU defines the character's prowess in hand 
to hand combat. A character with high weapon skill is 
an experienced and probably savage hand-to-hand 
fighler, those with low weapon-skill are inexperienced 
or lack aggresSion. 

Ballistic skill defines the character's ability to shoot or 
throw a weapon accurately. Characters with high 
ballistic skill are skilled marksmen; those with low 
ballistic skills are relatively poor shots. 

GENERATING PROFILES 
To generate the profiles of your gang members consult 
the chart below. As you can see there is a column for the 
gang's leader, and a corresponding column for 
Henchmen, Hardened Gang Fighters and Raw Recruits. 

Start by generating the gang leader: his initiative 
equals the score of a 06 plus 8 (06+8), his weapon skill 
equals the total score of four D6's multiplied by 10, and 
his ballistic skill equals the total score of five 06's 
multiplied by 10. Once you have generated the profile 
for your leader work through each gang member in 
turn rolling dice as indicated. 

PROFILE GENERATION CHART 
GANG FIGHTER 

LEADER 

HENCHMAN 

HARDENED 
GANG FIGHTER 

RAW RECRUIT 

INITIATIVE 

06.' 
06" 
06 •• 
06.' 

OiARACfERISTIC 

WEAPON BAlusnc 
SKiLl 'KILL 

4D6xl0 SD6:<1C 

3D6xl0 4(6)(10 

"""" """" (6)(lC """" 
Example 1. A gang leader's initiative is 06+8 -
rolling a 4 his initiative would be 4+8 '" 12. His 
weapon skill is 4D6xl0 - rolling a 1, 3, 5 and 5 his 
WS would be 14xl0 '" 140. His ballistic skill is 
SD6xlO - rolling 2. 2. 4, 5 and 6 his BS would be 
19x1O=190. 

Example 2. A Henchman's initiative is D6+6 -
rolling a 5 his initiative would be 5+6 =11. His 
weapon skill is 3D6xl0 - rolling a 2, 3 and 6 his 
WS would be llx10 '" 110. His ballistic skill is 
4D6x10 - rolling a 4, 4, 5 and 6 his BS would be 
19x1O = 190. 

Example 3. A Raw Recruit's initiative is only 
06+2 - rolling a 3 his initiativC' would be 5. His 
weapon skill is D6xlO - rolling a 4 his WS would 
be 4xl O=40. His ballistic skill is 2D6xl0 - rolling a 
2 and 4 his BS would be 6xlO=60. 
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CREATING A GANG 

Note that is is perfectly possibly to have a Raw Recruit 
with a characteristic higher than that of a Hardened 
Gang Fighter, Henchman, or even (in extreme cases) the 
gang leader himself. This is perfectly acceptable, 
representing talented young individuals with specific 
natural abilities and lacking only experience. Obviously 
the more experienced gang members will tend to have 
the higher overall characteristic values, even though 
talented young bucks may, in some cases, be better. 

GANG TYPE VARIATIONS 
As indicatoo. already there are different types of gang 
on the hive world. composed of very different kinds of 
people. Each type of gang tends to consist of 
individuals with slightly diffC!rcnt combinations of 
talents and abilities. This is naturally reflccted in their 
characteristic values. 

For example, the savage Scavvics tend to be good at 
hand-to.-hand fighting. but are often poor shots since 
they are less likely to use sophisticated ranged weapons 
and find them difficult to operate as their hands are 
rather gnarled and covered in sores and scabs. Nomads 
tend to be very quick-witted due to the hardships of life 

Hiding behind a fallen length of corrugated 
ventilation ducting. Hare and Rest could watch the 
conflict unseen by the battling gangs. The chamber 
was illuminated by fibrc-optic cables set into the 
walls, but in the undemty their power supply was 
weak and erratic, and the cciling and far comers of 
the chambers were lost in shadow. 

Haro counted six or seven clan fighters crouching on 
the walkway, all clad in sleeveless black tunics, dark 
trousers and boots. trhey wore their black hair swept 
back from the forehead, secured at the nape of their 
neck in a knot. The leader was taller and older than 
the others, hard featured, with a luminous red tattoo 
of a serpent coiling round his upper arms. He used a 
lasgun while the rest of the gang fired laspistols. 

By contrast to the discipline of the clan fighters, the 
Scavvies scuttled backwards and forwards without 
any apparent coordination. They too were all 
dressed in a similar fashion, if their ragged black 
wrappings could be termed clothes. They ran from 
cover to cover, trying to find good vantage points to 
fire their stub guns up at the walkway. They were 
appalling shots, and the bullets flew wide of the 
walkway, ricocheting off the walls and metal tubing 
in flashes of white and orange sparks. 

One of the Scavvies ran for the shelter of a collapsed 
doorway and was hit by the clan fighters' laspistol 
fire before he could reach it. His body was blasted 
apart in an explOSion of noise and smoke. 

Rest, whose knowledge of local clans and gangs was 
encyclopaedic, identified the gang on the walkway 
as the Blood. Serpents, and the Scavvies as the Black 

in the ash wastes and this is reflected by their higher 
than average initiative values. 

E.very type of gang is unique in some way. Clan gangs 
are good all round with no drastic weaknesses or 
strengths. To represent the differences between gangs 
modifiers are applied to the profiles of the gang. 

These modifiers are applied to the characteristic scores 
of the relevant gang type. Note that there are two kinds 
of modifier indicated on the chart. The first kind is 
simply an overall penalty or bonus which is applied to 
the initiative, for example +1, -2, etc. This initiative 
modifier is simply added to or subtracted from the 
individual's characteristic value. 

A Scavvy Cang leader who generates an initiative of 12 
adds +3 to his score making a total value of 15 for 
example. The second type of modifier applies to WS 
and BS and is made to each 06 dice rolled. For example, 
for members of a Tech Gang -1 is subtracted from each 
06 dice rolled for WS, so a Henchman rolling 4, 5 and S 
actually scores 3, 4 and 4 making a total of 11 giving a 
final value of llx10 =110. 

An Undercity Gang Henchman, on the other hand, 
adds +1 to each 06 dice rolled so his score of 4, Sand S 
becomes S, 6 and 6 = 17 giving a final score of 
17xl0=170. These differences reflect the individual 

Rag gang. While they had been fortunate enough to 
find members of the gang they were looking for, 
they were now posed with the problem of how to 
obtain their trophy. If they revealed themselves they 
would bring down the wrath of both feuding gangs. 

The walls of the chamber were patch worked with 
carved panels and utilitarian ducts and vents, and, 
unseen by the Serpents, two 5cavvies were climbing 
up the walls directly beneath the walkway. Moving 
through the gloom, they looked like huge spiders. 

The conflict reached an impasse; the Scavvies still 
left alive sticking to their cover, refusing to be drawn 
out. The Serpents not willing to abandon their 
commanding position and let the Scavvies escape. 

The leader of the Serpents signalled his gang to hit 
the deck, then tossed something small and round 
down to the floor below. The frag grenade exploded 
with a blasting roar, spewing hot fragments of metal 
through the chamber. The ventilation ducting shook 
and groaned in the blast, but held firm, protecting 
Haro and Rest from the flying shards of metal. The 
Scavvies weren't so lucky - their bodies were thrown 
into the air and thudded down, broken, to the 
ground. Blood, flesh and metal sprayed everywhere. 
None of the Scavvies in the chamber was left alive. 

The Serpents were on their way down to loot the 
Scavvy bodies; it was too dangerous for Haro and 
Rest to stay. As they turned back down the alley, a 
lone Scavvy detached itself from the shadows to 
block their way. While they had been watching the 
fight, HalO and Rest had themselves been under the 
surveillance of a Black Rag out-watcher. 
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strengths and weaknesses of different types of gang. 

While some gangs might appear to be at a disadvantage 
(such as Brats who suffer a ·l per D6 to WS and 85) 
bear in mind that they may have other advantages such 
as wealth or access to exotic weapons and equipment. 

GANG MODmERS CHART 
~"I 1)'pe 

o.nc.., 
Undadty Gang 

N""",dGmg 

Sc.aWY~8 

Mutant Gang 

TKhCang 

PsykerGang 

BralCang 

Venators 

ws 115 COaun .... b 

Good"" ...... 

.1 +lpeD6 Quick and savage ., Very quick willed 

.1 +1 perD6-1 perD6 Savage fighters 
but poor shots 

f'roIUe may be modi6ed. Vuy from 
bymUQtiON IIIIdlacu5sedLoter 

-2 -1 perD6 Cautious and reliant 
on t«hnology 

Rely on Psionics 

-I -1 perD6 Reiyonexotic 
weaponry 

.1 Bounty hunters with 
spedalist eqWpmo:'nt 

GENERATING 
EQUIPMENT 

Gang fighters are useless without weapons. Most gang 
fighters start out with stolen or home-made weaponry 
or with weapons which are relatively common on the 
hive world. More exotic weapons are costly and often 
hard to obtain. As well as weapons there are other 
kinds of equipment which arc useful in combat such as 
armour, communications gear, and combat drugs. 

Weapon\ and other ~uipment are described in detail in 
the Armoury section· here we are concerned only with 
determining the type and quantity of equipment which 
the gang has. The gang's initial ~uipment is generated 
randomly, more equipment can be bought by trading or 
obtained by raiding as explained later. 

AUTO PISTOL 

LAS PISTOL 

CREATING A GANG 

Generate the equipment for each gang member in tum, 
starting with the gang's leader as its most prestigious 
fighter. First refer to the Leader Equipment Chart. As 
indicated on the chart 4 dice rolls are allowed. . each 
dice result will generate a piece of equipment. If you 
roll a duplicate resu1t you have the option to keep it or 
reverse the dice score to give an alternative. For 
example, a roll of 57 becomes an optional roll of 75. This 
reversing of the dice score is only an option for a 
duplicate result. 

Note down each character's equipment as you generate 
it. Some equipment can be pooled or redistributed. 
throughout the gang as described later, so it is a good 
idea to use scrap paper to note down the equipment 
generated. at this stage. 

Without hesitation, Haro and Rest flung 
themselves straight at the Scavvy, giving him no 
time to raise and fire his stub gun. Underneath 
the filthy wrappings the Scavvy was supple and 
wiry, strong enough to hold off both the youths. 
He was more savage than anyone they had ever 
fought before, attacking with great ferocity. 

Even at the odds of two to one, Ham and Rest 
were having to fight for their lives. Backing under 
the Scavvy's blows, Rest tripped over a piece of 
debris and fell to the floor; pulling his opponent 
down on top of him. The Scavvy redoubled his 
efforts, slicing at him with a vicious dirty knife, 
slashing him on the face and shoulders. Haro had 
avoided being pulled to the floor. and was trying 
to sttack the Scavvy from the rear, only to be 
smashed. aside by a powerfu1 blow. 

Face to face with the Scavvy Rest could see the 
inflamed sores and pustules that covered his skin, 
smell the foulness of his breath. His blackened 
teeth had been filed into points, and tufts of 
coarse hair sprouted from his neck and ears. Rest 
couldn't hold out much longer. He cou1dn't attack 
effectively because he was too busy trying to stop 
the Scavvy from strangling him. The disgusting 
face bore down, blotting out everything elsc, then 
there was a loud crack, a flash, and the Scavvy's 
body jerked up and down on top of him. 

At the last moment, Haro had managed to 
retrieve the Scavvy's stub gun and shoot it 
through the head. He pried the Scavvy's hands 
away from Rest's throat, and pulled his friend out 
from under its limp body. Rest's head swam from 
the shot, and he staunched the painful flesh 
wounds the Scavvy had inflicted upon him. He 
was proud to have rcccivcd his first real combat 
scars. 

They were still in danger, so it was important to 
leave quickly. Haro cut off one of the Scavvy's 
thumbs, taking care to leave the wrappings intact. 
They took the Scavvy's knife and stub gun for the 
gang stash. small trophies of their achievement. 
Their scrag procured, aJi they had to do now was 
get safely back to Red Spider territory. 
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LEADER'S INITIAL EQUIPMENT 

The leader is entltlcd to 4 or 3 rolls from the chart as indicated below. Cross reference the dice score to the type of gang. The 
type of gang lnfiuences the kinds of equipment the leader has. 

SCAVVlES.NOMADS 
D'~ QAN T~ VENATOaS PSYJ(BS,. MUTANT'S 

UNDEJ.CJTY CANGS .... • • • , .. ....... Stub Gun ... ...... ....... ... ""'''- Shot",n ...""'" ....... 
11-15 Stub Gun ...... ......... ... .... .• '" Stub Gun A ..... .. - ... ..... 
n·" ...... ... - .. - ....... ,.., ...... ... - ...... ShlbGun 

"'" A_. .. - -. .... c.. .... A_. .. - Pow .... .-.t ... ... ..... ... - -- Po .. e .... DOd ... ... 
"" ... - ...... ... c. • A_ • ".., .. - !'o .. e .... DOd .. c.. Au"",,,n 

"'" Boll I'l0l01 - ""'A_ u. PIIIol ..... ...... So_Gun PIMmoPIot<ll 1...I'l0l01 .. '" u.l"n So~Gun PI .. "",Plotol "'.-n·" -- ..... ~- ..... - -. " .. ..... """" "". Needle PIotcI Pow ..... DOd ..... ............. A~_ _c.. ..... ..... """" "" . "" ....... ......C- ............. 
" 

A __ 

-~ 
_c.. """"""" " AulOPIoId ..... - NeedIeGun """" "". " AulOPIoId """"'- NeCIeGun 

A __ .. AuloPiotol """"'_. NeedIeGun .... 
" -.- "'.-.- NeCIeGun .. .. .. .... FloItAmwlu, -_. " .. 
" Flolt body It/1WIU' ....... FLokbody .......... ' .. .. .. HrbrcC • o;NntnJ.n~ar Hhd.1't'IfI ...... vft"uo.1or Hoolmrt • """"""nlatar .. .. 

.nd photovloar Ind pIIoto vtoor .nd pIIoto vIoor .. e ......... ..... bodyl ... · ..... "" ....... -~ "" Mello body"""""" Wall body_. Wello body"""""" Floltbody .......... 

HENCHMAN AND HARDENED GANG FIGIITER INITIAL EQUIPMENT 

Henchmen and Hardened Gang Aghters are entitled to either 3 or 2 roI.Js as Indicated below. Cross reference the dice 9COn: to 
the type of gang - the type of gang lnfiuenoes the kinds of equipment the character has. 

• 
SCAVVIES,NOMADS 

D'~ CUN nCH VENATORS PSYKEls, MUTANTS 
UNDEltCrrvCANGS ... ....... , , , ........ , 

~Fj"'''2 I......,Fj~2 .. ....... ..... A_ ..... ... ....... ""'bow ........ ..... 
11-\5 ........ .... c.. ... - ..... .. '" ....... ...... ... - ..... ... 
"." .... c.. A_. ........ ........ 
"'" ShlbGun u. PIotoI ...... ... .... 
"'" ...... 1...1'I0I01 ...... Stub Gun .... ...... 10k I'l0l01 

.... _ .. 
SNbCvn ..... AU"'l"n "'.- ..... - Shot", .. 

"" AU"""n U.l"n ..... - Shot", .. ".., ... - ...... _c. . A_. 

"'" ... "". """ ..... oed _c. • A_. ..... .. - i'O .......... d NeCIeGun ... -.. '" ... - ... c. • NeCIeGu .. ...-n·" -. .. c.. NeCIeGun .. -, ... Pow .. I"O..!. ............. ... c. • ...... ..... .. c. • ............. .. c. • !'o ....... Ofd ..... Hand FIomrr PlIo"", PlItol ............. 10k Gull 

" """" "". AUlol'lolol PIooJnoPloIoI HInd FImw:r 

" P\u"", Plotol AutoPlolol PLumoPloIoI Hand Flo""" 

" PlMmlPlotol AutoPloId PlMmlPloIoI PlMmlPloIoI .. P\umo Plotol AutoPloId PIooJnoPloIoI 

A __ 

OS """" "". 
A __ 

"""" "". .....-.. A __ 

eM ........ 

A __ .... 
" AulOPIotoI ..... - A __ .. .. .. -- FLoltbody""""", ..... - .... .. ...... FLokbody ........... FIoltbody .......... r .. .. 
• 00 FLoltbody ........... 

Co __ 

""""'- .. .. 
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CREATING A GANG 

RAW RECRUITS INITIAL EQUIPMENT 

Raw Recruits are entitled to either 1 or 2 rolls as indicated below. Cross reference the dice score to the type of gang - the type 
01 gang infIuenoes the kind!! of equipment the character has. 

.,~ CL<H ~ 

"'" , .. ..... ..... 
" .. ..... ,.,,, .. 
11-15 ..... ..... ,." ..... ......... 
n-" - -,.,. ......... -,,-" - """c.. ,... ......... !ltuhGu.1I. ..... ...c.. 9ubCu. .. 

"" 9ubGun !>hat" ... ,,-" Stub .... 511 .. ",,, 

"'" ...... AU"'SUn "., ...... Aut"", .. 
~ro w"". Aul<'6"" "-', A_. Lo, PIotol ,.., w_ w""" .. ... w""" w_ ..., ... - ........ .. ... - ... "" . 
" ... ""'" ... -" -. ........ 
N ...... "' ..... 
~ ...... ......... 
N ...... wI"' 
W ItttplralOl" ...... .. , ... wO' • .. .. .. --'00 .... ""'"'"~ 

STASH 
All gangs acquire extra equipment, weapons, and 
ammunition which it could not hope to carry with it all 
the time. This equipment, called stash, is kept in some 
safe location known only to the gang leader and his 
most trusted henchmen. 

When new members arc recruited they arc equipped 
from the stash, which also fo rms a reserve of weapons 
and ammunition which can be used to equip gang 
members or to trade. When equipment is captured or 
traded it may be added to the stash. Players keep a 
record of their gang's stash, preferably on a separate 
sheet of paper, and can usc it as they sec fit. 

Ttle Sta sh C hart (see over the page) is used to 
determine a gang's initial stockpile of stash. Where the 
chart specifies a type of ammunition the number 
following is the number of rounds or shots. For 
example Conventional Ammo (50) is 50 rounds of 
conventional ammunition, Power Pack (SO points) is a 
power pack with 50 power points of charge, a Aamer 
Canister (5) is a can ister of flamer ammunition 
sufficient for 5 shots, and so on. In the case of combat 
stimulants a roll Indicates one dose of one randomly 
generated type. Ammunition is often harder to come by 
than weapons, and a gang's stash represents its own 
secure source of supply. Ammunition may be pooled 
and shared out among gang members as the player 
wishes. 

!lCAVV[E5,.NOMAOS 
VENAToas PSWUs. MllfANTS 

UNDEacrnGANCS , ..... ''''''''''''''''-pon ..... 1"'f"OYIoed _pan ......... 1~_p<III ......... 1~_p<IOI 
... c.. r~_poa 

... c.. ..... ...... ..... ...... -A_. .... ... A_. ....... 
w_ 9ubCuIl 
w""" 9tubCun 
w""" ... ... 
Needlrl'1olol $l!.OISU" .......... AUIcf;uIl ... - AU"'S\In -. ... """ _c. • ... """ ..... c.. -. NeedltCu" ....,. 
NMdltGu. .. -. NeedIeCu" .. .. 
Need.Cun .... 
NeedleCun .. .. 
NeedItCun .... 
NftdloCun .... - .... 
c...-...... .. .. 

CASH 
On the hive world wealth is measured in currency units 
called credits. Among the hive world gangs items are 
often bartered or exchanged for other items of 
equivalent value in credits, so credits provide a 
standard of relative value. A gang's stockpile of credits 
is kept with the gang's stash in whatever safe location 
the gang prefers. 

The initial wealth of the gang is randomly generated by 
a DI0x010 roll with suitable modifiers for the gang 
type. The result indicates the number of credits 
available to the gang. For example the first roll on the 
010 gives a score of 5 and the second roll a score of 7 
the initial wealth available to the gang is thus 35 credits. 

Oan Gang 

CREDIT TABLE 

Credits 

0IOx01O+25 
Undercity Gang 010xOl0 
Nomad Gang 010x01(}"SO 
ScavvyGang 1010 
Mutant Gang 010xOl0-25 
TcchnoGang 010x01O+ 100 
PsykerGang DlOxDlO 
Brat Gang 01OxOlO+50 
Vigilantes DI0xOl0+50 

woo. 
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STASH CHART 

m~ ~N no< 

.... • , 
'" Conwntio ... I ........... GO! <=-_110""",,00 ." Con~~t\o ... l Amm:> (50) CoooventloAl.l AmtnI) (50) 
11-15 C-tIoaolA ........ OO C-tIoMI A ........ C5O) ,." eo"wntlo..a! Ammo (50) Con~_IAmrr<>(S(I) 
21-25 C-tkmaIA ....... OO Power!>Kk (50 poInIII) ,.., Corwr"tIoN.l AInmI> 00 Powor Ptek (50 pollitt) 
"." ~ PIo:I< (50 po!ntt> Powoet hd: (50 poImt) 

"'" Powoet Pock (50 point.) Power hek (50 pollitt) .. .., Power Pack (50 poIntI) Poww!'Kk (50 point&) ..., Power Pack (50 point.) Power P..,k ISO polnto) 
,,-" Powwr PKIr. (50 point.) Ho.ndbow Ammo (SO) 

"'" Pow« PKk (50 point» Handbow Ammo (SO) ".., _ ....... 
Boll Amrto> (15) 

""" Handbow Ammo (50) Bolt Ammo (15) 
71_15 Bolt Ammo (15) F1a ..... rC&nioto1' (S) 

''''' Bolt Ammo (15) Combol Stlmllint 

" ... Flomoru..'*r(5) D6F .. ,CIOMd .. ..., Co..ai Stlmllllllt [)(, Fral C",nodH 

" D6Fro,CmIIde 1 Kral< C ... "acIt 
~ 06 Frog C",,,-'c 1 KnkC .. NKle 
~ D6F .. ,C~....H 1 KrokC .. ....H 
H D6F",sC .. node J)(,Sn.>krC ..... d .. 
~ D6F"',C~....H J)(, Sm:.kr CftJIOdH .. 1 Krok C .. ude D6Sn.>krC ....... d .. 
~ 1 KrokC .. ftJde l!itummC",n.M .. 1 KrokC .. nade 1 Stumm C .. n.t:. 

" 1 K:al< C ... Mde I Stunvn C .. N<I. 
'00 Medl-I'klr. Mod! Pact. 

SKILLS 
Gang fighters lead tough lives and if they survive long 
enough, may acquire certain special skills as a result of 
their experience in gang warfare. For example, a 
character may earn a reputation as a sniper or a dealer, 
or he might be considered so cool and daring that he 
has 'nerves of steel'. The range of skills are fully definoo 
later. For the initial generation of the gang, only the 
leader and henchmlm are considered likely to have 
already acquired such a skill, although as the gang 
develops other characters may also acquire skills as the 
become more experienced. 

Roll a 0100 on the Skill Generation Chart to detennine 
whether the leader and any henchmen in the gang start 
off with a skill and if so, what that skill may be. Roll 
once for the leader on the DI00 score column for 
Leader, then roll for each henchman on the DI00 
column for henchman . 

SKILL GENERATION CHART 
DIOO 

LEADER HENCHMAN 

1-20 I-SO 
21-28 51-55 
29-36 56-60 
37-44 61-65 
45-52 66-70 
53-60 71-75 
61-68 76-80 
69-76 81-85 
77-84 86-90 
85-92 91-95 
93-100 96-00 

w= 

SKILL 

No Skill 
Sixth Sense 
Nerves of Steel 
Ambidextrous 
Sniper 
Medic 
Rogue 
Dealer 
Fast Draw 
lightning Reactions 
Fighter 

SCAVV[(S,NOMADS 
YENATOIlS P'SYJ(EkS, MUTANTS 

UNOU.crrY CANes , • 
Cocova\tIoNl A ........ (5CI) C-_1Ammo(5Cl) 
Conventloflll A ........ (SO) Conwtotlo .... t Amm:> (SO) 
CotrwMIo",,1 A ........ (50) CoMotntkmalA ........ (SO) 
Power Pock (50 point.) CO"'"" .. tlonolA ........ (50) 
"-*'" Par:k (50 poInlO) ~ Pelt (50 poInto) 
ro-r Pock (50 potIIlI) Power Pock (SO poIntJ) 
Power Pack (50 polIott) Power PICk (50 poIItto) 
Power Pack (50 poInl:l) Pow.!r PICk c;o pollitt) 
Haftdhow Amrto> (SO) Powrt Pkk (50 poIntt) 
FlomrrCanIot ... (S) -.. Pock (50 poInto> 
Flo ..... C&nIoter~ i-WIclbow .......... (50 
FlImrrCanIlter (5) Handbow ArnIm (50 
Flomrrc.....IobrtC;J lUAdbow Amrto> (50 
WflIChom&c..:l Can10tcr H.ndbow Ammo (50 

Wd> ChnnIal Ca"lIter _""""'00 
Needle Chemical Canlom Bolt Ammo (15) 
NeedIeChemla.1C.-. Boll Ammo (15) 
NHdIe Ch~mla.l CaRlAtr. FIa .... rCan~r(S1 
D6F"IIG ... ~ eo,.., SllmIIllnt 
D6F ... ,C", .. ad .. Combol !illmullllt 
D6F .. ,C .. ud .. Co~1 Stlmullnt 
D6F ... ,C .. ud .. Combol Stlmullnt 
D6:F ... ,C",n_ Combol Stimuli .... 
D6StunvnC ... nad .. J)(,F",sC .. nad .. 
D6StummC~n.t: .. D6:F""C"",_ 
D6StumrnC .. n.t: .. D6 F ... , C",nod .. 
D6StumrnC .. ud .. D6F""C~Nda 
D6StumrnC .. nad .. D6 F"" C",nod .. 

BOLT PISTOL 

AMBIDEXTROUS 
A character who is ambidextrous ignores the shooting 
penalty for firing with the left hand, and the hand-to­
hand combat roll penalty for using a weapon in the left 
hand. The character is in effect neither right nor left 
handoo, but can use both hands equally well. Although 
characters who arc naturally right or left handed cannot 
literally become ambidextrous, we assume they gain 
this ability as a result of experience and practice. 

DEALER 
The character has good contacts with other gangs or the 
better traders. If a gang includes a character with dealer 
skill, it will be easier to get hold of rarer weapons. 
When rolling to determine whether a weapon or item of 
equipment is available, the gang may add +10% to its 
chance of success. 
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FAST DRAW 
The character can draw and fire a pistol with super­
human speed and accuracy. This could be the result of 
intensive combat experience, long practice, or simply 
an innate ability. The character may draw and fire a 
pistol as 1 action. He may also draw and fire a pistol 
when snap firing, in which case the character misses his 
next turn as normal, but counts his full chance of 
hitting. A normal snap firiI;lg shot is at half the normal 
chanctl of hitting (see Snap Firing). 

FIGHTER 
The character is a ruthless, highly efficient hand-to­
hand fighter. In hand-Ie-hand combat double his 
combat dice roll. This applies in addition to any 
multiplier for fighting defensively. For example, the 
character may fight defensively and multiply his dice 
roll by 4. If the character is wearing power or exo­
armour the additional Fighler multiplier is ignored. The 
weight and encumbrance of the armour cancels out the 
ability conferred by the skill . 

LIGHTNING REACTIONS 
The character has naturally Fast reactions. If he shares 
an initiative score with another character, he takes 
precedence in the turn sequence. If two or more 
characters have the same initiative and Lightning 
Reactions dice for precedence as normal. If the 
character is called upon to make a reaction roil his 
chance of success is increased from the normal 30% to 
60%. 

MEDIC 
This skill is fairly self explanatory. The character is 
either a trained merlic, has practical experience, or is 
just unusually gifted. The presence of a medic in the 
gang means a wounded character is more likely to 
recover after the encounter. When rolling on the Wound 
Recovery Chart add +1 to the score. This is additional 
to any bonus for a Medi*kit. Note that a character can 
never use his healing powers on himself. If a medic is 
seriously wOlJnded during a game he cannot use his 
power to help other wounded characters recover. 

NERVES OF STEEL 
If a character has Nerves of Steel he may ignore 
duckback results if he wishes. He never panics if 
covered by a web. 

ROGUE 
This character is a natural loner. He doesn't mind 
joining up with a gang. but he knows he can get by on 
his own if he needs to. A character with Rogue skill can 
a,ct independently of a gang group on the tabletop and 
does not have to belong to a gang group as the other 
gang members do. 

SIXIHSENSE 
Sixth Sense isn't really a special power, it just reflects 
the fact that the character's normal senses and mind are 
especially sharp. To his comrades his uncanny ability to 
'feel' he is being watched $(!(!ms almost magical. If the 
character approaches hidden mines, concealed enemy, 
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or unseen danger of any type there is a 75% chance that 
he will be aware of the danger. 

If a GM is available he will make the roll secretly. 
Otherwise the player can make the roll at the beginning 
of his turn, the opposing player must then be honest 
about any hidden dangers. The Sixth Sense ability 
detects any hidden danger within 10 metres (5") of the 
character, and to any enemy model aiming at him hom 
any distance. 

SNIPER 
The Sniper skill can only be used by characters who 
have a BS of 150 or more. If a character gains the skill 
but does not have a BS high enough to use it, the skill is 
recorded and comes into play when the BS reaches 150. 

A character with this skill may use it when firing a 
single aimed shot. The chance of hitting your target is 
not increased, but the sniper may add or subtract up to 
10 from the hit location table of his victims. A sniper is 
therefore far more likely to hit a vital spot compared to 
an ordinary character. 

CARYATIDS 
Caryatids are small blue, winged, humanoid creatures 
which inhabit the hives of Necromunda. They are 
mildly psychic creatures and tend to attach themselves 
to charismatic individuals and are considered a sign of 
good fortune. They arc also useful since they can 
psychically penetrate the minds of others and recognise 
malintcnt against their adopted human. 

Successful gang leaders and even henchmen often have 
Caryatids in attendance. Any character generated with 
a prestige rating of 12 or more, or whose prestige 
reaches 12 as a result of experience gained in play, tests 
to dctennine if they have been adopted by a Caryatid. 
There is a 50% chance that a Caryatid will latch onto the 
character. Once a character's prestige reaches 12 then 
every time his prestige goes up 1 level he also tests to 
sec if another Caryatid appears - the chance is once 
again 50%. This means that a character with a very high 
prestige level may have several Caryatids in his retinue. 

, 
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1hc naritings on i'ynanlds and their bio-con.struCled ~ures arc a result of their 
genetic cloning by the Nom.quecn. Geneaealel"5, of course, n:produce by using 
humans and other I1lCCS as hoosu, but their T2Ce memory often lead. them to IUe 

Nom-Quecn FOW=fTlI as the basil for their coven waspaint. 

Third Generation Hybrid with 
aUlocannon. 

fourth gcncntJon Hybrid wilh 
boiler. 

Puresttaln Geneslealer 

TyruUd Warrior with twO Boneswords. Tyl'lll1id Warrior with two Boneswords. 

Tyranid Warrior wah DcatrupiUer. Tyranid Warria with Oealhspiuet. 
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SPACE MARINE 

SCOUTS 

SPACE WOLVES ULTRAMAJUNES 

II Scythes d the Empc:.." 
Scoul with comba! knife 

_1'1(\ .t-tigllled boll pdtoI . 

An Ulusmarine. Sccul armed with 
combat knife and bok piotol 

The back banners Clm.:d by !he SpIce WoI ..... and Ullnlmarine Se~ 
shown in !he pl'oocol below ~ ~produced her!: (or)'Ou CO photocopy, 

a>Iourand ..... on your own models 

Thit Veteran Blood Angel Seoul 
Sc:taeant h2s bod! campaign 

markings and I»noors on. his legs 

II o.rk Arlfid ScOUlarmed wid> 
boll pistol.nd COf1Ibat knife. 

Pour Spuc ~ve.o Scouts with their V(:lCInn 51»« Marine Sergeant ftQf]llhe lsi Squad (,shown by the black 
brcll$l. plate with,. .... hiLe triangle) of the Seoul Company. 

"The.tc: UlU2mati.."" Scouts belong l<I the 8th Squad of lhe$cOU( Company, as shc;> .... n by the devi"" On tlleir 
breA$l p1au:s. Their Ve\e".n Space Marine Serpm displays his campaign markinijS and honour badges on 

his backbanner and leSS. 
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IMPERIAL GUARD 
BY JERVIS JOHNSON 

The Imperial Guard make up the vast bulk of the Imperial military machine. Regiments 
are recruited from the Imperium's millions of worlds, formi ng a huge force of Humans 

-~~- . 
This article contains rules for using the Imperial Guard in your games of Advanced Space 
Crusade with a complete Imperial Guard force list. You can either launch assaults using 
only the Imperial Guard, or you can include them as part of your Space Marine force. 

Each regiment in the Imperial Guard is raised from a single 
homcworld, and the Imperial Guard trooperregards himself as 
belonging fust and foremost to his regiment ahead of family 
and planet of birth. Regiments are divided inlO companies, 
which vary widely in their size and composition. and then into 
platoons made up of a number of Imperial Guard squads led 
by a group of officers and a command section. 

When it recruits a regiment, the Imperial Guard creams off the 
elite of the homeworld 's Planetary Defence Force. Regimental 
quotas are normally set for each generation but, in times of 
great need, the Adminimatwn may require a pImello supply 
many regiments from a single generation. The Horus Heresy 
was one such lime of need - the aUack of Hive Aeel Kraken is 
an equal threat to the safely of the Imperium. 

It is considered a great honour to be chosen for recruitment 
into the Imperial Guard and many young hopefuls flock to the 
Planetary Defence Force in the hope of being found worthy of 
the Guard. Methods of recruitment vary according to the 
world involved. On hive worlds such as Necromunda, it is 
common to draft entire street gangs into the Planetary Defcnce 
Force, the gang- leaders becoming officers. The most 
successful gangs become platoons or even whole companies 
in lhc Imperial Guard. 

On feral and medieval worlds. the Planetary Defence Force is 
recruited from the warrior caste by a series ordeals and given 
names such as the Knights of the S tar Lord or the Eagle 
Warrinrs. The greatest of these, choscn again by trial, may 
join the Warriors (rom the Stars when their great ships come 
out of the sky, 

Particularly on feral worlds and amongst hive world gangs, 
the taking of scalps, ears and other trophies is encouraged as 
an index of martial prowess. On Necromunda, for example, 
many gangs Lake the smallest finger of the right hand as a 
trophy. Trophies are all-important proof of martial prowess 
and thus of worlhiness to join the Imperial Guard 

WD36 

When they join the Imperial Guard, recruits are already 
partially trained by virtue of their service with thc Planetary 
Defcnce Forces. Advanced weapons training and var ious 
drills take place during the long voyage from the regiment's 
homeworld to their posting. By lhe time an Imperial Guard 
regiment arrives at its destination, it is a highly-trained and 
cohesive force, ready for almost any eventuality. 

A successful regiment can look forward to being granted the 
overlordship of the planet to which they are posted. I f the 
planet remains peaceful and meets its quotas, the regimental 
commander may in time be rewarded with lhe title oflmperial 
Commander and governorship of the planet and - substantial 
land grants may be made to Guard veterans who retire from 
active service due to old age. 

In due course, the regiment will become a hereditary nobility, 
almost indis tinguishable from the native population. The 
descendants of the first garrison may well be recruited, first 
into the Planetary Defence Force and thcn into lhe Imperial 
Guard regiments that are raised from the planet 

Although man)' of the boarding 3Ctions perfonned against 
Tyranid ships are made by !he Spaee Marines, the Imperial 
Guard have their pari to play. Imperial Guard squads may be 
temporarily attached to Space Marine assault groups, even to 
the extent that the number of Imperial Guardsmen greatly 
outnumber the Space Marines in the force (although the Space 
Marines are, of course, still in command). 

The Imperial Guard also provide boarding parties on the 
Imperial Navy patrol craft lhat orbit the reg imcnt's 
homeworld, in which case Imperial Guardsmen will make up 
the entire force. 

The following new rules al low you to add lhe Imperial Guard 
to your games of Advanced Space Crusade and recreate 
another facel of the Imperium's desperate struggle against 
Hive Fleet Kraken. 

-. 
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LAUNCHING AN ASSAULT 
The Imperial Guard use very similar tactics to the Space 
Marines when assaulting a Tyranid spaceship. advllXlcing on 
three lines of attack in order to locate and destroy the ship's 
vital organs. When playing with an assault force of Imperial 
Guard, you therefore use the Strategic Display exactly the 
same as if you were playing a Space Marine force. 
Deployment. exploration and baules are also handled in the 
same way. 

The only exceptions to the normal rules for playing with 
Space Marines arc given below. They recreate the different 
squad and platoon organisation of the Imperial Guard and the 
weapons they carry that aren ' t normally carried by Space 
Marines. 

IMPERIAL GUARD OFFICERS 
The Imperial Guard has a rigid command structure. Platoons 
are led by officers, chosen because they were the leaders of the 
warband OT gang thal was originally recruited inoo the Guard . 
In overall command of a platoon is usually a Captain, who is 
supported by several Lieutenants. If their o fficer is killed. an 
Imperial Guard squad tends to go to ground, tenaciously 
defending Ihe territory it has captured but failing to carry out 
any direct offensive actions. 

Included in the category o f Imperial Guard officers are 
Commlssars. It is the Commissars who increase the troops' 
awareness of Imperial ideals, disseminate Ihe wisdom of the 
Imperium to the ranks and maintain disc ipline. They are also 
perfectly capable of taking charge of Imperial Guard squads 
and leading them into bat LIe . 

Number of Officers 
An Imperial Guard force always includcs one Captain - it 
can't include more than one. The Captain is attached to a 
command section at all times. 

An Imperial Guard fo rce may also include up to one 
Commislar and any number of Lieutenants. Commissars and 
Lieutenants don't have to be attached to command sections. 

Note that Sergeants, Medics and Orderlies are not officers. 

Command Sections 
An Imperi al Guard force al ways includes at least one 
command section -Ihis is the one the Captain is attached to. 

You can include as many more command sections as you 
want. provided each one has a Lieutenant and/or a Commissar 
attached to il 

Officers attached to command sections aren't represented by a 
separate squad counter - simply record the officer's 
characteristics on your roster as part o f the section. As long as 
every command section has an officer, you can have extra 
o fficers that aren't attached to command sections and have 
their ovm squad counters. 

Lasgun 

ADVANCED SPACE CRUSADE 

Promoting Sergeants 
If all theofliccrs in an Imperial Guard force are killed, you can 
pick one Sergeant and give him a field promotion to the brevet 
rank of Lieutenanl This represents the most senior Sergeant 
taking temporary command of the Guardsmen. Obviously, the 
Sergeant's characteristics aren 'I changed - just m ake a note on 
the roster that he's been promoted. 

If the newly-promoted brevet Lieutenant is killed, you can 
pick another Sergeant to promote. If thcre are no Sergeants 
remaining alive, the Guardsmen are left WiUlOut ordcrs and 
immediately begin to retreat -the Imperial Guard player loses 
the game. 

Officers and Exploring 
Officers affect the ability of Imperial Guard squads to deploy, 
explore and fight in battles. Tn order for Imperial Guard 
squads to do any of these things, there must be an officer in the 
same box (recon squad, assault forces or reserves) on the 
Strategic Display. 

If any box docsn' t have an officer in it, the Imperial Guard 
forces represented by the coun ters in that box can't do 
anything that tum _ they can't move to another box, tum over 
exploration cards or lake part in a ballle. 

Note thaI an officer which is represented by a separate counter 
doesn't have to move with the squads when they redeploy - he 
can stay in the same box. If he's attached to a squad (such as 
the Captain attached to a command section), he always moves 
with the squad . 

Because of their importance in exploring the ship, you should 
include quite a few officers in your force . For most games 
you'll need a minimum of 7 officers (one for each box on the 
Strategic Display) - it often helps to have 8, 9 or even more! 
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IMPERIAL GUARD SQUADS 
Because of its enormous size, the Imperial Guard is an 
incredibly diverse organisation. To define every variation of 
troop organisation and equipment would fill the pages of 
White Dwarf for years'" come, $0 we must confIDe ourselves 
to swadud issue equipment and common troop types. 

Most Imperial Guardsmen wear nak armour and the most 
common weapons used are the lasgun and iaspisloi. Although 
not quite as effective as boltguns, laser weapons are easy to 
manufacture, rarely need to be reloaded and are almost 
impossible to break. making them the ideal weapon for the 
Imperial Guard. Squads also carry heavier weapons to lay 
down supporting fire, such as lascannon and grenade 
launchers. 

Like the Space Marines. Imperial Guard squads are organised 
inlO different [)'pCs of squad. each of which fulfills. different 
battlefield role. The squads most commonly used in assaulting 
Tyranid spacecraft are tactical squads and assault squads. 
Tactical squads are the standard Imperial Guard squad type, 
flexible enough to right in most circumstances. Assault 
Squads are armed with laspistols and plasma guns in order 10 
light the enemy at close quarters. 

Recon 
Because an Imperial Guud squad needs an oHicer in 
command to be able to explore, you can put two squad 
counters into the recon box on the Strategic Display, provided 
one is a squad of troopers and the other is an officer. 
Alternatively, of course, you can usc a squad that has an 
oflicer permanently attached (in which case, you can only 
haVe one COWlLer in the recon box). 

Ambushes 
Aslmpcriai Guard squads have 10 men, the set up for an 
ambush can become unrealistically crowded. To stop this 
happening, you only set up 5 men on the central board section. 
Any remaining members of the recon squad must be set up on 
board section one (the board section that leads to the lmpcrial 
Guard entry/exit area). 

• 

ADHUMANS 
Imperial Guard forces may include squads of Deastmen or 
Ogryns. creatures of mutated human stock. BeaSlmen are 
noted for their aggression and detcnnination. and their lierce 
devotion 10 the Imperial cult, hoping 10 atone for their sin of 
being born mutants. Ogryns arc large, powerfully-built 
Abhumans, valuable because of their strength, bravery and 
unflinching loyalt)! to both he ImperiUm and their fellow 
troopers. 

Neither of these races is noted for their intelligence and to 
reneet lhis they may only be given an extra action if they are 
wilhin 6 squares of the Packmaster or Leader of their squad or 
any Imperial Guard oflicc:r. 

EXTRA ACTIONS 
When using an Imperial Guard force, subtract -2 from the dice 
when you roll for exua actions. nus modifier is increased to 
-4 if the Captain in command of the force has been killed. 

Officers and Sergeants that arc involved in the battle give 
bonuses 10 extra action rolls which may offset this penalty. 
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CHOOSING AN 
IMPERIAL GUARD FORCE 

If you choose 10 field an Imperial Guard force you can use any 
of the units shown on the Imperial Guard force lisL 

Use the Force Points Table just as if you were choosing a 
Space Marine force - the same maximum number of force 
points and required number of victory points apply. 

Once you've chosen your force. record it on the force roster as 
usual, using the squad counters you'd normally use for Space 
Marines. 

To summarise the restrictions for different troop types 
mentioned already: 

Troop Type Minimum MllXlmum 
Captain 1 1 
Lieutenant 0 ~y 

Commissar 0 1 
Command Section 1 my 
All other types my my 

IMPERIAL GUARD IN 
SPACE MARINE FORCES 

If you're picking a Space Marine force, you can include 
Imperial Guard Wlits. The types of units you may choose are 
limited, as Space Marines won't serve alongside the tainted 
Abhwnan units that are included as part of the Imperial Guard. 

When an Imperial Guard force is part of a Space Marine force, 
any Space Marine officer or squad can command the 
Guardsmen. Imperial Guard squads can redeploy, explore and 
fight battles provided an Imperial Guard officer or any Space 
Marines are in the same box on the Strategic Display. 

Because they're under the command of the Space Marines, 
you don't have to pick an Imperial Guard Captain and 
command section. though you can include them if you want . 
For Imperial Guard attached to Space Marine forces, the 
restrictions on troop types are: 

Troop Type Minimum Maxim um 
Captain 0 1 
Lieutenant 0 my 
Commissar 0 1 
Command Section 0 my 
Beastmcn and Ogryns 0 0 
All other types my my 

When you're fighting a battle with a combined Space Marine 
and lmperial Guard force, you also ignore the normal penalty 
that the Imperial Guard suffer when rolling for extra actions­
the Guardsmen are inspired by fighting alongside humanity's 
elite warriors. 

GAME VARIANTS 
You can use Imperial Guard squads as Tyranid mind slaves. If 
they're mind slaves, you don't have 10 worry about officers 
and command squads - just usc whatever squads or officers 
you want at the points listed and allocate a mind slave counter 
10 each squad or oflicer. The Mind-Slaver totally controls the 
Guardsmen so ignore .11 penalties and bonuses for exira 
action rolls - officers don ' t get any fate points. 

• 

• 
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NEW WEAPONS 
The Imperial Guard regularly use a number of weapons not 
normally employed by Space Marines, namely lascannon, 
grenade launchers and bomb harnesses. 

Special rules for these weapons are included below. 

LASCANNON 
Lascannon are extremely powerful weapons. primarily 
designed for use against heavily-armoured targets. The laser 
energy they release impacts with explosive force, literally 
disintegrating a tllTgct. With a to hit roll of 10+9, even the 
most heavily-armed targets stand no chance against a well­
aimed shol from a lascannon. 

BOMB HARNESS 
Penal Battalions contain troops in the service of Ihe Irnpcrium 
who have committed capital crimes. The troops sentenced 10 
penal battalions are there for life - with one very imponanl 
exception. Penal Battalion troopers may volunlCer for service 
as Human Bombs. 

nus is nol as terminal as it may sOWld - a percentage of bomb 
harnesses are designed not to go off and any trooper who 
survives the the battle is freed from the Penal BattaJion. This 
is a way for the Penal Battalion troopers to escape their 
sentence with integrity or at least to die with honour in lhe 
service of their Emperor. 

You may include Penal Battalion Human Bombs in your force 
at a cost of 10 points each. Any Human Bombs you purchase 
are allached 10 a command section and are treated as pan of 
the command section for the rest of the game. 

Human Bombs move and attack nonnally. They don't have 
any ranged weapons and can only attack in close combat or by 
detonaling thei r bomb harness. The Human Bomb may 
attempt to detonate a bomb harness at any time instead of 
moving one square - il doesn'l mailer what action has been 
chosen, just so long as the model has a square of movement 
leCt in its action. Bomb harnesses may not be detonated as a 
reaction. 

Roll a DI2 when you detonate the bomb harness. On a roll of 
I or 2, the harness is a dud and doesn't explode _ r.he Human 
Bomb is unharmed. On a roll of 3-12, the harness explodes. If 
the Human Bomb is killed by an enemy ranged attack or in 
close combat, roll 10 see if the harness explodes just as if it had 
been detonated by the model. 

If the harness was a dud, the Penal Battalion trooper is a free 
man and attempts to head back to the Entry Points board 
section. You can move the model nonnally, except you can 'I 
move it into a square adjacent to an enemy model. You can 'I 
make a close combat attack with the model but it can defend if 
attacked in close combat If the trooper makes it to r.he Entry 
Points he's removed from play and takes no further part in the 
game. 

If the harness explodes, the Human Bomb is ki lled. Any 
model in an adjacent square is attacked with a to hit roll of 
10+3 and models within 2 squares (provided there's not an 
intervening blocked square) are attacked wilh a to hit roll of 
10+1. 

ADVANCED SPACE CRUSADE 

GRENADE LAUNCHERS 
Grenade launchers are capable of raing most of the grenades 
used by Imperial troops. Their range is restricted when rlted 
inside a ship, as it's impossible to lob the grenades in the 
standard manner used with this weapon. 

The grenade laWlcher is a single-shot weapon, and must be 
reloaded after each use. The type of grenade being used is 
specified when Ihe laWlcher is loaded. Photocopy the Crag and 
blind grenade counters we've provided and Slick them to 
sturdy card. At the start of a bailie, take Ihe appropriate 
COWlter and place it by Ihe model. When r.he grenade laWlcher 
is riled, use Ihe counter to indicate the grenade's target square 
and Ihen discard it. When the grenade launcher is reloaded, 
choose which grenade type is being loaded and place the 
appropriate coWlter by the model again. Even if the weapon 
hasn't been riled, you can change from one ammo type to 
another with a reload action - just swap the grenade counters 
10 show r.he new ammo type. 

You don't move grenades from a grenade laWlcher one square 
for boWlce - just pick a target square within the rller's line of 
sight, fire arc and range and scatter the grenade from that 
poinL 

ADVANCED SPACE 
CRUSADE ERRATA 

Ullfortull.ltdy, the fIrSt few ruleboob printed for AdvAnCed Space 
Ous.<k hIVe. lIumber IIf etTOI"I. The necessary comocti_ Ilnll~ted 
below with our aplIlogiec . 

On the Space ~ fora: lisl, tile heavy plasm. ,un carried hy the 
Sp«e Marine tactic.1 "Iliad is actua lly. plum. glln. The gllll'S 
~",ristia Ilnl llochaoged hut the SplICe Marine is manoeuvnble 
(delel.e the U in the m&nllCllvnbility column). The hetvy pl. rna gWl 
de$criptioo 00 pa,e4911Ctu.lllly refen II:) tile plu .... gun. 

Abo on tile (<me lisl, "OIl: 4 for the Space Muioe _\I; squad is 
wrong. SJIIIC" Muiocs: CUI't ftre both weapons simlll_ly _ !hey 
ftre one orotlw _poll, noI. both! 

011 the Ty.-nid fOfCe lis l. the weapoll ch.ncteristics ror the 
Genesrealer Hybrid with \.II;pislDl are wrong: tile rlIIIge should read 8 
f .... snap fire and 16 f .... aimed fire. The Hybrid with plum. 8Wl e ... ·1 
_nap fJre_ delete tile Snip ftre mlge.nd 10 hit mil. 

On p.ge 45. $1liiie of tile IIrangers' stili are wrollg: the S'lual &Dei 
Eldar weapon ctw.cleriJtia ;bould both read t2 for snap fino rlIIIge, 
10 for snap fire 10 hil roll . 24 fo • • imed ftre nn,e and 10+2 for 
.imed fire 10 hit roll; the Lmperi.1 Guardsman should .e.d 7 for 
uposed IU'TIIIIIII' raling aod 9 for in ClIVer lll'lTlour nting: lIIe Ogryll 
lihould "",d 6 for movement. S for relction. 12 ror both armoll. 
ntirogli &Dei 10+7 for cbe combat ID bil mU. 

rllllUy. !he rules for fng grmadcs 011 page 51 give the Wl'IIIIg 10 hit 
mill. A rng grmade.uacks largets in the _~ where it LaDdJ with 
• II:) hil,."U of lD+l. and IargeUl in adjacent "1"_ with to+I. 
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IMPERIAL GUARD FORCE LIST 
IMPERIAL GUARD OFFICERS 
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The Advanced Space Crusade game boards j ipaw together in. Vlriet)' of layouu 10 repre.leIll the innards of .. hugc TylWlid spacecraft. One 
pl.lyer oontrols the Space Marine Scouts who QP10re the living ves$el, penetl'llle iu ITIOII imponanl organs and attempt to destroy the entire 
lhip by ubou.ginl viI&! oraanic devices. 'The I"acking forces mUll be choaen and deployed with Quane cart:. Reoon Squacb lead the wly 
thrwgh dime.a.tcd passagcs, constantly II rilk from TymUd ambushes. Behind them come the Assault FOI'te$, hopefuDy ready to deal with 
w~teverdefence'lw.iL 

The other player R:presentl the lYranids whn musllJY to stop the Swuu by deploying Tyranid Warrion from the defence r;l one pan of the 
ship to another, w_yJ.yinB and slaying the SCOUII it they can. Great cunning must be used 10 avoid spreading the defence too thin, or 
IXIrIcclltming illoo tightly -alher wly can speD defeat. 

Ship ClL:pIoration is handled by an ingenious s)'Slem of cnccurller Clrdl, evoking the tenSion of huntin, through the bewildering inLerior of. 
T)'TUlid vencl, as wdl as miming WI no two games are ever quile the ume. 

CITADEJ;" 
."IVNlATI'I'RES 

Advanced Splice Crusade has been designed 110 that coI1ectoB of Ciladcl Miniaw~ can use the Warbammer 40,000 
models they Ilready own. m example, the SpKe Marine pla)":'r', fon:e can include ImperiaJ Guard Troopers, Spice 
Marines, ~or Tenninators. The Tyranid player can use any of !he monstrous bio-conltlUcted creatures, IUch a. 
Gene.te.al.en, Zoau, .. d indeed!hc .... hole heMt ofTyranid model. from Citadel Miniatures. 

Advanced S~ce Cruude contllin.: 21 Citadel Miniature. (6 Tyranid 
Wafrion, IS Space Marine $couu - inclLldinJ3 wi!h heavy bolten and 3 
Veteran Scrgcanta); 6 interlockinJ. colour borord sections; 6 colOliroverlay. ~ 
repruentinJ the Tyranid .hip'. vilal orJan.; Space Marine player'. " 
Stratepc DisplaY; Tyranid player'. Hive Net .... oR.; bidden sct-up ('()WIten ~!d~ie!!r;~il1~ 
and tiIe$; weapon m.ltkcn and area effect templal.e$; 16doors and bases; 36 no ~ 0 • 
exploration cards; 24 Space Mlf'inc foree countcn; 24 alien blipl: luUy ~ __ 
dcu.iled rules and b.cqround book. 



FIRE IN TIlE MOUNTAINS £7.99 
BLOOD IN DARKNESS £6.99 
"",0.., Hordes Slm'0tI7Id Wf, IItti. 1111",«. ;""""y. W ..... u 
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!My Iww ",liSt IlOI re .... i" wiIII/Ju:m, ,.." ",1<5:1 OWT $fD'efs fall 
",Co Ihm fmJ lui ... M 

A myst<!rlOU$ ~8'i' SC'TIds the advenhll'lel'S off On .. 
hundnd yeu old trail into the VA\Lll$ Mountains. Their 
obj«tlve: find one of \he OoomstOMS. '" IonS-losl artefact. 
Finding wh.at proves 10 be only the fIrSt Doomscon .. is the 
leul 01 the ad~to.uwS' problems. Along the way, they'll 
Iuove lodefelll.long-dead Ore ~~tain and Slay 
0« the dlnMr menu al an egn. shrin ..... uch adventure 
includes playl!r handouts and '" model of a D.:>omstone 
cry$tal (Of you to build. The campaign is rnntinufll. in 
CHdJo Rock, also Ivailabl .. now! 

LICHEMASrER £7.99 
Ml"" 1M mllll", of ytIII . NI1s-'u, Htj"rid! JCn,,"" .... 1II'1II 
YO'" gfl"llI5l dairt. y"" Will'" 10 bulrong, do)'l7" /Id.? YOI' 
"''''''0 «_gtlll?" 

• High in th .. ~y Mountains, 'hIKe brings the meeting 
of. madman and .. Daemon. And thanks to that meetirlg. 
an army of the Undead II gatn..ring among th .. high peaks. 
In In Isolated monut .. 'Y. one senior monk suspects th .. 
Inlth . But when - and where - wlU th .. Undead app"ar1 
How Can they butopped7 U clot"'ultr;sal ().f pagi! ad ven­
N", including handouts,. and sample adventurers. 

WFRP CHARACfER PACK £4.99 
50 WFRI' c:hractC1" sheets, plus an all-new 16-pagi! booklt'l 
dctaillng th .. CrafManfn!d _alarg<'dty inn and adventur­
Ing b.a~, romp!et .. with 22 ",ady-to-use NPCs and 
adventu"! outlints 10 get you sta rtcci . 

MAIL ORDER 
Make dl&ques payable 10 F~",. Publkatlonl. Please 
make .n pIIymen/s ill Powds S/9fMg. Handling charges 
on UK, Eira and BFPO ordefs: add £2.50 for all order •. 
o-saas airmaM: mif"lWnum order £5.00, add 4O"Y.1ot han. 
ding (mirWnUln £2.50). Talephone ordlfS direct 10 us Of\ 
(0602) 500<159, Monday·Friday 1 Oam.5 pm. 0.. sand SSAE 
10 !he addreu below lor MaiIOrder datails.ln!he USA. eon­
tac;! Games Workshop US Mail Ordef. 

F LAM E 
U • l CAT o N 

"If you cun I ~i" a!fO'J'f 
manuscript when you set Onto spot the 

deli""'" (ahen) mi,r.kts in aF of tat. 
wrik up an NPC at the drop 01 a hat layout 
a pag' (wirll alinl, hdp from tk co;;/u). 

know about most things in WFRP m 
)Jchtmists to Zoat:s. rio about 100. othu 

things {at the same time} arJ make a gooJ ClIp 
of coffr. tkn "" don I want to h..r from yoo. 

&t if you ca~ .. " 
.. ,there's a job for you at flame Publications. We 
produce Warhammer Fantasy Roleplay material 
tmder licence from Carnes Workshop. 

We are looking for people to work at flame. 
There's no job description or title. We're too small 
for that kind ollonnalily - if something needs 
doing. you'll be expected to helpdoil .. , There's an 
interesting. creative and utterly tmpredictable job 
waiting for the right person. 

If this sounds good, you might want to know 
more. A professiona1 attitude counts for a 101. A 
good knowledge of Warhammer Fantasy Roleplay 
counts for more. Then you should have a good 
command of English,. plus a willingness to learn. If 
you know one end of a mouse from the other and 
have experience of Macintosh-based OTP systems 
(or 'traditiona1' publishing experience), that won't 
hurt your chances either. It might sound like a tall 
order and you're right, it is - Flame is a small 
operation and needs commitment. 

For further details, write to Mike Brunton at the 
address below. Please enclose a CV and details of 
your gaming experience. 

Flllml! Publkllti(ms 
3 Derby Terrace 
Derby Road 
Nottfngham NC71ND 



This month we continue with new rules for the Necropolis: a Wilderness Location available shortly as a 
metal model. We have also taken the opportunity' to print some extra map tiles from the original artwork, 
adding some solid blue tiles which will enable you to fill in odd sea areas should you wish. These tiles 
may be cut out, mounted onto suitable card, and included in the existing packs. 

WILDERNESS 
LOCATIONS 

Until we have designed sufficient new models and 
published rules for all wilderness loca tions, players 
may prefer to use an alternative method of determining 
locations to that given in WD131. This method allows 
you to use the models that you already have and 
ignores results which are as yet undescribed. When you 
explore a tile, instead of rolling on the Exploration 
Chart, make an initial 0100 roll to determine whether a 
location is present or not· there is a 50% chance of 
finding a location. If you do find a location, rather than 
use the chart to determine what you have found, line 
up the models you own and dice randomly between 
them to see which is discovered. You can draw up a 
chart listing your collection, if you prefer. Of course, 
this method will tend to populate the landscape with 
whatever models you choose to collect· so the final 
balance of location types is determined by you. You can 
always agree or randomly determine a limit on the 
number of each location at the start of the game. 

• NECROPOLIS 
A Necropolis is a city of the dead consisting of 
thousands of tombs, built one on top of another. There 
are many Necropolises throughout the world: some are 
very large and imposing but others are 'Iuite small and 
well hidden. They were built hundreds i not thousands 
of years ago by a forgotten race of humans whose 
treasures, wealth, and magical artifacts can stiil be 
found buried inside their tombs. Most necropolises 
haxe long since been plundered by tomb robbers, and 
the tombs themselves dismantled and destroyed by 
people who didn't like the idea of living next to a 
haunted city of the dead. All that remains of these 
looted and broken Necropolises are rubble strewn 
mounds of earth. Intact Necropolises are much harder 
to find, but as armies march through unexplored 
wilderness they sometimes come across these 
crumbling structures. 

If a force moves into a tile containing a Necropolis the 
player may choose to send searchers inside to explore 
the ruins. Necropolises may contain treasure or magical 
artifacts, but they can also contain unforseen dangers. 
Some of these are material and commonplace, such as, 
bands of cut·throat plunderers, giant carnivorous tomb­
rats, gigantic poisonous insects, rock·falls, and tunnel 
collapses. There is also the possibility of getting lost and 

slowly starving to death among the labyrinthine tombs 
of the dead. However, these perils are nothing 
compared to the unparalled consequence of disturbing 
a destructive force of Undead. When deciding whether 
to explore a Necropolis the player must balance the 
inherent dangers against the potential gain. A player is 
in no way obliged to search a Necropolis just because a 
force is in the tile. Should the player decide to search 
the Necropolis roll 206 and consult the Necropolis 
Search Chart to find what the searchers uncover. 

A force which is in a Necropolis tile at the start of its 
turn can chose to remain stationary and search the 
Necropolis instead of scouting or mOving. It is therefore 
possible for a force to search a Necropolis for several 
turns if the players wishes. The more time is spent 
searching the ruined tombs the more likely something 
dangerous is disturbed. To represent this increasing 
danger the player adds +1 to his dice roll for every tum 
spent searching. Thus a force entering a tile rolls 206, 
whcre as a force which entered in the previous turn 
rolls 2D6+1, and 206+2 in the following turn. 

UNDEAD FORCES & NECROPOLISES 
Due to the powerful magical field radiating from the 
Necropolis an undead force does not suffer from 
magical instability if it is in a Necropolis map tile 
regardless of how many banners occupy the tile. 

An undead player may search a Necropolis in the same 
way as any other player, but any search dice roll may be 
re-rolled once if the player does not like the first result. 
The player is obliged to stand by the second dice roll 
even if the result is worse than the first! 

Rather than search the Necropolis an undead force may 
attempt to summon reinforcements from the dead. The 
player rolls a D6 to determine if he is successful. 

D6 Result 

1·2 The dead refuse to awake - no 
reinforcements are gained. 

3-4 D6x50 points of undead arise and join the 
player's force. 

5-6 2D6xSO points of undead arise and join 
the player's force. 

Reinforcements are added to the player's force. Players 
with tabletop forces may choose troops from the 
Warhammer Armies Undead list. Where the player 
finds it necessary to create new banners due to 
ma xi mum point and unit values, remember that 
undead banners must be led by a Liche, Necromancer 
or Vampire. 



M1GIITY EMPIRES - NECROPOLIS 

NECROPOLIS SEARCH CHART - Ro1l2D6 

2 

3 
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Fablllo ... T_IIr£. The Mar<:Mn IUlCOVeo" ;II fabuloUlly rich 
tomb containing jewell, gold colnl, and countlell other 
UeuUftll. The treuure ta lidded to 1M force'. baggage train 
and may be added to the EmplN'1 coffers on the umy', 
retum to Winter Quarter •. Should the force carrying the 
lren,,", be dUlroyed by an enemy force the tHalli", L. 
a.ptured along with other • ., U !he army is destroyed 
In lOme ollM!' way the Ire ........ ~ lo.t. Make !lOtIO 01. whldl 
partirular banner 1& carrying the lreuun. The treu .. re \.I 
worth 306 CrowN added 10 the Eznpln'. revenue. 

Hero'. To.b. The Marchen find the tomb of ;II long dud 
hero. 1M Mro'. Will' par Indudtlt • ~ weapon worth 
D6><20 poinb and maglQi .rUlo ... r worth 06><20 point., 
Players with tabletop anNe.! rnay .. Ieet ltema to !he value 
indlated from Warhammer Annie$. Other players add u,,~ 
value indlaolN to their beruwr. 

NecropoU. Map. The ~fft find. CIU'Wd sblb upon which 
ia mscribed • map of the necropolla. A copy of the map I, 
mlKie and returned to the army'. camp. Although of nO value 
in Itself the rnap mablcslRl'rllen to find thrir willy into Ilnd 
out of the n«ropOWi. Owing lubRquent IiUl"d\es the player 
may .dd or lubtrac:t 1 from the Snrth Chnt dice store, 
eNlbling surd!ers to.voki the worst periIa and. hopefully, to 
fmd the mo&! valuable tI'euureL 

5 V.t Hoard. The searc:hers ~er I hoard of gold and silver 
In I deep vault In the depths of the necropoUs. The tunnel 
mtrance Is narrow II\d IInsafe, bIIt the quantity oftrusllJ'e ~ 
YirtIINly without llmlL The pllyl'l"rolIs I 06, if the KOf'(' Is a 6 
the IIIN'W!:l collapM!l II\d the treasure Is waled lip forever. U 
the tllnnel dol'l not collapse the pl.yer may remove 03 
Crowns of tru5~ The IeaI'Chcn may continue to return to 
the horde In following tllrns l>y-~55ing the normal 206 
HaTCh roll Every time thit player attempts to remove treU\l1'e 

from the Vast Hoard a test mll5t be mlde to determine If the 
vallI! coll.pses. Onte the "'.lIlt hu collapsed no fll r ther 
t ...... LU'I! n'IiIy be removed. Treas\lfe Is anied in the foKe's 
bagg;;oV train and added to the Empire'. ~lIe in the same 
way. the Fabul_ n-..e detaibed lbove. 

6 Cluwd Tr .... re. The WarcMn find. seIlfd tomb containing 
gold and silver objecu olandm! II\d mysim0u5 ~n. Thill 
treuure is worth 06 Crowl\ll and may \>e added to the 
bagga~ train and carried to the Empire' coIIers» dOllCribed 
for F¥>d_ T,_, .. HoWeYer, the tomb was cursed and I 

itrange sicknN descends upon the fon:e. The force loses 
DlOxl0 points of tJoopI ~t the slal1 ol .... e!j' following tum. 
The only wlY to lift the curse Is to Inve the m~p tile 
containing the Nec:ropoU.; onee the fOtte hu left the tile the 
rul'Se Ia lifted. Pllyers with tabletop armies must remove 
cuualties in the form of divider model. where po&Sible. 

7 Retllm EDlply Huded. Sevenl tombs are plundered but 
moat have been robbed in the dlltan! put and 1M remainder 
contain not.\ing of va]ue or inte.-e.t. The tea.rdten refilm to 
camp empty handed bIIt gntdul to be alive and wUwmfd. 

8 Mu.lve COU..,.. A larse HCtim of the Neaopolis collapses.. 
trIppir1g or tl1yil1g many seardIen and driving the rest aWlY 
empty handed. The foc-oe I.-. D6x2O poInll. of troops. VoIhere 
tabletop armies .... u.ed CU\altle. .... cha&efl by the playerln 
the Jame way IS casual\iell\I£r1'J"ed. bysut.ister:oce shortf&lL 

9 Ha ll nting Terror; The search puty ret\1ml; to camp in I Stile 
of Ibject ten-or, reporting tiles of haunted tombs, fren:z.led 
zombies, Ind other horron. The searchers refuse to re-enter 
the tombs and the entire army becomes 10 restless and 
.gitated that the force II compelled to retreat from the tile In 
exactly thesame way as iflt had hem butm In b~ttle. 

10 NeaoDl;!lIl<:er'a TODlb. A .. arch party ItumblH through ~ 
secret door. Iu. they grope their away along the dark and 
filthy plSsageway they real lle they Ire in the tomb of a 
Nf'C'OIJ\atIa!I', and that the .- and. anterooms to eithl'l" 
lide contain hundred. of dead wanton. Fortunately the 
skeleton army Ippean completely Inert, Ind the party 
su«tedi in entering the throne room of the Necromancer 
himself. 'The throne room contalnsl!l\dl_1i<:hes and magical 

trea,urn, but to touch Iny of them would be to risk 
Iwak.ening the Neaomanca. The tomb robben .... now fflCl'd. 
with an un_y choice. U the player deddel to remove an item 
from the tomb he ro1Ia I dice 011 the chart below. If the dice 
ICOI'eI between 1 and 5 the party remove the item or ilems 
Indicated. "The player may now elect to Iene the dlamber or 
lake another ItllUl. TIle player coatlJlue. in th'- way until a 6 is 
rolled when the Necromancer II woken up. He Instantly 
dellroy. the .. arch puty and reelallN any treasllftS they 
haYe altudy remowd. Roualns; 11» anny of undead wleton 
wurion from their deathly alwnber:l, !he N~ Jea<» 
hI8 horde OIIt of the Necr-opo& and Itt.o.cb the playa'. foras 
M detaibed for 12 below. 

D6 ... 11 

1 A magical we.apoll worth D6ItSO poInll 
2 One or more suit. of magical armour worth D6x50 

poin' 
3 MagiQ1 st.andarda or \n$trumenll worth D6l1SO points 
• MagiQ11CfO!ls worth D6ItSO poinll 
5 A INgiQ1 ring worth D6Jc5() poin\l 
6 The NI!Q'Om;IlIC:I!! waltell 

PU;yers with tlbletop armies !Ny lelea .ppropriale !NIgical 
weapons, armour, etc from Wathammer Armin. Other 
players add the value Indicated to theiT banner; 

11 TO Dl I> itals. The searchers stumble upon I ~latial cnem 
hou5ing untDid mUilons of Cam.iVDrOUl totnb nil.. The rail. 
flood from the tombdeYO\lring theaevchers and immed.i.o.tely 
head towards army il le lf. The great sw~rm of rodents 
envelops the enti:e army, over-running: lhe encampment and 
conrrumlng ewrything In It. path. Each bannl'l" in Ihe force 
~ D6xSO points of troops and the entire fOtte ml.l5l rem.al 
out of the tile M if It had hem btoalen in battle. U unal>le to 
retreat the fOtte loses I furthl'l" D6Jc5() poin" oflroopf before 
the rats l1nally stop IMdUng. In add.ltlm the force to&es Nl of 
ils bagg;;oge including priIoners. captured standard5. captured 
war machines and anythbtg: else held with the bagpge 1rIin. 

12 e.-.ptlo. of U.e Ultdud. The tearchers stumble ac;rosa; the 
tomb of I long deld Neaomanca and Inadvertently rouse 
h.lm. The Necromancer leads hll horde of undead warrion 
out of the Neaopol.is and a!laW the player's fOl'Cl'S. The 
resulting baltle may be moIved by the Mighty Empires battle 
Nift; or by. tabletop game using Wamammer Fantasy Battle. 
The Neao~cer's fOtte o;msillf of 4D6x200 points oflrOOfS 
and II represented by one or more meta] Undead B~nner 
modeb (a banner represenll. betwll('ll 500 and 1500 points of 
IrOOJM). If I tabletop battle I, to \>e fought then the undead 
army can be cho5en by anotht'T pLayl'l" from the W.ha.muoer 
Annler; Undead list. U the undead. force Is buteo or the baltle 
.. dnown the en~ undead faroe II removed from the till', the 
NecrornanceT and his anny returning to the neaopolis. In the 
ewnt of a draw or Necromancer Ylctory the player's force II 
rHrUted exactly ... after a normal blttle. 

U the Undead win then the undead fcree is not mnovfd bIIt 
remalns In pI.y and ClXltinue. to move around the map .... ch 
tum. AI the start of .... ch campaign tu.m.. and before any of the 
pllyen have their own turns, the Necromancer's force 18 
movfd one tile In I randexn d1rectlon. The fOtte does not have 
to KOUt, but it is ~ble to the INgic:al instability rule for 
undead {on the roll of a 6 the fon:e .uffen normll. subsistenoe 
5hortfalH. As the undead move Into undefendfd settlemen\l 
they alltom~tk.aUy nze them. Independent $ettlemenll. mUlt 
be fought In exaclly Ihe .ame way u normal as these 
IoI'ttWnent&!NIy In fact harbour sma.U armies. Every time the 
undead foroe rues ~ YllIage or fortresl It grows in siu by 
C6x2!l polnll as the kIcal inhabltanll join III tMks. Every time 
the foroe raul I city It grows 111 Aze by C6dOO points. U the 
undead lnDYe into a tile CWltaining a player'. foroes a battle or 
.Iege I. fought II normal. The undead force continue. 
ram~ging through the countryside in thll wly until it ~ 
destroyfd or I"",YeS the map IIJU altogether. 
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BANEBLADE 
BY TONY COTTRELL 

Something a little bit more adventurous for this month's Modelling Workshop - scratch 
building a Baneblade tank for Warhammer 40,000. This isn't as difficult as it first appears 
but it's probably best to have tried at least a couple of the conversions presented in previous 
articles before attempting this project. 

The Baneblade is one of the Imperial 
Guard's most formidable vehicles - a 
huge tank armed with two battlccannon. 
three lascannon and seven heavy bolters. 

Tony's really gone to town on this 
scratch-built model which offers a 
serious challenge to your modelling 
skills. As you can see from the photos of 
the fInished Baneblade. it makes a [tuly 
magnificent model, well worth the 
eITon. 

We haven't included templates for the 
fiddly bits like small inspection plates. 
rivets and so forth. Once you've rlJ'lished 
the basi~ model , you can add these if 
you want - take a look at the photos and 
diagrams for examples. 

If you're a less experienced modeller, 
don't feel you have to add every detail to 
your Baneblade. 

Using the templates and instructions 
we've given here you should be able to 
put together an exciting model that's 
well within your own abilities. 

GENERAL NOTES ON 
CONSTRUCTION 

Most of the parts for the tank are made 
from plastic card. Alternatively. you can 
use thin, sturdy cardboard. 

You'll need to photocopy or cut OUI the 
pages with the templates and stick them 
to your plastic card. 

Some of the templates are used for more 
than one piece - the template number 
will have x2, x3 or whatever written 
next to it 

A few of the templates overlap to save 
space - either make more than one copy 
of these or copy them onto Il"acing paper 
so that you can cut both templates OUL 

Use a sharp knife to cut the shapes out of 
your plastic card - it's safer and more 
accurate to use several lighter cuts than 
to push really hard and tty to cut through 
in one go. Remember that you should 
always CUI away from your rmgers. 

When you've cut the parts out of the 
plastic card, remove the templates. 

As well as your modelling knife. you'll 
need some fine sandpaper, a small 
hacksaw (for cutting the brass tubing) 
and a hole.punch (the type usually used 
for punching holes in paper). 

Although most of the pans of this model 
are scratch built, you'll also need a few 
parts from Citadel's Predator Tank kit If 
you haven't got the spare Predator parts, 
it's fairly easy to scratch-build the 
pieces you need to add the finishing 
touches to your model. 

In the instructions, the numbers 
preceeded by a P refer to Predator kit 
parts (see the Predator assembly 
instructions) and those preceeded by a B 
refer 10 paris you'll need to make 
specifically for this model. BT parts are 
for the tracks, BH for the hull, BE for 
the engine and BR for the turrets. 

Plastic parts should be stuck using 
polystyrene cement, card and balsa parts 
using contact adhesive, and metal parts 
using superglue or two·part epoxy glue. 

""" 
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Any gaps that occur during assembly 
can be easily filled with plastic model 
filler. Because of the complexity of the 
model, you'll find you have to do a faU 
amount of trimming and sanding of 
pieces and rilling of gaps as you go 
along. 

To strengthen the consuuction of parts 
of the Baneblade you'll need to use 
small triangular brackets made from 
plastic card or cardboard - the diagram 
below shows you how to fit a 
strengthening bracket. 

BRACKET 

There are diagrams and photos of the 
completed model to show you how it all 
goes together _ take a look at these as 
you Jead the insuuctions. 

You'll need 10 have a little patience 
when building a Baneblade. Always 
leave time fOJ parts to dry before 
moving on to the next section. This isn'l 
a model you can build in half an hour 
like many kits. However, when you've 
finished il you should get a great sense 
of achi.,cvement and a splendid 
centerpiece for your Imperial army. 

PART 1: TRACK UNITS 
MAKING THE PARTS 

All parIS are made from 0.03" thick 
plastic card or thin cardboard with the 
exeeplion of the following: 

The turret mount supports (BTIS) are 
made from O.Og" thick plastic card or 
thick cardboard. 

The tracks (BT22) are made from very 
thin plastic card or thin cardboard. Cut 
two strips 24mm wide to the desired 
length. 

The axles (BTl9 x 20) are made from 1" 
long pieces of 5/S" wide balsa wood 
doweling. 

The wheels (BT21) are large Citadel 
round shields . 

The heavy bolters (B1'24) arc cui from 
Citadel plastic bolters from either the 
vehicle or the miniature kits. 

FiTSt cut out four outer track unit sides 
(BTl). then cut two of these up to make 
two each of the outer track unit panels 
(BT2-BT6). These parts should have 
their edges and corners rounded by 
sanding. Similarly cut out four track unit 
lOpS (BTB). then cut two up to make two 
each of the track unit top panels (B1'9-
BTl3). 

The heavy boiler ports (BT25) are small 
circles of thin card which can be cut out 
using a hole-punch. 

CONSTRUCTION 

Follow this sequence for both track 
units. 

1} Glue the Irack unit panels (BT2, 
BT3. BT4. BTS and BT6) to the 
outer side of the track unit (BTl). 

MODELlJNG WORKSHOP 

2) Glue the top panels (BT9, BTlO, 
BTlI, BTl2 and BTl3) to the trao:;:k 
unit lOp (BTB). 

3) Glue the outer side of the track unit 
(BTl) and the trao:;:k unit lOp (B1'7) 
to the inner side of the track unit 
(BTS). 

4) Glue the turret mount base, sides 
and support (BTl4, BTIS. BTl6. 
BTl7 and BTlS) to the track unit. 

5) Glue the wheels (BT21) to the 
axles (BTl9). The first two axles 
on each unit should be capped by 
wheels al both ends because you 
can see them from the front. 
Therefore. the axJes for these need 
10 be slightly shorter. 

6) Glue a round slOlla base (DT20) to 
each end of the rear axle to make 
the drive wheel- use the uncut type 
of slollabase . 

BANNER OF STAR COMPANV. 
AOUIT" 'NI.o.N IIEGIMENT. 

IMF'(RI" l GU"RO 

WLU9 
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7) Giue the hub (P4) to the drive 
wheel. 

8) Glue all the wheels to the track 
uni!. 

9) Bend Ihe track (BTI2) round the 
wheels and into Ihe track unit at 
each end and glue in place. 

10) Glue Ihe track links (BT23) to Ihe 
track. Space Ihcse out evenly along 
the exposed length of the track -
you'll need 19 for each track. 

II) Glue the heavy bolters (8T24) to 
the heavy boiler ports (8TI5) and 
then glue these 10 the side turrets. 

12) Giue the headlights (P12) to the 
track unit. 

PART 2: HULL 
MAKING THE PARTS 

All parts are made from 0.03 M plastic 
card or thin cardboard with the 
exception of the following: 

The left hull top (BH21) is made from 
0.06" thick plastic card or thick 
cardboard. 

The driver's vision sli t (BHI9) is cui 
from the Predator hatch (P6). 

The front crossbar (8H25) is cut from a 
length of Predator sprue. 

The base of the front hatch (8H4) is a 
large Citadel round shield. 

The battlecannon barrel (BH13) and 
sleeve cAH14) are cut &om brass rubing. 

CONSTRUCTION 

I) Glue the base of the upper hull 
(BHI) to the lOp of the track units. 

2) Glue the left-hand sloping hull 
front (PI) 10 the left track unit and 
the base of the upper hull. 

3) Glue the four parts that make up the 
r ight-hand hull front(BHI6. BHI7. 
BH18 and BH20) between the right 
track unit and the left hull . 

4) Glue the lOp of the left-hand side of 
the hull (BH21) to the top of PI, 
the hull gun mount (BA23) to the 
inside of PI and the &ont left of the 
hull (8H24) to !he front of PI. 

5) Glue the base of the hatch (BA4) 
and the lOp of the halch (P14 with 
the rim on the underside trimmed 
of[), to the lOp of the hull on the left 
(8H21). 

6) Glue the &ont crossbar (8H25) and 
the front underside of the hull 
(8H26) between the track units. 

7) Glue the Eagle plate (P24 slightly 
trimmed) to lhe front left of the hull 
(8H24) and the driver's vision slit 
(8HI9) to the right-hand side of 
the hull front (BHI8). 

8) Glue !he rear underside of the hull 
(8HI 5) to the back of the upper 
hull base (8Hl) and between the 
track units. 

9) To fln in the space at the rear of the 
hull glue two small wedges of card 
between the base of the upper hull 
(RHI), the trICk units and the rear 
underside of the hull (8HI5). 

10) Glue together two slott.abases. Any 
of the small types will do. Repeat 
twice so you have three pairs of 
bases. 

II) Glue !he pairs of slotta bases to the 
upper hull base (BHl) - these are 
going 10 support the top of the hull 
(BH2) so position them 
accordingly. 

12) Glue the top of the hull (8H2) on 
top of these bases. 

13) Glue the sides of the upper hull 
(BH3. BH5. 8H6. BH7, 8H8, 
BH9, BHI0, BHU and BH12) 
between the base and the top (BHI 
and BH2). 

14) Glue the hatch (BH22) to the hull 
top (8H2). The handle and hinges 
are made from small bits of plastic 
card and sprue. 

, 
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15) To fit the battlecannon barrel 
(B HI 3) into the barrel sleeve 
(BHI 4). wind sticky tape around 
the end of the barrel until it £i ts 
snugly into the sleeve and then glue 
it in place. 

16) Glue the gun into the hull gun 
mount (8H23). 

17) Add the dozer blade (PIO) to the 
&ont underside of the hull (8H26). 

PART 3:ENGINE 
MAKING THE PARTS 

All parts are made from 0.03" plastic 
card or thin cardboard with the 
exception of the following: 

The engine gill (BES) ~ a type of wire 
mesh that is used to repair car bodies 
and is available from motorist 's shops. 
Alternatively model shops sell wire 
mesh but this tends to be. more 
expensive. 

The li ghts (8E15 and BE I 6) are cut 
from the Predator tail-light strip (P9). 

The grab rail (BE4) is made by cuuing 
the ends from the Predator grab rails 
(P19). 

T he exh aust pipes (BEI3) are made 
from plastic tubing . Alternatively you 
can use the barrel of a pen. One side of 
each tube should be sanded slightly flat. 

The tops of the exhaust pipes (8EI4) are 
small Citadel round shields. 
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CONSTRUCTION 

1) Glue the front. top. back and 
bottom of the engine (BE2. BE6. 
BE7 and BE8) to the engine sides 
(BEl). 

2) Glue Ihe engine grill (BES) to the 
top of the engine (BE6) and then 
glue the engine grill plate (BEJ) on 
top of this. 

3) Glue the bottom. back. top and 
sides of the exhaust system 
together (BE9, BE1O, BEll and 
BEI2). 

4) Glue the exhaust system to the 
engine and glue the engine to the 
back of the hull (BHI5). 

5) Glue on the exhaust p ipe (BE13 
and BEI4). 

PART 4: TURRETS 
MAKING THE PARTS 

All parts are made from 0.03" thick 
plastic card or thin cardboard with the 
exception of !he following: 

The top of the turret (BR3) is made from 
0.08 N thick plastic card or thicker 
cardooard. 

The base of the hatch (BR8) is a round 
slottabase of the uncullype. If you want 
to have the hatch open, cut ou( the cenue 
of the base. 
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The middle of the hatch (BR9) is a large 
Citadel round shield. Again the cen£Je 
will need to be removed if you want.the 
hatch in the open position. 

The main turret lascannon barrel (BR 10) 
is made from plastic tubing or a round­
barrelled pen. 

The battlecannon barrel and sleeve 
(BR31 and BR32) are made from brass 
tubing. 

The two side turretlascannon (BR20) 
are constructed fro m the Predator las­
cannon (P26) with their back sections 
cut off. 

The pegs that allow the turret to fotate 
(BR21) are made from round sprue or 
plastic rod. 

The front turret (BR22) is made from a 

.. 

Citadel display base with a section cut • 
out of it. 

The heavy bolter (BRll) for the front 
turret is a Citadel plastic heavy bolter 
with the back part and the magazine 
removed. 

CONSTRUCTION 

MAIN TURRET 

I) Glue a Citadel display base and a 
small slottabase together and glue 
these to the turret base (BR 1) -
they're going to support the roof of 
the turreL 

2) Glue the roof of Ihe turret (BR2) to 
the top of these bases. 

3) Glue the sides of the turret (BR4 
and BR5) between the base and the 
top (SRI and BR2). 

4) Glue pans BRl2, BRl3. BRI4 and 
BRI5 together to make up the front 
of the turret. 

') Glue the top of the rurret (BR3) to 
theroof(BR2). 

6) Glue the hatch (made from parts 
BRS. BR9. Pil and P14) to the 
Iu=t 

7) Wind sticky "pe around tho 
battlecannon barrel (BR6) until it 
fits snugly into the cannon sleeve 
(BR7) then glue in place. 

8) Glue the battlecannon and the 
lascannon (BRIO) into the rront of 
the turret (SRI5) 

9) Glue the peg (BR2l ) to the centre 
of the underside of the turret . 

• 
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SIDE TURRETS 
1) Glue the two he~agonal slonabases 

togelher and glue BRl6 on top. 

2) Glue the laseannon (BR20) to the 
t~t 

3) Glue the peg (BR21) to the centre 
of the underside of the turret 

4) Repeat for the other turret. 

FRONT TURRET 
1) 

2) 

3) 

Glue the heavy bolter mounting 
(D RI 7. BRIS and BR19) into the 
front of the display base that makes 
up the main body of the turrel 
(8R22). 

Glue the heavy bolter (BRII) to the 
front of the turret. 

Glue the top of the turret (BR23) to 
the lOp of the display base (BR22). 

ADDING DETAIL TO 
THE FINISHED MODEL 

The model can be greatly enhanced by 
the application of some extra detail. 

Rivets 
Rivets can be added to the armour 
plating by carefully slicing up sections 
of thin plastic rod or sprue and sticking 
the resuiling small discs to the tank. 

These are best picked up and positioned 
using the point of a modelling knife. 

After the rivets have dried on the model, 
a light sanding will round the edges 
sl ightly. 

Crew 
I£ you wish to haye a crewman in the 
turret, an Imperial Guard officer makcs 
an excelle nt commander. T he bottom 
half of the minialUre should be sawn off 
just below the waist and the plastic arms 
repositioned. 

BinOClllars can be made from the ends of 
two plastic lasgun barrels. 

Other Details 
If you look closely al the diagrams and 
photographs, you'll nOlice all sorts of 
extra details Ihat I'ye added 10 my 
Baneblade, 

A ladder on the side of the tank can be 
added using the grab handles from 
Citadel vehicle kits. 

An aerial can be made using a short 
length of thin, fairly stiff wire such as 
fuse wire. 

It's easy to enhance the look of your 
model by using the odds and ends that 
you haye in your bits box like spare 
pieces of plastic sprue and offcuts o f 
card. These can be added as nanges, 
inspc<:lion plates. viewing ports and so 
forth. 

MOD£L/JNG WORKSHOP 

PAINTING THE MODEL 

It's a good idea to add one or more luge 
banners 10 your Baneblade. These huge 
tanks are often the HQ vehicles for an 
Imperial Guard company and may ny 
the company's battle coloun, listing lhe 
company's honours and victories. We've 
included an e:umple of a banner for 
theStar Company of the 8th Aquitainian 
Regiment. Your Baneblade should 
obyiously ny the colours of your own 
company or regiment of Imperial Guard 

Undercoat the model w ith either grey 
primer or a mix o f El f Grey and Chaos 
Black. Paint on the highlights by 
drybrushing with a yery large brush -
ideally a In" wedge (ayailable from an 
shops). The highlights should be built up 
slowly by adding Skull White to Chaos 
Black and lightly drybrushing oyer the 
whole tank. EyentuaUy, you can build 
the highlights up 10 pure Skull White. 

Black Ink can be blended inlo the 
recesses 10 add definition. Painl the 
small guns Chaos Black and then 
drybrush with Chainmail followed by 
Mithril SHyer. A wash of Brown and 
Black Ink is put oyer each of the riyets 
for a rusty effect. 

Finally, you can add extra details, such 
as kill markings on the guns (painted as 
rings on the barrels) and yarious 
Imperial Guard badges and slogans . 
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BANEBLADE OATA RECORD: IMP6 

The Bancblade heavy battle tank is one of the heaviest and best armed battle tanks in the Imperial Guard's extensive 
arsenal. It carries a main armament of tuJTCI:-mounted battle cannon with a ro-.axiaJ mounted lascannon and a further 
hull-mounted battle cannon. The main turreted lascannon is surrounded by an armoured sheath, which makes it 
look like a small battle cannon. Twin side sponSORS each carry a turreted lascannon and three heavy bolters. A 
further heavy bolter is mounted in a hull turret. The Bancblade is best suited to open but solid ground and action 
among low cover which it can drive through or over. Its armour and size make it largely invulnerable to most 
infantry weapons, but it can be disabled by fire directed towards its more lightly protected tracks and rear armoured 
sections. 

Typo 
Fast Speed 
Combat Speed 
Slow Speed 
Crew 

Weapons 

Track 
12 
8 
4 
1 Driver 
1 Hull Cunner 
2 Sponson operators 

{not shown on diagram> 
1 Turret Gunner ICommander 

In the main turret: Battlccannon and 
l.ascannon with 36{)0 arc. 

In the hull: Batthxannon with 90" arc 
to the front. 

On each side sponson: 1 Lascannon 
with 180 0 arc to the side. Also 3 
heavy bolt guns each covering a 600 

arc as shown in the diagram. 

In the front turret a heavy bolt gun 
with a 90° field of fire to the front. 

Battlecannons are larger versions of autocannons which 
fire a massive shcll. T}lesc shells are stored behind the 
driver in the area indicated on the targeting diagram. 
Imperial Battlccannons can fire normal high explosive 
shot with the effects shown on the profile below - these 
shells an:! called Blast Shells. Alternatively, special Tank 
Buster ammunition can be loaded. Tank Buster shells 
are designed so that their entire explosive force is 
directed into the target. They have no effect area but 
add an extra 06 to their armour penetration score 
instead (ie 406+8 in total rather than 3D6+8). 

Short ""S T .... Stmo&lh D~o .. '&~ s. .. 'pod" 
Rln&~ ...... S l Mod. 

~20" ,..". S 206 ~ '«hide 
mounted only 

Ana 2" radius 

Because of its si.ze and weight a Baneblade may move 
over low (up to 2 metres high) obstacles without 
penalty at slow or combat speed. At slow speed it can 
move straight through woods if the trC!cs are less than 
10 metres tall, flattening them and creating a clear path 
Ix!hind it equivalent to its own width. 

If involved in a collision with a vehicle which has no 
armour ratings higher than 18, the Baneblade suffers 
potential damage in only one location rather than in all 
locations as nonnal. In this respect it is rather like any 

IIEAVYBOLT1lRS 
6O"EACH 

T1JRR.I:T HEAVY 9Ol.TER A."ffi 
HULL MOliNTID BATI1.ECANNON _ 90' 

HEAVYBOLT1lRS 
6O" EAO{ 

other vehicle which collides with a bike, but because of 
its bulk it is able to withstand collisions much more 
easily. A Baneblade cannot be damaged by a bike or 
trike collision regardless of how fast the bike is going. 
See WD 128 for full vehicle rules including the rules for 
collisions. 

The Baneblade has three special target locations: the 
Side Sponsons, the Shells and the Turret Control. These 
each have their own special damage effect charts and 
these are given on the following page. 

The Side Sponsons are armoured projections containing 
a manned weapon station which controls the turreted 
lascannon at the top and the three heavy bolters at the 
sides. Although he is not shown on the diagram there is 
a crewman operating each sponson. Due to the 
automated nature of the sponson armament this man 
can fire all four weapons at once if necessary. However, 
his function cannot be taken over by another crewman 
if he is killed. The Shell area is where the Battle Cannon 
shells are stored. Although this is well protected should 
it be hit the results will be very spectacular! The 
remaining ammo areas represent batteries for the laser 
armament. The Turret Control area is the motor and 
controls which tum the main turret. If this area is hit the 
turret may become useless depriving the Baneblade of 
its main armament. 
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BANEBLADE DAMAGE EFFECT CHARTS 

TURRET CONTROLS 
The motor and various other controls which 
allow the turret to turn are situated in an 
armoured compartment at the rear of the turret 
itself. Should this be hit and penetrated roll a 06. 

D6 Relult 

1 Motor. The turret: motor is damaged 50 that 
it can emy tum the turret very slowly. From 
now on the turret weapons may only fire 
within a 450 arc of the direction they are 
pointing in. If the player wishes to rotate 
the turret roll a 06. On roll of a 4, 5 or 6 the 
turret may rotate up to 9(10, but may not be 
rotated further until the player's next tum. 
On the roll of a 1, 2 or 3 the turret jams solid 
for the rest of the game. 

2 Rotatn. The turret rotates to face a random 
direction - use a 012 nominating one 
direction as 12 o'clock. The turret is now 
jammed facing that direction. 

3.6 The enti re turret is dislocated. from its 
turning gear making it impossible to alter 
the turret's position and causing the guns 
to bear upwards or downwards in a useless 
fashion. Neither of the turret weapons may 
be used from now on. 

""" 

SHELLS 
1Re Blast Shells and Tank Buster shells are kept in 
a special annoured compartment. Should this be 
penetrated the Baneblade is likely to be tom apart 
by the resulting explosion. 

06 Rnull 

1 The explosion is contained. by the 
Baneblade's phenomenal armour. The 
Baneblade and all its entire crew are 
destroyed, but with no further effect. 

2-6 1Re Baneblade explodes with an IBM radius 
from the vehicle centre. All models within 
12" of the centre sustain 1 strength 10 hit 
causing 206 wounds. Models further than 
12" from the blast sustain 1 strength 10 hit 
causing D6 wounds. 

SPONSONS 
The Baneblade has two side-mounted sponsons 
which may be struck and damaged separately. 
Hits from the left affect the left sponson, hits from 
the right the right sponson, hits from directly in 
front or to the rear may be randomised. 

D6 Result 

1-2 Mechanism HiL The automatic mechanism 
which allows the crewman to use all four 
weapons at once is destroyed. From now on 
the sponson may fire only one of its four 
weapons, ie one of the heavy bolters or the 
lascannon. 

3--4 Crewman Hit. The crewman operating the 
sponson is allowed his normal armour 
saving throw modified by the normal 
armour modifer for the penetrating 
weapon. Crewmen wear flak armour as 
standard with a save of 6. If he saves he is 
unhanned and the sponson is unaffected. If 
he is slain the sponson is useless. No other 
crewman can take over his duties as the 
sponson is an enclosed compartment 
entered from the outside of the BanebJade. 

5-6 Mechani.m Destroyed. The sponson 
automatic: mechanism is destroyed. The 
heavy bolters and the lascannon turret all 
shut down and cannot be used from now 
on. 
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LLUMINATION 
STEPHEN TAPPIN 

Many many moons ago, in White Dw:arf93, we featured some of Stephen's 
work. I commented iliac he would be a major force in the future. At the 
time, he was working at the Design Studio during student vacation. Now 
he's back at the Studio as a full-time artist producing Ulustr.l.tion.s for all our 
major projects. His work is primarily exlXUtcd in qU2lity artists' pencils on 
CS2 artboani with the larger pie<X$ being up to A3 in size. Stephen lists his 
main influences as Tcny Gilliam and Ridley Scott from the film world. Alan 
Lee, Brian Proud, Arthur Rackham, John Waterhouse, N C Wyeth and 
Albrecht Durer as artists, and Kate Bush and the Waterboys in music. 

John Blanche 
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M£KANIAKS 

As with.U Oddboyz. Meks often Clfry back banners as advertisemenu for their services. The three Orks above all have their own 
back banners, while the Grctchin CltTies an especially large banner for his Mek master. 1bey're all in the style of their put.iculat clan: 
the GoW! banner is surrounded by chedu and the Evil Sunz and Blood'Me Melts' banners have the clan symbols a.nd Mek: glyph. 

Snake-Bite Mek CO'IIcred with 
typiaJ Sm.ke·Bile lal100s 

rcpresenllng coiled snakes. 

Blood·AlIe Mckaniak equipped 
with bolter and heavy duty 

pllen. 

This ren\iI.l'kllble Mck vehicle is a complex 
conversion by run Prow. In bc.sI. Mekaniak 

style, he's used paru from anything he c;ould 
get his hands on: Robot lep, TlUn laser ... 

1be black and red names displayed on this 
MckanWc's clothing and warpain! are a 
favourite device of the Bad Moon clan. 

Evil Sunz Mekaniak with Shokk Arrack 
Gun. This incredible weapon has been 

made from all the p'Bphemalia and spare 
pam that he was able to wvage. It has 

been palnled red in true evil SUl'lZ fashion 
and marked with the Mek's own symboL 



Thb Brad Moon Nob proudly 
disp .. ys hiI dan'a aut on hill helm. 

Dark Ansel Dcath.nn8 TurnlnaIOf 
willi otorm bolter (iNc!: H __ 1id 

natM «um - Wea5d). 

Dark Angel Dealllwing Tetminator 
Captain (ins¢ Home..-orld n ...... «um 

- Eagle-Wins). 

o.rk Angel Deathwins Tetmlnator 
with ~ultcannon (inld: Homework! 

name totem - lame-Bea,). 

II EilVVML r.clL 

STUART WILUS 
Stuart and his work will al ready be familar to 
regular customers at Games Workshop 
Dudley, where he's been working since 
joining the company. The models shown 
here have all been painted during the few 
weeks he's spent at the Design Studio 
learning some expert techniques with the 
'Eavy Metal team. 

Grey Knisht T=ninaIOr atmed willi 
a Nemesis Foro: S_ni 

Dark Angel DeathwinS Terminator 
willi flamer and P'''''',:r fiJI.. 

Ct.rk Angel OeathwinS Terminator 
Ubnrian 

Chao. Hound wilh Soofpion TaU mutation from Manlude, 
Miniatures. 

dekndin8 i!$elf apiml a .... rpns.: attack 
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An Ork of the Ev~ Sunz Can. 

launcher and autocannon. 

EAVVMETAL 

Gretchin .servant w~ blunderbuss. 
His markings signify he belongs to 

an Evil SU(17. Runtherd 

Chaos Android with the eight pointed 
0u00$ sur on forehead. 

Marine Captain Elziah of the 
Blood Angels, shown in his 
personalise::!. while armour. 

Marine Captain Zekial of the 
Blood Angcls, here equipped 

with a heavy boiler. 

These Blood Mgel Space Marines bear the wingod blood drop symbol ofthc:ir chapler on their leh shoulder pul, while the 
yellow arrow on \heir right snoulder pad show thaI they are Tactial Marines. From left to rl(!:hI. they are armed with boller, missile 

launc.her, flamer and aUlOClltuloo. 

These Chaos Marines are equipped with boltC1S and power axes. Their power armour Is black, red and gold, typical offoUowers 
of the ChaO$ Power Khornc. 
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PRESENTED BY JOHN BLANCHE 

- This month's 'Eavy Metal is 
dominated by the 
"ppearance of the brand 
new plastic Tyranid 
Warriors. These biu.rre alien 
c:rc2tutcS 2fC at least twice 
the height of humans and 
are equipped with fearsome 
nanHal weaponry such IS 
long tending daws Ind an 
evil looking sting. On top of 
this, they are armed with 
either a pair of Boneswords 
or the grotesque organic 

heavy weapon, the Dealhspincr. Also featured this month are 
Space Marine Scouts, paTt of the front-line defence against the 
Tyranid thrc:lt. The squads are lead by Vetefllln Sergeants, 
another of the new plastics from Advanced Space Crusade:. 

One of Kev Adams' most impressive models 10 date is the 
amazing Shokk Attack Gun featured on the page of 
Mdtaniaks. To help you with your Meks, we've included a 
few sample Mekaniak banners for you to photocopy and cut 
oue 

The most exciting miniatUres in dc:vclopmenl at the Studro are 
the Space Marine captains in Artificcr suits thatJes Goodwin's 
working on. The.se include miniarures Ihal are specific to 
particular chapters and others that can be uscd with all 
chapters. Jes has sculpted the armour on some of these 
models in Artifk:cr suits with uuly breath-taking detail. 

Hope you cnjoy this month's 'Eavy Metal. See you nen issuc. 

1YRANIDS AND GENESTEALERS 

The mo~ t cxciting thing to hit the painting department for 
quite some time are the amazing Tynanid Warriors fcarured in 
this month's issuc. 

TYnlnid Warriors, like .all Tynanid crcarures, .are produced by 
the Norn-Queens that .are found insidc vast ch.ambers on the 
lugest Tyr.anid sp.acecnaft. E.ach of the m.any Norn-Queens 
within Hivc Flcct Knakcn imp.ans .a p.articuJ.ar skin p.attem to 
the crcatures it produces, from Tyr.anid W.arriors to less 
sophisticated bio-construct.5. The p.attern is.an .algal symbiote 
th.at m.akes it possiblc to identify which Nom-Qucen 
gcncnated .a crc.arure. These p.atterns en.able the hiv.: mind to 
modenate.and control its popul.ations to.a remark.ab!e degree. 
OutwardJy idential creatures with subtly diffcrent gcnes c.an 
be direaJy comp.atcd.and the leasteCflCient variants expunged 
from future popul.ations by thc spcedy reJ.aying of accunate 
productio n instructions to thc .appropriate Nom-Quecn. 

The colours of the v:ariOlU p.attems as thcy .appear on Tynanid 
Warriors ch.ange with thc W.arriors' genenal colouring which in 
turn .altcrs with age. Adult Tyranid Warriors are basically 
bright red with pale yellow bony pJ.ates and blue markings. As 
thcy gct older, these colours gradu.ally change - the red areas 
get darker .and deeper, the yellow areas first get paler, turning 
white, and then acquire an ever-strongcr blue tinge, whilc the 
markings change from blue through green to ycllow. Oncc a 
Tyranid has reached a ccrt.ain .age, however, ils coloration 

remains f.airly stable _ a dark, burgundy with bluc pJ.ates and 
yellow markings - .although it does start to fade with time so 
that truly ancient Tyr.anids have a pale, almost ble.achcd 
appeanancc, remini.scent of !he colour of dried cuttlefISh. 

The four Tyranid W.atriors shown on the page are examples 
taken from thc life cycle of a Tyranid. Top right shows a 
newly-.adult Tyranid Warrior, the rest .are t.akcn from later 
stages of its life. 10ere are [Wo main colours on each of the 
models shown- one colour appears on the softer fleshy .areas 
.and .another on the h.ard chitinous carapace. Dividing thc 
body into two distinct colours gives the miniature an 
uncluttered appeanancc.and makes it very quick and simple to 
pa.inL 

Large and sc.aly models such as Tyr.anid Warriors (and 
Dragons, for cxamplc) prescnt their own particular painting 
ch.allcnges but thcre .arc somc techniques which makc 
p.ainting these models considerable easicr. 

With models that havc .a largc .amount of surface detail thc 
ideal techniquc to use is drybrushing. If care is t.akcn, a 
miniature can be painted vcry quickly and effectively this 
way. Here's a quick re-cap to remind you of the golden rules 
of drybrushing. 

Stage I. the base coat should be watcred down until it's quite 
thin; this is so th.at it doesn't fill in areas when it's dry and 
obscurc any detail. It also me.ans that thc white undercoat 
shows through lhc paint and makes the result f.ar brightcr. 

You an p.aint the base coat o n in quitc a d.ark colour or apply 
an ink wash to providc the deep shading; either way, you 
should do this early on so that you an build up the highlights 
over the top. 

Stage 2. when lightcning the colours ii's best to t.akc it in 
gentle stages - don't tty to get results too fas/.. Mix up the nrst 
highlight so that ii's just a littlc lighter than the base colour. 
Whcn you'vc applied this, you'll not see much of a result, but 
don't worry - thc highlights soon show as the y become 
lighter. Just kccp on building thcm up with gcntle 
drybrushing. 

Stagc " The final highlights an be added with cither a very 
light drybrush of Skull Whitc or by painting on small flecks of 
the highlight colour on the most prominent areas. Whcn the 
highlights arc dry, you m.ay wish to get rid of somc of thc 
rough appe.al"2ncc that's caused by drybrushing. The best way 
to do this is by applying a thin ink wash of the appropriate 
colour; this redcflncs thc deep shading and smooths out the 
highlights. 

You should .always do all the drybrushing on a miniature 
before anything else, starting with the largest areas first. This is 
because you may in.advertcntly get some of the colour that 
you are drybrushing onto other areas. t.c.avc .all the flat colour 
and detail untilla.st. 

Thc youngest Tyr.anid Warrior is given a base C02t of Blood 
Angel Orange on the skin .and this is shaded with a wash of 
Red and Orangc Ink. When the shading wash is completely 
dry, the highlights are buill up by adding Bad Moon Ycllow to 
the base mix .and dtybrushing it on. Thc c.arapacc areas arc 
given a base co.at of Sunburst Yellow shaded with a mix of 
Ycllow and Brown Ink .applicd in.a thin wash. 

M the Tyranid Warrior gets older, its skin turns a ~pcr shade 
of red. This an be easily achieved by deepeni"8 the colour of 
the shading wash or by applying scver.al washes instead of 
o~. 

10e anap.ace first gets lightcr, right through to white and then 
darker, decpening down through light to dark blue. When the 
Tyranid Warrior is vcry old, thc whole body colour surts to 
get paler until it's .almost fully white and rescmbles an old, 
dried cuttlefish. 



The markings on the head and call1pace ~ symbiotic algae, 
imparted to the Tyranid by the huge Noro-Queen~. Eac;h 
Norn-Qucen imparts iLS c;olour sc;heme to every creature it 
produces - all the Tyranid Warriors, Grabber-Slashers and 
Hunter-Slayers produc;ed by the same Noro-Queen, for 
example, have eX2ct!y the same pattern of markings. The 
euiest w.ay to paint these markings onto the miniatures is to 
very arefully muk them out with a hard pencil 2nd then 
p2int them on in the 2ppropriate colours. 

STUART wn.us 
Stu2rt joined us from the Dudley Games 
Workshop store to join the 'Eavy Metal 
te2m for a month's in1ensiv(: painting. 

On his TermiJUtors, Stuan has opted for 
the tribal markings of the Deathwing's 
homeworld rath(:r th2n the Space Marine 
Codex versions. He's also dcvc!op(:d a 
very quic;k W2y of painting the basic 
armou r colour. The first step is to 

undercoat all of the miniatures while - as the desired end 
effec;t is white, this me2ns that a lot of the work is already 
done. The next step is to apply a thin wash of Brown and 
Yellow Ink - this defines the shape and gives deep shading. 
Skull Whit(: is then b lcnded into the brown for th(: fin2i 
highlighLS. 

Eaglewing took far longer to paint then the rest of the 
miniatures due to the complexity of his personal heraldry. The 
areu where the badges were to be painted w(:re I(:[t plain 
whit(: and the designs were carefully drawn out with a pencil. 
The colours wer(: then fi lled in 2nd the pencil lines w(:r(: 
reinfO£ced with Black Ink. 

Stuart painted the Grey Knight Terminator in a mixrure of 
greys and mctallics. The nuted areas cl armour weer: given a 
base COil! of a mix of Shining Gold and Brown Ink. When this 
is highlighted with Shining Gold and Mithril Silver, it gives a 
really good bronze effed 

If you live in the Dudley area and have any questions about 
miniature painting, then Stuart's your man. 

• 

MEKANIAKS 

The Shokk Attac;k Gun was 2 r(:ai challenge \0 paint: Ihe 
amount of detail is lculy 2mazing. Tim decided that the best 
way to tac;kle it wn to paint the gun separately from thc Mek 
lhat's carrying it. He did this by gluing the gun onto the (:nd of 
an old paint brush so that he could hold il. A base coat of Go 
Fas!.l Red was highlighted with Blood Angel Orange and Bad 
Moon Yellow. A few glyphs on lhe flat areas of the gun help to 
give..it some extra intetcsl. 

Models like this Shokk Attack Gun off(:r a perfect opportunity 
for conversion and pcrsoJUlisation. No two Mekaniaks make 
these weapons the same. The addition of more d(:tail or 
salvag(:d p2tts can be limitless _ with the: Orks, it really is a 
ca5(: of anything goes. 

We've included three Mekaniak banners on this page: on(: for 
the Snake-Bite clal\ one fO£ the Bad Moon c;lan and one lhat's 
suitable for any clan. All you h.ave 10 do is photocopy them, 
rut them out and paint th(:m. We .... e left two of th(:m with 
blank spaces so lhat you an fill in the glyphs lhat you wanl­
there's a list of Ork glyphs in Waaargh the Orks. The banner 
poles on our models h.ave 1x:en scralCh-built out of pieces of 
bras.s wire but a straight(:n(:d p2per clip will do just as well. 
The ones here are all f2irly plain but you can add aU sorts o[ 
paraphern21ia as trophies and dec;oration - all Orks love to 
boast of their prestige and prowes.s in this way. 

EAVYME:fAL 

-

-

-

-

Tim's Mek vehicle c;onversion is based on the legs from an 
Imperial Robot. The top h.alf of an Ork Nob was pinned and 
glued into place after the SUrf2ce tad been nled flat so lhat Ut(: 
parts fitted nush. Tim used parts from a wide vari(:ty of models 
that were in his bits box, including the laser off a ReaverTitan. 
All of the pieces on a c;onversion as c;omplex as this must be 
pinned and glued for strength. If the parts are really larse then 
you n(:ed to use some kind of two-part (:poxy glue -
supcrslu(: isn't strong enough. 

The Snake-Bite Mek with the spade is a very simple 
c;onv(:rsiOn by Ivan. All he had to do was cut the original 
weapon out of the model's hand with a pair of Sh2rp wire 
cutters and clean up the join with 2 flat needle me. The spade: 
is one of the many 2CCessories off the Ork Battlewagon kit­
this was simply cut in two and one half glued to (:ither side of 
the hand. 

SPACE CRUSADE 

Also in this issue, we've gO( p2int(:d prototypes of th(: Ci!.lde:l 
Miniatures lhat are included in MB Games' Space Crusadc:. All 
of these miniatures were painted by Tim and myself in the 
C;Off(:C;t colour schemes [or Spac;e Marines and the forces of 
Chaos. 

Tim painted all of the Blood Angel Tac;tkal Marines at the 
same time. When you're planning a group of miniatutcs that 
are bask21ly the same, working on !h(:m together is muc;h 
faster than painting them one at a time. Th(:y were all 
unciercoat(:d white and given a base coat of Terracott.a; they 
were th(:n highlighted up by adding more and more Blood 
Angel Orange 10 the base colour with eac;h successive coal. 

Hope thaI you've enjoyed this months offering. 

Mike 

Dale Tun 
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THIS month we visit 
Ironstone Pass and 
present an encounter 
for mountain journeys 
that can turn very nasty 
for a group of unwary 
or careless adventurers! 
This is an s hort Inciden t that 
you can spring on your adven­
turers at some pom! during the 
Doomslones Campafgn. An four 
of the Doomstone!ll advent ures 
Involve quite a bit of hazardous 
travelling along mountain pass­
es - Werner Silbermann and his 
allies are an excellent extra haz­
a rd for the advent urers. We 
would suggest. however. that 
you don't use Ironstone Pass If 
the party has already lost some 
of Its members to other perils -
this could be the final straw! 

You can. of course, run Iron­
stone Pass as a stand-a lon e 
road encou n ter whenever you 
need something to spice up a 
mountain crossing. If your 
adventurers aren't crossing the 
Vaults, Just change the p lace 
names given here to something 
a little more 8ullable \ And 
.emember that It doesn't have to 
be the height of winter when 
they make the crossi ng - bad 
weather comes earlier, hits 
harder and stays longer In 
mountains. 

""" 

• 

• 
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Ironstone Pass 

IRONSTONE PASS 
ThLs encounter is designed for characters In their 
second or third careers; ideally, a party should 
have 15-20 careers between them, and access to 
at least level 1 magic. The adventurem should be 
travelling In a remote mountain area, which 
requires them to traverse a little-used htgh pass. 

WERNER'S TALE 
Werner Slibermann was a young and fairly suc­
cessful wizard In the city of Nuln when he became 
a werewolf In an expertment that went dreadfully 
wrong. For the next few years he drifted from 
place to place. always moving on to avoid being 
recognised for what he was and hunted down. As 
the years went by, he came to terms With his con­
dition, and learned to control It to an extent. 

One harsh winter found him wandering through 
the forest which fringed the western foothills of 
the Worlds Edge mountains. It had been almost a 
week since he had eaten, and hunger and ahaus­
tlon caught up With him. He collapsed at the base 
ora tree, resigning himself to death. 

He regained his senses to find himself surrounded 
by a pack of wolves. Too weak to move, he closed 
his eyes and waited for death. He heard the son 
footfall of a wolf approaching him, felt Its breath 
on his neck - and then It began to lIck his face. It 
was almost as If the wolves were aware of his true 
were-nature. and had accepted him as one of their 
own. 

Werner gratefully accepted the hospitality of Ute 
wolf-pack, and lived among them as a wolf for 
almost a year. He became their leader. and for 
once he was happy to have the choice of forms, to 
be a wolf with swift legs. a keen nose, a warm 
coat. and deadly-sharp teeUt. 

The next winter was even harsher than the last. 
and the hunting was predictably poor. As the pack 
ranged wider and wider In search of prey, they 
came across a trade road. which led from The 
Empire across the Winter's Teeth pass to the 
Vaults and on to the Border Princes. The Human 
part of Werner's brain told him that Utls was the 
answer - he establLshed a laIr In dense cover near 
the road, and posted lookouts to bring news of an 
approaching caravan. 
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Ironstone Pass 

Werner's first attack was a success. In a welJ-laid 
ambush. the wolves took two guards and a wagon 
drJver, and disappeared tnto the forest before the 
survivors could react. The wolves fed well that day, 
and over the following months tales began to be 
told of the 'Oaemon Wolves' of Wlssenland. 

Soldiers and Rangers were sent out from pfeildorf. 
to scour the forests and hunt the wolves down. 
They returned with the carcasses of a1most a hun­
dred wolves. but the attacks continued. The sto­
ries grew wilder, giving the Daemon Wolves the 
ability to walk through solid rock. making 
weapons pass harmlessly through their bodies. 
Wissenland was gripped with near-hysteria. 

One fateful day. the pack ambushed a caravan In 
a narrow pass to the east of Wlnter's Teeth. Wern­
er had chosen the sUe so that the narrow passage 
would hamper the caravan guards, enabling the 
wolves to strike and escape without meeting seri­
o us resistance. The attack went exactly as 
planned until an unexpected rearguard appeared, 
trapping the wolves between two forces. The 
woJves fought with savage desperation. but their 
doom seemed certain. 

Suddenly, one of the wagons erupted In flame -
the main body of the caravan broke as panicking 
merchants and guards fled along the pass. The 
dead rose up, shambling past the wolves to attack 
their living comrades. Over the screams and 
snarls of the batUe, laughter rang out - the clear, 
savage laughter of an elf-woman who had 
appeared beside the burning wagon. 

The battle turned Into a rout. and soon the woman 
was the only living thing In the pass which stood 
on two legs. The wolves were wary of her. but she 
petted them as they fed on the dead horses and 
guards. Stili ch uckling quietly. she approached 
the wolf which was, Werner, and he knew that she 
saw him for what he was. 

That day, a strange alIJance was born. The elf­
woman was Syrtllia. an outcast from the dark city 
of Felss Mabdon who had travelled Widely In 
search of knowledge and adventure. The wolves 
withdrew to their current laIr - an abandoned 
mine which had given the Ironstone Pass Its name 
- and Syrlllla and Werner sat talking and plotting 
far Into the night. 

Spring and summer came and wen t, and by the 
time winter closed the higher passes, the two allies 
had turned Ironstone Pass Into a death-trap. The 
few travellers who came that way were easily over­
powered. providIng riches as well as food. Mean­
while, the two spellcasters grew In power. trading 
spells and amass ing magical equipment from 
those they robbed. 

As the adventurers make their way through the 
mountains, they will have to cross through Iron­
stone Pass, and survive an attack which is capable 
or wipIng out forces many times their strength. 
The two a1Ues have found that groups of adventur­
ers can be a rich source of unusual treasures. 

""", 

MAP KEY 
The map shows the layout of Ironstone Pass. This 
can be a good acUon to play out with miniatures 
and Dungeon Floor Plans, II you wish. 

I. Snow Trap 
The advenlurers approach the pass from this 
direction. Beneath a crust of soft snow, the ground 
drops away ver tically by 5 feet. Unless they are 
probing the snow In front of them, the lead char­
acters are taken completely by surprtse. and drop 
4ft Into the soft snow. Characters on horseback 
must make a successful [ test (Ride Horse +10, 
Trick Riding +lO) to stay mounted. 

Characters In the deep snow may only move at 
one-quarter of their cautious rate until they are 
clear of It. They may perform no actions other 
than partying and trying to get clear. and may not 
dodge or cast spells. Creatures attacking charac· 
ters mired In the deep snow do so with a +10 
WS/SS bonus. 

2. Wolf Lair 
This Is where the wolves spend their time until an 
attack starts. The entrance Is covered by a Cam· 
ouflage Area spell (see Appendix I). making It diffi­
cult to see from the outside. The Inner chamber Is 
used by cubs and nursing mothers - there are 
four females and seven cubs here, which w:I11 not 
take part In the attack. The entrance to the lair Is 
two feet high and sIx feet wide, while that to the 
nursery chamber Is two feet high and two reet 
wide. The female wolves w:I1l fight to the death to 
protect their cubs, and areJrenzled. while doing so. 

3. Mine Entrance 
The original Iron doors which sealed the mine 
entrance are still In place, but the area behind 
them has been blocked by a rockfall. The doors 
themselvs are T 6 D 20. but even If they can be 
broken down. It Is impossible to proceed any fur­
ther beyond them. 

4. Undead Pen 
This small cavern has been altered to serve as a 
holding pen for the undead forces commanded by 
Syrlllia. When an attack Is not in progress, all the 
undead w:I1l be in this cavern, in an Inactive state. 

5. Entrance 
As you will see In the section on StagIng the 
Encoun!er, victims are Intended to find this lIghUy­
concealed entrance. A loose rock standing at the 
side of the pass (I +20 to nnd It - make the roll 
secreUy for any character who goes within 2 yards) 

• 

• 

• 



has a space behind U. The rock takes a combined 
Strength of 10 to move. revealing a passage 4ft 
high and Sfi wide. 

6. Killing Zone 
Characters who survive the ambush outside and 
d iscover the entrance at 5 wUl nnd themselves In 
this chamber. It Is here that survlvtng victims are 
scrutinised to decide who merits furthe. tnvesuga­
Uon. and who should be killed out of hand. The 
concealed door at 6a has a spyhole which faciJI ­
tales thIs process. 

7. Living Quarters 
The Lesser Eidolon spell In the passage to 6 pro­
Jects the illusion of a deep chasm 20n wide. with 
spikes at the bottom and a dl"awb.ldge sealing the 
!'est of the passage. 

The chambe. Is the main lIving quarters for Wem­
e. and Syrillia. A couple of piles of silks and cush­
Ions. looted from various caravans . serve as 
makeshift beds. In the cen tre of the chambe. Is an 
ash -filled nI"e- plt. and against the far wall stands a 
small shrine, with three Human hearts slowly rot­
ting in lop of it. A successful ]nt test (Theology 
+ I 0) w1ll Identify the shrine as being dedicated to 
KhAine. the Lord of Mur"rle •. 

If the beds aI'e sea.ched tho.oughly. the one neal"-

Aru. c".,..red by 
• Us.u ['Idola. Spell 
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est the entrance will be found to have three books 
buned under the assortment of cloth. These a.e 
spell books looted from spellcaste.s who have fall­
en p.ey to the death-trap. Each book has a num­
ber of pages missing (the spells Weme. was 
unable to leaI'n - he lends to be impaUent about 
these thlngs). but their contents are as follows: 

Book 1 
Petty 

Battle 1 

Baltle 2 
Battle 3 

Book 2 
Petty 

BookS 
Illusion I 

IllUSion 2 

Book 4 
Battle 1 

Battle 2 

Magic F1ame. Magic Lock. Sowtds. 
Zone oJWarmth. 
I mmunfly from Polson, Strength oj 
Combat 
Aura oj ProtecUOrt. 
Arrow Invulnerability. 

Gift oj Tongues. Glowing Light. 
Magic Lock. ProtecHon Jrom Rain, 
Sleep. 

Assume illUSionary Appearance. 
Bewilder fbe. CamouflaBe Area·. 
nfus/onary Woods, Lesser Efdolon·. 

Cause Anlmoslly, Immunity Jrom 
Polson. 
Cause Frenzy. Cause Panic. 

The spells marked with an asterisk (.) are new. 
and are explained In the section on New Magic at 
the end of this book. 



Ironstone Pass 

The fire-pit has a loose slab at the bottom. which 
lifts up to reveal a cache of treasure. There Is 13 
CC. 4/6 In' assorted coin (10 CC, 30 SS. 414 BP), 
a silver statuette of Myrmldla worth 30 CC. and 
two small rubles worth 5 CC each. 

STAGING THE 
ENCOUNTER 

MagIC Alann spells have been placed at the points 
marked on the map. When Werner becomes aware 
of vlctlms entering the trap. he casts a Aura oj 
Protection and Arrow lnuulnerablilfy on himself. 
and then proceeds to area 7 to watch 6 through 
the eyesllt In 6a. He uses his Lesser Earthstone to 
summon a small Earth Elemental. and orders It to 
walt In tile rock of the cetllng of area 6, ready to 
lrlgger a rockfall on his command. 

MeanwhUe. SyrillJa goes to area 4 and casts RaISe 
Dead on the bodies stored there. preparing the 
undead for battie with SlOp InslabUUy. 

The adventurers' first IntlmaUon of danger is when 
they encounter the hidden drop at 1. As soon as 
the first characters drop in the deep snow. the 
wolves come pouring out of their lair at the rate of 
04+1 per round until a ll 14 are in the fray. This 
forces the adventurers forward. further Into the 
pass. As they get level with area 5, the undead 
come out of area 4. sealing the other end of the 
pass. The two forces close In, and the adventurers 
are forced closer to 5. The door Is found. and the 
adventurers take shelter In the caves. 

Once In the caves. the adventurers are herded Into 
area 6. Werner orders the Earth Elem ental to 
cause a rockfall In-the area shaded on the map. 
sealing ofT the escape route to 5. Treat the result­
ing shower of rock fragments as an Assault oj 
Stones spell. At the same time, the undead have 
returned to area 4 and make their way along the 
passage to 6, with SyrUUa behind them. She casts 
Rluslonary Enemy to make the numbers of undead 
look more fearful. and lakes on a Chostly Appear. 
once to disguise her presence among them. The 
undead stand shoulder-to-shoulder. blocking the 
passage to 4 but making not move to attack. 

There fo llows a pause. The adventure rs are 
trapped. with a rockfall sealing the exit to 5. 
undead blocking the exIt to 4, a nd an illusion hid­
Ing the exits to 7. Werner and Syrfllia examine the 
adventu rers from their hiding-places. weighing up 
whether or not they are -lnteresUng-. 

Any use of spells or magiC Items. d is plays of 
unusual fighting ability or ImaginaUve responses 
to their predicament wUI qualify the adventurers 
as ~Interestlng-. This means tha I. rather tha n 
killIng them as quickly and effectively as possible 
(F'ire Ball spells, a more serious rockfall. etc). the 
two will try to dispose of the adventurers without 
damaging any eqUipment they might have. 

WOlD 

The follOWing paragraphs deal with the various 
methods that will be tried to this end by Werner 
a nd Syrilila. The text be low takes no account of 
what the adventurers themselves might be doing 
at the time. because the opUons are too numerous 
- you 'll have to react to this as you see fit. bearing 
In mind the overall plan of the two evU spellcasters 
and the forces at their command. 

The adventurers certainly shouldn't Just sit thee 
and walt for the next thing to happen to them. so 
be sure that you allow them full freedom of action 
- within the restrictions of their present situation. 
of course I 

Subduing the Adventurers 
The first move to subdue the adventurers comes In 
the form of a Marsh Lights spell. A s ingle globe of 
light appears In the centre of area 6, and begins to 
move In a rythmlc pattern - Werner Is trying to 
use this as the object [or his Hypnotism skill. 
Characters whose players state that they are look­
Ing away from the light are not affected. but others 
must make a WP test (with a +10 bonus Owing to 
the unorthodox manner In which Werner Is using 
hypnoUsm) or lapse Into a trance. Each unaffected 
characters may try to rouse one entranced charac­
ter per round, by shouting. slapping and the like -
this gives the entranced character another WP test 
(unmodified) to snap out of the trance. 

If all the adventurers end up In a trance. the fight 
Is more or less over - they will wake up In the 
dark, on an unfamiliar part of the mountain, 
stripped of all valuables and magical items and 
the poorer . by a fate point each. And they should 
think themselves lucky at that - It's only the fate 
point apiece that kept the m from being wolf food. 

However. It Is faJrly unlikely that all the adventur· 
ers will succumb at once. and after an entertain­
Ing few minutes they should all be staring stead­
fasUy away from the bobbing light, refusing to be 
hypnotised. So Werner will have to try something 
else. 

The next move wUl be to cast a Steal Mind spell as 
the likeliest-looking character. A spellcaster will be 
the first target. especially one who has been using 
magic to resist the scheme so far. If the first target 
Is affected. Werner will repeat the treatment on a 
second. and so on round the party. If It proves 
possible to subdue the whole party this way. they 
will be stripped and dumped as above: if not. 
Werner will proceed to Plan C. 

Plan C Is a Unluersal ConfusIOn spell. cast on the 
entire party. Note that a WP test Is pennltted to 
resist the spell's effects. As soon as the spell Is 
cast. the undead will move Into the room with the 
Intention of mobbing the adventurers and pinning 
them to the walls. If the adventurers haven·t been 
able to do anything positive about their situation 
so far, now Is their chance for an epic battle. 
bunched together and flghttng off hordes of 
undead as the corpses pile up all around them! 
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THE ADVENTURERS 
STRIKE BACK 

Il Is very unlikely that the adventurers will fall 
prey to Werner's attempts to subdue them - such 
methods might work well enough on terrUled mer­
chants and unimaginative mercenaries , but a 
band of seasoned adventurers should be able to 
stand up to his methods, and even mount a 
counter-attack. 

There seem to be three main options open to the 
adventurers once they are herded Into area 6: 
blasting their way out through the undead, finding 
the secret door to 7, or somehow getting out 
through the rockfall to 5. Of course, imaginallve 
players might well come up with other pians, and 
you'll have to react to these on behalf of Werner 
and Syrlllla. 

Digging Out 
The rockfall triggered by Werner's Earth Elemental 
covers the area shaded on the map, and will take 
40 character/minutes to clear manually (Werner 
has the Earth Elemental put things back after an 
aHack), with a maximum of two characters being 
able to work clearing the rockfall at anyone Ume. 

Unless the adventurers have some magical means 
of tunnelling their way out at speed, this Is proba­
bly the least useful option: It will take som," lime, 
and Werner will certainly notice and have time to 
react. The adventurers will have about a turn's 
worth of digging before Werner reacts with the 
Uniuersal ConJusltm plus undead option. 

• 
Blasting Out 
In this instance, blasting their way out Is not so 
bad an Idea - especially if the adventurers have 
the Crystal of Fire to help them. The first time the 
adventurers use the CrySlal, the Earth Elemental 
will vanish In terror, so Werner can't cause anoth­
er cave-In . 

Although there seem to be an awful lot of undead, 
relnember that part of this Is due to Syrlllla's fl1u­
slonary Enemy spell. A good, solid barrage of Fire 
Ball or BiasI spells should clear a few of them 
away from the mouth of the passage to 4, enabling 
the adventurers to get a bridgehead In Ule passage 
and start pushing. Once In the passage, the 
adventurers w1l1 be out of Werner's line of sight 
from his spyhole In the concealed door, so he will 
no longer be able to cast spells at them. And, hav­
Ing a healthy regard for his own skJn, he wUl cer­
tainly not come out from his hiding-place Just to 
get a better shot. 

The Zombies, of course, can be forced to leave 
combat if Utey lose a round of combat and fall a 
Ld test. and this will play havoc with the undead 
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In such a confined space, as Zombies try to go one 
way and Skeletons try to go the other - and all the 
while the adventurers will be taking free blows at 
retreatlng backs. 

As soon as things begin to look complicated In the 
passage, Syrillia will retreat to area 4, ordering the 
undead to stage a fighting retreat. What she does 
next will depend on how healthy her forces are 
looking - If you'll pardon the expression, If she 
thinks she can win the fight by pulling back to 4 
and luring the adventurers Into the chamber 
where the undead can use their superior numbers 
to advantage, she will do so. If, on the other hand, 
the adventurers are felling undead right and left 
like ninepins, she will adopt a more subtle tactlc. 
Leaving the undead to block the adventurers for 
as long as they can, she will retreat to area 4, drop 
her Ghostly Appearance, and do her best to look 
like a prisoner by teating her clothes and scratch­
Ing her face and arms. The adventurers will find 
her, huddled In a corner and apparently terrified, 
when they enter area 4. 

She will claim to be a wIZard's apprenttce, held 
prisoner by the undead sInce her master was 
killed In a slmtlar ambush. '7hey're keeptng me 
Jor somelhing HORRIBLE, I JUS! KNOW u,- she will 
wall In feigned hysteria. There's a good chance 
that the adventurers will decide to rescue her, 
unless one or more characters saw through her 
Ghosdy Appearance during the fight In the com­
dor. A character with Magli:al Awareness skill Is 
permitted an Int test to notice that her magical 
aura seems somewhat more powerful than one 
would expect from a mere apprentice. 

Assuming that the adventurers accept her story 
and take her along with them, she will try to get 
away from Utem on the following night, stea1lng 
what she can. If she sees the Crystal of Fire In 
action, she wtll probably sneak off, return to the 
pass, put together as many undead as she can, 
and attack the party repeatedly with the aim of 
Winning thiS fabu lous treasure. The Journey 
through the mountains could turn Into a running 
battle, fightlng off undead every inch of the way! 

Finding the Door 
If the adventurers penetrate the tlluslon covering 
the door at 6a, the door becomes obvious. It Is 
bolted on the other side (T 4 , D 14), and Werner 
will be long gone by the time the adventurers 
break 1l down. One character at a time can try to 
break the door down: the rest wUi be needed to 
fight off the undead, who will pour Into the cham­
ber at this point. 

Werner will rush mto area 7, relying on the tIlu­
sian of the chasm and portcullis to slow the 
adventurers down a little. He will grab his spell 
book and go via the passage to 4 and out of the 
complex, hiding the book under a rock In the 
pass, changing to wolf form and leading his wolves 
In a full retreat Into the mountains. Syrlllia will­
have to fend for herself - she may try to wipe the 

won 
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adventurers out In area 7, under her idol of 
KhfI.lne, by swamping them with undead, she may 
play the prisoner and hope for better luck another 
day, or she may simply run for II. leaving the 
undead to flght a rearguard and buy her time to 
escape. 

Changing Sides 
Syrillia Is growing tired of Werner's company, and 
Is thlnkJng of taking him for everyt hing he's got 
and moving on: although Werner doesn 't know It, 
she Is by far the superior spellcaster. especially 
now that he has trained her to level 3 llIuslonlst. 
YOIl might decide that if the advent urers are doing 
a very impressive job against Werner. and If they 
haven't yet come Into conflict with Syr1ll1a, then 
she may decide to Join the m. If you like rolling 
dice, you might give her a ~Whlmsy~ test of 3QCJt.. 
modified by up to +/·30 accordi ng to how she 
rat es the adventurers' performance. 

If Syrlllla deCides to ab .... l.Odon Werner at this point. 
a number of spectacu lar things will happen. First. 
the undead will crumble to the floor as she 
unleashes an Annihilate Undead spell from behind 
them. Then. she will march Into the chamber. 
revealing the concealed door with a Banish fl/u· 
slon. followed by a Llghtnfng Bolt to demolish II 
and a Steal Mind (augmented wit h 9 magic points 
from one of her Jewels oj fbweri at Werner. If the 
spell gets him, she marches up a nd cu ts hi s 
throat - otherwise. she pumps F'l.re Balls Into his 
neelng back. He could ruin everything If he gol the 
chance to talk. 

Introduc ing herself to the adventurers as Lar· 
ithlr1el Oakshadow from the Loren Forest. Syr1l1la 
then explains that Werner had been holding her 
prisoner under the Influence of powerful soporific 
d rugs. but the adventurers' arrival delayed the 
next dose long enough for her to regain her sens· 
es. get free a nd take her revenge. She will offer to 
JOin the adventurers for up to 2 weeks - ·the least 
I can do tn thanks· - but her main motive Is to find 
out what magical equipmen t they have and strip 
them of II If possible. 

PROFILES 

14 Pack Wolves 
M WS BS S T W I A Dell: Ld Int CI WPFel 
9 33 0 2 2 5 30 I 10 I Q 14 14 . 

Special Rules: BUe attack. 20% chance of causing 
tnJected. wounds. Fear nre. 

12 Zombies 
MWSBS S T W I ADexLdIntCIWPFel 
4 25 0 3 3 5 10 1 10 10 14 14 14 -

WD72 

Special Rules: Subject to fnstability. Subject to 
stupidity unless controlled. Ld test to keep fighting 
when losing combat. CauseJear In living C' reat ures 
they attack.. Immune to psychological effecls. Hils 
have a 20% c han ce of ca u s in g Tomb Rol; hil s 
whlC'h do not cause Tomb Rot have a 50% chance 
of caus ing Infected. wounds. 

16 Skeletons 
M WS BS S T W I A Dell: Ld Int CI WPFel 
4 25 17 3 3 520 1 18 18 18 18 18 -

Special Rules: Su bjec t to Instabl/fly.Subject to 
sllIpldlty unless cont rolled. My not be forC'ed to 
leave comba t. Cause fear In living c r eat u res. 
Immune to psychological effects. Hils have a 35% 
chance of causing Injected. wounds. 

Werner Silbcrmann. Level 3 
Illusionist/Werewolf 
Hwnan Form 

M WS BS S T W I A Dell: Ld Int Cl WPFel 
4 3835 4 4 1043 I 53 566351 58 33 

Special Rules: Subject to Jrenzy; make a WP test 
or C'hange to wolf form until frenzy subsides. when 
a not her WP test Is necessary to change back to 
Human form. 

Werner has learnt to con trol his condition to some 
extent. so he has a +10 bonus to lhese tests. 

Skills: Arcane Language - Maglck: Cast Spells -
see below; Charm Animal - wolves only: Evaluate; 
Herb Lore: Hy pnotise; Identi fy Plants: Identify 
Undead: Magical Awareness; Magical Sense: Medi­
lalion: Read/Write: Rune Lore: Scroll Lore: Secret 
Language - ClaSSical. 

Spells: 37 Magic Points 
Petty Gift of Tongues. Glowing LIght. 

Battle I 

Battle 2 

Battle 3 
Illusion 1 

illusion 2 

illusion 3 

Magic A larm. Magic Flame, Magic 
Lock, Marsh Ughts, Protection from 
Rain, Sleep, Sounds, Zone oj 
Warmth 
Cause AnImOsIty. Pfre Ball. Immu· 
nlty Jrom Pofson, Stea l Mind, 
Strength oj Combat 
Aura oj Protectfon, Cause Frenzy, 
Cause Panic 
Arrow In vulnerabUUy 
Assume Illusionary Appearance, 
Bewflder Foe, Camouflage Area·. 
Cloak Actllllly 
BanIsh illusIon, Ghostly Appear· 
ance, IllUSIonary Woods, Lesser 
Eidolon· 
illusIonary Enemy; Illusion oj 
Mighty Appearance, Unloersal Con· 
fusion 

• These a re new spells - see New Magie at the back 
of this book. 



Posaeuions: dagger (I +20. D -2. P -20): mtl9tcal 
sword (WS + 1 0): Robe of Toughness +Z; Jewel of 
Fbwer (energy - 8 magic points): Amulet of Coal (2 
FIre Ball spells. cast at level 21; Polion of Healing (3 
doses): Rfng oj ProtectlDn vs goblinoids: Lesser 
Earthstone (see New Magicl; spell book. 

Wolf Form 
MWSBS S T W ] ADezLdIntCIWPFel 
9 41 0 3 3 530 1 10 14 14 14 -

Special Rulu: Bite attack; 20% chance of causing 
infected wounds. 

Syrillia. Dark Elf Level 3 
Necromancer/Level 3 Illusionist 

M ws BS S T W I A DexLd Int CI WPFel 
4 48 44 3 4 1083 1 79 63 88 80 63 45 

SpecIal Rules: Syrlllla's disabilities are Cadauer· 
ous Appearance. Animal Aversion and Strength 
Loss. All are at stage 1. 

Skills: Acting: Ambidextrous; Arcane Language -
Maglck; Cast Spells - see below; Charm; Daemon 
Lore; Evaluate: Flee!; Herb Lore; Hypnotise; Identi­
fy Plants: Identify Undead: Immunity to Disease; 
Magical Awareness;- Magical Sense; Meditation; 
Night Vision 30 yards; Read/Write - Tar-Eltho1rtn. 
Old Worlder. Rune Lore; Scroll Lore; Secrel lan­
guage - Classical: Seduction: Speak Additional 
Language - Old Worlder. 

Spells: 47 Magic Fbfnts 
r etty Curse, Gift of Tongues, Clowing 

Lloht. Magic Alarm. MO!}!c Flame, 
Magic Lock. Marsh Lights. Protec· 
tlon Jrom Rain. ReInforce Door. 
Sleep, Sounds. Zone of Silence, 
Zone oJWarmth 

BatUe 1 Cause Animosity. FIre Ball. Fflohl. 
Immunity Jrom PoISon. Steal Mind. 
Strength oj Combat 

Battle 2 Cause Frenzy. Cause Hatred, 
Cause Panic 

Battle 3 An-ow InoulnerabUfly. Cause Cow· 
ardly FlIght. Cause Fear. Cause 
StupldUy 

illusion I Assume [/Iuslonary Appearance. 
Bewilder Foe 

illusion 2 Banish illusion. Ghostly Appear· 
ance 

Illusion 3 R!usionary Enemy 
Necromantic I Destroy Undead, Hand oj Death. 

Summon Skeletons. Zone oj Life 
Necromantic 2 Control Undead. Extend Control. 

Hand oj Dust. Stop InstabflUy 
Necromantic 3 AnnlhUate Undead. Raise Dead 

Possessions: dagger (I +20, D -2. P -20): Jewel oj 
Fbwer (energy - 6 magic points); Jewel of Power 
(energy - 9 magiC points); Jewel of Power (spell -
Ll!Jhlnlng Bolt. cast at level 3): Amulet oJRl!Jhteous 
Sauer: Hlng oj ProtectIOn vs non·ethereal Undead: 
Amulet Ring - ThrlCe·Blessed Copper: spell book. 

Ironstone Pass 
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Gom'ummraoorr, 
size 3 Earth Elemental 

MWSBS S T W I A DezLdlntCIWPFel 
3 2727 3 327273 272727272727 

Special Rule.: Corrr'ummraoorr Is bound to 
Werner's Lesser Earths!one - see the section on 
New Magic for the relevant rules, 

NEW ILLUSION 
MAGIC 

Camouflage Area 
Spell Level: 1 
Magic Point.: 4 
Range: Touch 
Duration: unU} dispelled 
Ineredient.: 1 pint ofChameleoleech blood 

This spell can affect an area up to 10 feet in each 
dimension. It has the erred of concealing anything 
within that area - doors, treasure chests and the 
like - and makIng the area look Just Uke the rest 
of the space In which It Is situated. 

The main purpose of this illusion Is to discourage 
anyone from searching the .area thoroughly. and 
characters searching the area covred by this Ulu­
sion will see through It on a successful Int test 
(Illusionists +10 per level). This test Is modified by 
the caster's level as nonnal. 

Lesser Eidolon 
Spell Level: 2 
Magic Points: 6 
Range: Touch 
Duration: unUl dispelled 
Ingredients: model of desired terrain 

This spell creates l1Iuslonary terrain within a 10 
foot cube. The terrain can be anything desired by 

the caster. but the illusion may not Include a rep­
resentation of anything IMng or anything which 
moves. No other illusion may be cast in the same 
area - If this happens. both illusions are dispelled. 

Charactel1J vieWIng the illusion from a distance of 
24 yards or less may make an Int test to see 
through it. This test Is modified by the caster's 
level as normal. 

NEW MAGIC ITEMS 

Lesser Earthstone 
This Item is a fist-sized lump of granite, Irregularly 
shaped and carved with runes pertaining to the 
element of earth. A character wtth Magical Sense 
skill who examines the stone will recognise Its 
affiliation with the magic of earth on a successful 
Int test. 

A small Earth Elemental is magically bound to the 
stone, and may be summoned by the stone's hold­
er once per day. This costs the holder 2 magiC 
pOints, which means that the user must be a 
speJlcaster - users without MPs wlll be Ignored. 
Once summoned, the Elemental may be ordered to 
perform three tasks. Orders may be given one at a 
time or all together: in the latter case, the charac­
ter must specuy the order In which the tasks are 
to be performed, or the Elemental wlll choose 
(select randomly). 

It Is not certain that the Elemental wtll perfonn all 
the tasks demanded of It. The first task wtJI always 
be carried out, but the second task has a 60% 
chance of being done - on a 0100 roll of 61 or 
more the Elemental vanishes back whence 11 came 
and may not be summoned again for a full day. 
The third task has only a 30% chance of being 
carned out. 

Note that the Earthstone's Elemental may not be 
ordered to do things which are beyond its abilities. 
or which would result In Its destrucllon. If given 
such orders. the Elemental will vanish and may 
not be summoned agaJn untU next day . •• 

i 
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ILLUSTRATORS 
We're looking for artists capable of illustrating: 

Plans, Maps & 
Technical Cutaways 

such as mose in this issue's Ironstone Pass and Modelling 
Workshops. This is freelance work and you' l1 have to be able 
to meet fairly short deadlines. 

U you think: you can draw maps arvJJor technical illustrations 
10 a high standard. please send some samples of your work 
and a leuer oullining your age and oocupation to: 

Steve How 
Games Workshop Design Studio 

Enfield Chambers 
14-16 Low Pavement 

Nottingham 

Pleuc DOIe!hat samplco cannot be rew.mcd - mly lend copies. 

I:\, P'\l'l'RHACK ... I:\, HAHDCO\,ER .... I:'oiVE:'I:TI\ F. ••• 
!:\,(.l'.i"IriIOl TS .. II\( REDIHIE ... 

ALIEN INTRUDER 

Youe q uos" 
Hunt do....n .nd dt-,,,,,y ,I>< 
k, lkr in,n.d,, · b<f"",;, 1.,11, 
r<>"~ 

NINJA 
Tim. and 1'1>«: 
IS.lOAD . Nil'l"'" 

Your id<8';' Y: 
Ninl> .... rnor. S...,,,r'; Tod.Cl ... 

Your qu<u: 
R«ov .. y",,,ch n", ""''' PO-"""''' 
.... 1.. [iI< • "',,:::-;: ..... TOO. , 
K,.,n. 

THE FORBIDDEN TOWER 

Tim • • nd p1x.: 
MS 50'>6 · \\'orW of ~bg",,,," <td 

Yo u< id.n' i' ~: 
u,,>< Wolf: d>< b" K.i M.,,~, 
"f S"",,, ... r1,,,1d 
Yo" , q",," 
P,"""OI II.. oJro ''' r 01 H. ,..10" 
' .... "''''m,J' Ill .. l'orl>iJok" 1",,'", 

T H I· tATESTGREAT ADVENTURE 
IN Trl~ tON E W·OI.l' SACA 

Yoi.r id .nliI Y: 
Str Ed",,,,l ~h," .... nng; 
>r<ru«>Ios'" 
You, <1,,0>\ : 
To f,nJ ,I.. kg< nd.ry 'E, .. or 
",' 

VAM PIR E H UNT ER 
T im •• nd plac<: 
1995 AD _I..,. All","" 
Ya ". identit y: 
Or M1fC S«i ll"r. p,n",>rn,,1 
,"v""'g""'" 
You ' qu.,,: 
To 10",,, duw" ."J ok.' r<»' ,t... 
v.",pi .... rh., "'=<>n> ,"~ 
M.mmolh 

DEATH OR GI.O RY? _ THE CHOiCE IS YOURS: 

W 0898 555 525 w 
CIS< l GROU~. PO sox 110. H F.NLf.Y-ON·T I-\AMt.s. OXON 

Calif coot 33p (off peak.) iUtd 4tp <-to"""'" pHI<) per ....... 1M" VAT 
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MAIL ORDER 

Games Workshop and Citadel Mail Order is nOI just a packing and despatch service. The friendly staff who man the Mail Order 
phones are al1 keen hobby enthusiasts who will be more lhan happy to give you help and advice with your purchases of minialures 
and ,Rames 

PRICE LIST 
coo. DESCRIPTION UK PRICE US PRICE 

0071584 Eldat Guwdiana £2." lorllS"f S $7.so.1or ant 5 
070620 "'" .... """ £2.99 for any 3 $7.50 lor any 3 
0"""" 0I'k Freeboolerz Nob £1.99 eac::h 07_ 

0rII FrHboolea £2.99 lor any 2 $1.50 lor any 2 
072596 PurHtrainl G_stealer £2.99 lor any 2 $1.50 lor any 2 
072557 Genetlaaler Hybrids £2.99 lor any 3 $7.50 lot &fly 3 

o.,..t .. ~r p,lr'-reh Set: 
072503 GellftleaJer Patriarch and MogUl Advisor £5.99 lor !he set $14.05 
072""" Magu. advisor to.60 each 
0"'""" Palfietdl Body £2.00 each 
0",.". Patriarch 8ac:k £O.SO each 
072S8311 

Thmno "'" 
£1 .50 each 

072583f.l Ttwone Righi Sid_ £0.50 each 
0"...,. Tlvone latt Side ro.50each 
0"""" Throne Seat £1).50 each 

Plutic Arms and Weapons £0,50 each 

THE MINIATURES A80VE ARE All SUPPliED WITH THE APPROPRIATE PlASTIC ARMS AND WEAPONS 

ORDER FORM 
CODE I DESCRIPTION OTY TOTAL PRICE 

• 

TOTAL: POSTAGE &. PACKING: GRAND TOTAL (TOTAL + P6P). 

NAME AND ADDRESS: .......................... .................................................................................................................................................................... 
••••••••• _ .................................................................. ................................... _ ....................................................... M •••••• •• ................... •••••••••••• .. •••••••••• .. • 

HOW TO ORDER cnAoa. .. " .... T\JRES 
w. .. """_ ..... ,... ........... ,..... ....... _"' ........ -..,. .......... .".. .-.-. ......,. ... ,....... ""'.--.,.,.." ............. _ ..... ,.....-,.-;.""'''''·, .... _._~111_ ..... _<11...,....-.'''" .... oo'''_" ... ,..,obouI...,_ .. _ .... __ ... __ , .. , ....... _..., ___ ._ 
... 1 ... ~ ..... ·-....... "'-.. -"W........,.""' __ .... ,... .. "' ... ""ph«>Or-- I -'"' ___ .M,.., h ..... do 
1o ........ _(II ... _, __ ,IIt ... pi,;' .. ,... ... _ooi,.,t ..... ..... -...... .... ..-,... __ lNo.,..,........,..".,...,'W,...._ .. "' .... ""' _ _ ..... ,....""._.,.. .... w.,_ .... _ ........ __ 

Alt ... natlv .. ..... _-,.IoI .. _.'"' .... __ .... brpool-(_~ __ ............ "" .......... ~.- .. P"'".----crl\<-_-., ... _ .. ..w,,..._. 
_iolo~t.. ___ ... _io"o ....... __ ...... --,_. _..,. 
~_·onoeo .. &01'1'\1_ .. .. ...... s.O"' __ ... ...,. .. ~ _ 
__ ... ...,..-_ •• _ .. "0 ....... _ . 

o.lplllch Ind OIUvery 

:~,'::'"..2"::::::.~ ..... .:.:;.. .. = ~.:.. ~ ~. :':"':J.~"';.."'!::::'-
_,0..,..,W. do_1f4'1-.lout,. ...... ...,.crl\<~ ___ .... vo __ ",",<11 __ .. _&l()IwIoOo ... 

_ ... ..-- ....... .."._ ....... __ ....... _ ... a.. .. __ _ _",.01_",_ 
FORlgn Ordlr. 

.... _..,.'-'_ .. ......., ....... -. ........ _UM .... ."..~_ 

Posiagl II Plcklng T .... "'I""" ...... _ .... _-........,.l~_OO: 

UKlIII'P'O: _I:2.~ 

Owo<_ ............ &.,: ..,.. __ M,... po, "" ... o<Iit oor~. PloP ....... _t" .. _ . 
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METHOOSOFPAVMEHT 

..... -~"" ........ ,..... .. - .-..-...,..- ..... ----.. ---OI ____ 00r._. ___ . __ .......... _ .... o:piry .... _ 
__ • __ . __ . _ ........ 01 ... _ .. ,.... .... _ ...... . 

.......... ,..,"" .. ,....._ ...... _ ..... ,....-,....-, 
UKII.I.lLORDER 

(),oo UK ...... 01 ... _ ... _ .... ,.... ....... ~"'" 1._ ........... -., .. ,.... 
,.... ..... """11 ... (0773._ "107131 113213 

.,..,· ........... _"...._._M'" 
o..wu WORI!SIIOP t.WC.ORlEII IIUIVICe, 

C:HfWUlH tTl'EET.IaJ.JOf' . 
~~. 

NI)T1IH(lHAW HG" JHY 

"'''''''''''''''_''<>40'' loml I.1OtSS 
US MAIL ORDER 

f .. U' "'_ ...... ( ..... _ "'.11< Cold anIyI<ng (:lOI) ... wee. -.:I., ....... FOO., 
_1.00Mt ... ~oo,.. BT. 

01,... ... ,......-• .,. 
OAMU~-n.OAD(1I8f11VCr. 

,.." tatSOtI ~ 

~­.......-n....02.m 
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PLASTIC ARMS AND WEAPONS 
OAK WEAPONS 

" BOLTERS 
"BOLT PISTOLS 
I PI.ASIotAOU N 
1 CHAIN SWORD 

HEAVY LASER 

, HEAVY LASER 
2 LAS PISTOLS 
S LASGUH$ 

GENESTEALEA ARMS 

-

OAK HEAVY WEAPONS 

·-11 

1 HEAVY PLASMA GUN 1 PLASMA PISTOl. 
, POWER CLAW 1 POWER SWORD 
2STlK BOMSZ 

HEAVY BOLTER 

t 
, 

i , • 

I HEAVY BOLTER 
2 LAS PISTOLS 
5 LASOUNS 

ORKARMS 

• 
THE ABOVE ARMS AND WEAf'ONS WERE ORGINALlY MADE WITH SPECIFIC RANGES IN MIND. BUT 

THEY ARE OF SUCH A DESIGN THAT IF YOU WISH. AN'( COMBINATION OF ARM. WEAPON AND 
M INlATURE CAN BE PUT TOGETHER. 

THESE ARMS AND WEAPONS CAN BE PURCHASED SEPARATELY THROUGH MAIL ORDER 

CHAOS HEAVY WEAPONS 

'=~ • 

-
1 CONVERSION BEAMER 
1 MISSILE LAUtfCHEA 
1 AUTO CANNON 
WITH MAGAZINE 

HAND WEAPONS 

....,. 
~ .. ...,. 
1f' 
l't" 

"" 
3 AUTO PISTOLS 
3 BOLT PISTOLS 
2 HANO FLAMERS 
2 STUB GUNS 

J 'J ~ 

I -*-~ . 
.~A 

~A 

i¥'- "" 

1 HAND CROSSBOW 
1 SAWN OFf SHOTGUN 
, PLASMA PISTOL 

HUMAN ARMS 

W077 



GENESTEALER HYBRIDS 

HYBRID. 
072557114 

0725671211 

WITH LAS PISTOl AND 
COMt.lJNCATOR 

""'''" 

HYBRID I 
07'25S7I15 

H't'BRlO 2 
07'2M7/10 

HYBRID 7 
072S57118 

HYBRID 17 

"''''''' 

AU. THE HYBRIDS FROM 3TO :MARE SUPPU ED COMPLETE WlYH pusnc AAIIIS 
ANO WEAPOHS.. 'hiE ..... ATURES ASOVE AIlE EXAMPLES c:# JUST SOME OF TIE 
COMBINATIONS YOU CAN CREATE. BY USING THE APPROPRIATE COMBINATIONS 

OF AAWSAHD WEAPONS. YOU CAN MAKE TWO, THREE OA FOUR.ARMED 
QEHESTEALEA HYBRIDS TO REPRESENT WHICHEVER GENERATIONS YOI.I WANt 

CopfrlvIIt tJ 1990 0 ...... Wo<t<.ho~ ltd . All ~~h'. , • ....-d. 
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HYBRID. 
072557113 

HYBRID. 
0725S7IlB 
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GENESTEALER PATRIARCH 

• 

GfHESTE.U.ER 
PATlIIARCH 

TlIROtE FlGIfT SlOE 

"""" 

PATRIARCH SAC*( 

"'''''' 
'ATRIARCH BODY 

"".", 

GENESTEALERS 

P1JRESTAAIN 
GENESTEALER 1 

"""'" 
PURESTRAlH 

GENESTEALER 2 

''''''''' 
THESE IoItiATURESARE SVPf'UED WITH PI....t.ST1C MIllIS 

PUREStIWN 
GEHESTEALER S 

072!O6l12 

ELDAR GUARDIANS 
• 

, , 

i ClOSE COMBAT GUAADtAH BATTLEGUARIXAN 
- WITH POWER SVIIOfm WITH SHURIKEN 

ANO LAS PISTOL CATAPULT 1 
07lS84i2 GUARDIAN WITH lAS GUN I BATTLEQUARDIAH 

071 SB4I3 071 S844 WITH SHURIaH 

QUARDtAH WITH LAS GUN :I 

"'''''' 

CATAPULT2 

CITADEl,;, 0715IW1 

M1Nl"nlRCl Copyrighl Cl 1990 0 ...... Workol'lop L!d. All o1Vh'. , ...... ..,. 

"'''' 



MEk80Y WITH CUnERS 

"""" 

MEKBOYZ 

MEkBOY WITH WREttCH 

"'"'''' 

t.lEK80Y WITH 
GRENADE LAUNCHER 

"'''''''' 

FREEBOOTERZ 

FREEBOOTER BOY 2 

"'"'''' 

CopfrIv/U Cl 11110 0- Worbho!> LId . 

..... """"....-1. 

WDB' 

AEHEGAOE MEl( 
YI/ITM kUsroM WEAPON ",,,.,,, 

0fU( KAPTAIN 
,~ 

8AO OOCWlTH 
POWEACLAW 

"'".'" 

OAk PIRATE WITH 
CY8(UlG BOOY 

"'"'''' 

ALL nE OAkS ABOYE (EXCEPT THE MOe AND PIRATE), 
AAE stJPPUEO COMPLETE WITH PLASnC AAMS AND 

WEAPONS. THE IoINIATlJRESA80YE AAE EXAMPLES OF 
JUST SOME OF THE COM8IMAnOHS YOU CAN CREATE. 

FAEEBOOTER BOY 1 ",,,.,. 

• 

• 

, 
CITAUE' 
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DWARFWARS 
Civil war Is brcwingamong the Dwarven kingdomsof the 
southern World's Edge. A lost Dwarfhold has been found: 
Kadar.Gravning. the Hold of J-Iargrim. II Dwarf-King 
withou! equal. To the Dwarfs of the World's Edge, there is 
n'O greater symbol of rulC'TShip than Hargrim'sOown. He 
who owns the Crown Is the true King.. and when war 
comes,he that has the Crown will surely prevai1. .. 

But finding the Crown won't be easy. Kadar-Cravning 
was sacked II century ago by Orcs. Large parts of the Hold 
are in ruins; the Royal Tombs are ringed by deadly traps. 
And whoever reaches the Hold first can be sure that the 

enemy Is not far behind. 
And while the Dwarfs fight each other, II small 

group of adv\'I1turers are making for Kadar­
Cravnin~ for reasons of their own ... 

Dwllrf W.US is II 104 page stand-alone adventure 
or can be used as the fourth part of the Doomstol'll!S 
OzmpGisl'l_ 

Avaifsble soon from Games WorlI'sl'lop storos, 
or by Mail Order direct from Flame Publications. 

DEATH ROCK 
The Orcs of the Blooda)(e Allianceonce again threaten the 
Yetzln Valley. Their target Is the monastery of Eyrie where, 
long ago, the Dwarf-mage Yazeran ned with the fabled 
Crystal of Air. 

The adventurers must reach the monastery and find the 
Crystal before On: army, driven on by Its mutant master, 
attacks Eyrie. The only problem - apart from 600 or so 
bloodthirsty Orcs -Is solving a IIIUe puzzle that Yazeran 
left behind ... 

Dt4 til Rock Is the thi rd part of the Dooms/ollts Qunpaign 
for WFRP, an 88-page book Indudlng handouts, sample 
characters and a model of the Crystal of Air. 

Available now fat' £6.99 from Games Workshop slores. 
Mail Ofder: make cheques payable 10 Flame Publications. 
Please make all payments in Pounds Sterling. Handling 
charges on UK, Eire and SFPO orders: add £2.50 • 
for all orders. OverseBs airmail: minimum order 
£5.00, add 40% for handling (minimum £2.50). 
Telephone cxd8rs dime! to us on (0602) 500459, 
Mo"nday·Friday 10 sm-5 pm. Or send SSAE to 
Flame Publications, 3 Derby Terrace, Derby Road, .... 
Nortinghsm, NG7 IND, for Mail Order detsils. In 
the USA contscl Games Worlcshop US Mail Order. FUME 

.,. __ • __ iUG __ 




