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RETAIL STORE NEWS 

EVENTS FOR JANUARY 
There are always exciting events going on al your local games Worksbop ston, (ndudlng Games Clubs, gaming 
demonstrations and participations, painting and modelUng workshops, and auctions. On tbese pages, we've only got room 
to give details of II few of tbe special events, so tbe only way to avoid mlsslng out is to drop In to your local Games 
Wor kshop store and ask what's planned for the following weeks. Jr you can't get In to tbe shop on II regular basis, ring up 
and nod out when there's something special bappening. Keep In touch, b«ause Dew events are announced 1111 the time. 

LEEDS 
Saturd.y l'lh Jlnulry _ The SIll' or lronbera: I W.rh.mmer FlntllY 
BauJe &"m&. Th .. forca .. ChoOf _ \&)'il1& siejlll 10 Lhe O ... uvm Fottta. 01 
lronber&. lfyCI.I'd like\.(> pl.ty . bini olon,. P'intOd Owld .. 0\a0I; force or", 
10 1,000 poinu. 
S.turcby llth Jan .. u,._ ark V, w.o.: . w.rh.unmer 40,000 ~tion 
pmG (or !he ftC ... ftII&CI ofOdi: and Eldu ...wlturce.. tr you' d liIte 10 phy. hrin, 
alm,l p&inIod tora: ofup\O 3.000 palnII t"",,!he ..... y IilIa. 

MAIDSTON£ 
We'lI bee tIInnin,l ,eri,.. or paintln, Ind modeLHn, cJlnlulbrougltOlit 
Jonlllry <:rI each wcct doy u tollo .... ' 

7th 10 \Ilb Jonuary _ Sp.oce Ma ...... lndTermiJv,lO .. 

14th \0 11th Jonuuy - Womommer F..,tuy 

l l.t \0 251h J..,llIry - Epic Vehiclca In<! Tillnl 

2S1h IlnUl., 10 ht F..on..ry - Wl m..mmu Buildina' 

IIAMMERSMITII 
Salllrdayl'th Jlnlliry -Inlo t h ' V.Ue, or Death, I Spice Marine 
panlcipolion a ....... Durina \he lIonJ1 lIermy. the """lI&nll of. Spoce Mlri"" 
a.'pIer In: holed up II !he end oIbm <:an,..,... Con!hr.y hold orr the t"""", of 
!he WImII ..... or wil1 thillut butlon 01 hope bee wen by Ho .... ·' qio:m71f 
you'd like 10 ploy. conllct 1M u.op Wore lbe day. 

HA •• OW 
Sat .. rday l"h J.n ..... y _ SIeJe 01 CuUt Kh .. mbo: a W.m..mmet Fantasy 
Bt.u\c.liqe porticipation aome.. o...uf ond 1Iu.m ....... incn hold Ihe CUll .. or 
"" .god wi> .. Jd lalUui IU-<:(rIlea. BM, in 1000 podIlI of painted minilll1n>110 
pllY· 

UVERI'OOL 
Sltllrdl, 51h Jlnuar, - .... dunctd Spin Cr .... d t PaUdpa"on' .. In 
inlroduction 10 aim'" WOJUhop'l nCW a"me. we'U bee holdina an IU,cornen 
opee;"1 .. lvlac ope",tion wilhin I knockout clmp.oi .... Regiater II lbc shop 
bd"ont !hr. dl Y it you'd likc \0 pL.y. 

S.llIrd., Ilth Janu.r)' _ Ad~ancod Sp.occ CrwacH ,.intlna Clink: brina in 
yow Sp.occ Morine Scoull and Tynonid W.rrion and pid: lip «pen.dvi<:e on 
paintin. than. Come: ~y 10 bee l""tanlGCId IICII . 

GLASGOW 
Sat .... d.y 11th Janlllry _ Stop u... .... d .. l1« of C\aGI: I Wubammer Fanwy 
Billie porticipotiOft "me. EveI)' flce ..... dl ill rtnCll .. urioro 10 hlillhe 
"""oming 0._ Horde. 1f you 'd like 10 ploy. brina in SOO polnll 01 pointed 
Ift)Op 10 boLlie (hI .. . 

Salllrd., Ulh Janll ... ' _ W ... h.lmmer 41.001 Plrlkl""Uon: Ilvaae_-
to-Itt""" ti.htin. ulhe Eldlr aee:k.o _"pl .. re "I I.w;ictlt IrtiflCt rmm In 
Imperial ...... rclIllltion. "The Odr. calch wind d th", and pout in 10 loot Ind 
..... lI'Oy. JUII bring in 300 poinll ofpainted minillu .... 10 pl.y. 

PRESTON 
Sllunl.y 5th J .nu.ry _ Advancod SpKt Cr .... de P.rlldp.allon: thiI will be 
• mylle., minion. Your troopa h.ve 110 idco whlllO Clpect .1 \hey boord I 
""wly-dilc>ovenod liv .... vcud. Your objective '" 10 ret .. rn wilh ...... plca f""" 
the hCl"" of the _hip when: yo.J. beI.i ..... e lhey Ire developin. 0 new Ittain of 
o...-lCaler. l l111 brin. in your >quad of Space Mlfina SOII011& 10 play. 

S.lard.y 19th J ..... ry _ W.rloamnwr FalilalY Baltle P.rtkip.tlon: every 
"'" uncI .... lhe lun 1115 I .. trcud lhe . ucnti.,... of the Imellical crcaWI""CI in 
Ctn:IQoq - da o..c.. So 110=',. ell"""" for ...,.."",e. JI)p. brin,.lon,}OOpoinq; 
01 painlod ItoopI and join in the"'"""'" U eM" Ore lmIy. 

SHEmELD 
Salllrd.y 5th January _ The SJqe fII Jockllel .. : I W.m..mmcrFanwy Bittic 
portici""t;on .ome. Hclp lhe Dwarfl defend Iheir tlILIe Iglin .. hord ... of 
Goblinl. EYerything provided.. 

READING 
Eur, S.tllrdlY- Warhammu Flnla.y B.tU. Skhmllh Glm .. : we'", 
......un, • ...n.. ofmulti-playetW."' .......... Flnllly Blule ........ on I vlriely 
of_in. To play. )'OU'U '-" 200 podIlI U IlInd.Jd trOOpI (ic f1IIk ... d file) . 
Cm llct RicNrd ot the shop. 

MAr;CIlf.$TU 
Throuahout J..,III1)' • ...,'11 be runnln ....... p"p"lar inl/""Odllclory .alonl for 
Oamco Wodtshop g_. Conlaa Kul for Woo 

7th 10 IIIh I.., ... ry - Warbommet40.ooo 

14th 10 Ilthl.......,. _ SpoocMarine 

21aL 10 15th Janlll., _ Advanood Hetoqu .. Ind Adnnood S,..,.. en.odc 

28th 1.., to lP. Feb _ WotbammcrFlnIuy Boule 

BIRMINGHAM 
Sa tur,,"y 5t1t.nd Ilth of J.nllar, _ TtI"roln WOI"Qhop: on these SlturdaYI 
we'U be holdin. wuin building ICllionl ulina the teehniquca i1lullttu,.j in 
While O .. ·.rf abowing yOlJ how 10 conllfllet ~ rOO" W.,t,lmmcr Fanti lY 
a.ule Ind Wlm..mmcr40.ooo. 

SlllIrd. y 19111 Jlnuary _ Billie or LealOl I X: • W .. hommer 40.000 
p.rticip .. iOft ,"m .. witll .. ni1£ of Spoce Mlrine •• lrlnded Oft LegiOi IX 
III"ulin,.o .urn ..... glin .. th ... Iien honlcl. Btingllon. I pointod Spacc 
Marine oquad &lid join the e&mI,e. 

SOUl'lIAMPTON 
In Jonl1l.,. _ ' 11 bee llIning OW" Might, Empire. ump.lln ~nd Advlnced 
Spa« Cr" .. de Lu",e. If )'OU'd 1iIr.e 10 We part in eilhcr ulhc:ae.jIII' pop into 
\he 1I0I"0 and n:ciIIa". We're ol&o holdin& minilwn: paintina clinia on all the 
Satwdo)'l in hnu • .,. 

BRIGUTON 
Spa« n .. lk Clm""lglI- n .. nt for lhe CIonIN of 1101"111: Ihrouf!/lOlJI JIIn\l1tY 
wc'U bee ",nninglgreol Spooc Hulk elmp.oi", where yOilt Space MorinCi will 
be pilted "a"wt .11 manner of deldly toca trom Tyronid W.rrion '0 Chi.,. 
Rmegadoa. Ir you'd 1iIr.c \0 ploy. n:gistet yOilt I<jIlld ofTerminolO'" Or Spane 
Mon.- with 1M Ihop. 

wrON 
Saturd.,. Utlt J.nlllr,._Ad",nctd S",,«Cr usade '.rtlclp.tlon: brin, in • 
.qu.d u painlOCl Spaec Marin ... U) !)oDle your w.y tIvOII&h I Spaoc lIulk and 
\hen on enorrnoIIII Hi .... Ship. 

Sal ........ y Utlt Jan .. ...,.-MI ... I,. £noph .. P.rtld""Uon, _..-:I pl.1,.,.. for 
our .... day mql ..... e of '1"" and oor>qu ...... If you'd lilr.e 10 pI.y ....... tcr 
bcf ..... the day al the Ihop. 

YORK 
S.lurd.y IlII1 Janlllr' _ Wuhlmmer .t,tot G.",e: OL1MUon IU Space 
Mlri .. e ~OtfIm.nd ..... _ communicalion hal broken down belween thc 
AdminialrOlion and plan'" Jwvik XXVI. AU con>ftIII\do:nln: ord~ 10 send. 
l ingle "'IlIId of Space M.rin ... 10 invcaiglle. AIIltOOp1 rendezvous 01 GlmCOl 
Wort.ohop Yon: 10 !)oLlIe rOT the giofy of the Emperor. 

TORQU"Y 
Slturd.,.lllh J.nlllr, - Sp.u Hulk MIIIU.PI.yet" r.rtlclp.Uon, from 
J"""uy .... '\1 be runnina I Warbammef F""wy Baltle campaign wilh !)ODl .. 
toug.ht in the ohop.nod C11cma1 Womo.mmcr Oub moctin&o. Contact the shop 
for tllnhof cIeIIilI u thtae evCftU. 

DEalY 
Sal ........ ,. 5th J.nlllr,. _ $pact M.rine Partld""tlon: an Epic honk "'g" on 
Ihe Duthworld of Mo..,... V. Brinl aIon&)'OUr painted Space Man.- U) join 
in. Contact Dan tor fwthcr cIct.Wa. 

S.lurd.,.lllh Jln ... r,. - Mlahl,. Empira P.' II Un. Clinic: our ""idenl 
pointina «pert will abow how 10 a"'greot ruWlI On YOllr Migh'y Empires 
...... iCOl ond .... licmcnta in only I tew minute.. 
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DUDLI!Y 
lnJ......,.. _'U be ruminlIWO"""';.J ch.o.lI .... " ......... 

s..tu...t.y 6<h - Bloodbowl S.1>InI.y IJIh -51*'0 Hull 
Sotunbyl.h Jan ... ". _ Loll III Sp_ 
ilIa_ ~ ourp<JpU!ar ....... """""' IOOOpointl ofT.....,;.,.. .... ,_"",pped in 
Iloo W.rbammer World by .Wq><JrlCr .cdd_ ond baule Wah ........... rmi ... 

IIARROW 
S.hlrday Uth J InUar1- Slirte (J/ Cutle Khumbo: I Warhammcr Fonlll, 
Boule ';"10 participauOl\ , ..... Dwuf ""d Hu.mon..uin .... hold Ill" UJIl" <>f 
an 1ged wi.u:d IgaWt .U-c<m<ft. 8lina in HXXI polnll of ~ted milIialW'ClllO 
pl' y. 

OXFORD 
W • ..., running. -'a 01 brlfta·.· ... Ule .. _ ill J....uy. To ploy. bring in 
!he inclie.o.led poiJU:I Yllue cl poinled miniolWa. 

SolWdoy 12th _ Warlwnm ... FlN.My Boola: 1000 p<IiUU. 

Sotlllday 19Lh - WotIwnm..-40,OOO: 1000 poi.nll. 
SowrdlY l6Ib - Spooo Marinco: 3000 polnla. 

EDINBURGH 
~ J.......,. .... 11 be ......... ~..aionI for alllhe popular 
.-indudiIl& W~ 40.000. Wam......,.,.. Fonw, BaIlLo, Blood Bowl, 
.... dvmced Heroqu-. S~ Hulk. CoIlffonlalion, Space Mo>:ino and. Advanoeol 
Haroq.-L So if )'UI'd lih an, help with 1M ruIeo for any of II>c ....... you 
~ for Ouitb:n&.O. "" ;ua Med on opporoeoIl, COIw:t the Mop. 

NEWCASn.1 
Sotlolrday ltth J lnll&. , _ Mlahly blip'" ,.rIkljMtIon: brina)'OW bonnen 
and ready)'our Empire for war. From 100m we'll be NIIIling MiJII1Y Empi ... 
..nna 1wo IClI m t=ain tiIco, "" .my not brin& )'<Ill' own painted bannen .lona 
and join in. EYm')' effort will made 10 l ocommodlte o. rrw>)' pI.yetI as I'" .. ibl<o. 
If y .... hive 10 Invc! ony d;"'ncc and ...... 110 boo.1Im '" your ploce. why not 
pIIono: in .dYanoo.,d _'11 ~ it for ,tN.? 

Sall.rd.ay 17Uo J.., ...... , - s.:.-, Mo6tIllo. O lnle: if you've tead IM-. 
WIme Dwarf articla .bout ~ mod .. """- r""you Wadwnmcr ....... 
but 1lIou&h11bey looted. btt tricll:y. you -..ld be in for. plcasau rwpri..,. 
Come alan. and ,",""'" proalcal od";ec.1Id CJlperienc:e ollhc lcChniqllOJ 
inYoIY~ W$'U be If>Odd·makin& from 100m onwun. .M _ will be 
Iyailobk all day 10 al"'" .dYic:c on .... 1<rialo.1OOII.1IWJding ond pointing moddo 

RETAIL STORES 
If you Wan! to know what's going on at your local Cames Workshop More, drop in a.nd check the: noticeboard Of ask any of the 
stafi"who'lI be happy to rill In the deLail.s and chat about games and Citadel Miniature.s. If you can't make it in, give the .store a o il! 
and uk when the next event i.s laking place. There'$ SOfJIes.hing happening InO$l Sarurdays at all the stores - and don't forga. the 
evening Games aut:. when the .store wUl be open tillg.OOpm. 
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KENT. 8R3. lOY cwe HlGHT: TKJRSOAY ClUB HIGHT: IoIOHOI'.Y TO FRIDo\Y cwe M(lt(J: Tl-fJRSIlAY 
ClUB N1GH1": TH1..I'ISOo\Y CONTACT: Io\H CONTACT: STEllE CONTo\CT: ItoWIC 
CONTACT: PAIA. TEL: 0111 23a :M" TEL, _2.Q1n Tt:L: 0lI12ZI_ 

Tt:L:.' "'''02 
PRESTON READING GLASGOW 
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cue HIGHT: EYERY NIGHT cwe HlGIff: TtfJASOAY AADll1UASOAY Tit: o.I:ra na 
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(NEAR RAIlEHSCOURT PARK TUllE SHEFAELD 

DEASlST. C.t.UFORNIA 

~"""" " FfT2WI..t.WoI GIl. TE. &OUnw.I'TOH. &OIIHG 313 SIMlA IoIClHlCo\ BOlLEYARl. 
I DoIoUING AD. HoI._RSMrTH. SHEFFIELD. 

cue HIGHT: MJASOo\Y $o\N'U r.()NCA. CA IlO404 LOHOOH. _ 0..0 Clue HIGHT: TKJRSOAY ANI) 
COHfACT: Ctt'US ewe NIGHI": IoKlHOo\YTOFFOOAY 

Cll.e HIGHT; TH1.1'tSOIIY 
...,,, 

TtL: 070II ",_ CONTIICT: GOUH 
COHTACT: .IOE CONTIICT: RICK Tit: (2111)_'"" 
nIo: 0It11.,,... Til: 0142 1$01 " TORQUAY 

HARROW IZMAAKETST. FAIRFAX 
YORK TOAOI..IAY. TO 10\0 'AiA CITY w.u. II$:IOG 

2IiII1ISTA11ON AD. HARROW. 2'lGOOOAo\MGATE. CllA! HIGHT: ruESOAY IAAIN STR£ET. FAIRFAX. YA ZI03' 
~ODlESEX. HA l 20tt YORK. YOI ~G Ah(l~AY ewe NGtfT: I«lNOAYTO FRI(!'o'Y 
ClUB NlGlif: MONDAY cwe HIGHT: FRIDAY CONTACT: ROIl CCt(fACT: JAVIER 
COHfACT: DAVE CONTACT; EVAN TEt : _:/II.o. TEL : (703) 1103 121M 
TEL: 1111., ZI5(I Tlt : _M3571I 

PLAZA COLLEGE PARK 

""rrFlo. TlE P\..o\2Io. 1."'21 THE SOUTH MIDLANDS UNVERSITY OF IMRYtAHO. 
tEHIGH AOAO. COLLEGE PARK. OXFORO ST. LQ.lOON. WlA IPA 

BRIGHTON 81RMINGHAM IoC) :/111010 ClUB NIGKTS: IoIOHOItoY TO fRIDAY 
CONTACT: ","- 1 Nl.E PAVIUONS. Hl.EST. ,,, eAIOGEl.lI«. cwe taQHT: MOfC)AY TO FRlIlAY 

Tn.: 011 UI_ """"'" IlU..l RlHO CEHTlIE. CONTIICT: ~ 
INI HM'. .......... lU: t'OI, __ 

THE NORTH CLUB HIGHT: FRIDAY CONTACT: TEO 
CONTACT: CHRIS nL: 021U:Z _ PHIlADELPHIA 

HUU. TIL : o:zn 203m 
DERBY 

42" ~ InlEET. PHlADEl.PHIA. 
PA.tlU 

XI PARAGON STR'ET. HUU. 
8RISTOL CSo\OI.ERGATE CLUB NGtfT: IIo'OHOAY TO FRIDAY 

Clue HIGHT: EYEAY HIGHT OEFl8Y. DE, .... 
COHfACT: DAH '3~WEIFl CONTIICT: OWEH 

IIfIISTOt ClUB HIGIfl": ll-fUO.SOo\Y TU: (2") __ 

LEEDS cwe HlGIfl": TtfJRSOAY COHfACT , ()OI,j1~C 

.Z·leCENTRAt AD.LEEDS. lS. tOE CONTACT: sw,HE nL: 0»;217111' LAUREL 
Clue HIGIff: WEONES(!,O,V TEt:027221IW DUDLEY 

lAUREL CENTER MAll.. 

CONTACT: CARYN '''I5IIIALnr.r:JAE·wASHINGTOH 
TEL :_~ LUTON 

~ u . UPf'EA LEVEl. 8OUI.EYo\RO. 1..AUFEl.1oC) 20107 
~AY HU CENTRE. CLUB NGH1": IIo'OHOAY TO FRlIlAY 

UVERPOOL '2 PAAK ST. WTON. IlAlEA.LEY ItU.. DUDl.EY CONTACT: nM 
23It01.D ST.lIYERPOJL.. L • .o[)J ,~ '" Clue HI(lUTS; MOHIlAY TO FAIDAY TtL : PI,, ·IID_ 
Clue NIGHT: TH..IRSOAY CLUB HlGIff: M;)HOAY TO FRI""'Y COHfACT: SI MON 
CONTACT: STEVE CONTIICT: t...u«;E TEt:OlIM"'''' 
TEL : 0It1 _1011 Tit: OM:! 41747. CANADA NOTTlNGHAM 
MANCHESTER MAlDSTONE 3UI FRIAR lNE. TORONTO 
1.HTI. ' IIAO"_ ST. UNT .. , ., I"UOOING lNE ~. $ 111 OUEEHSTR:ETWEST. 
MAHCtoESTEfI. 1M 30\8 _oo~ ~, ~ TOfIOforTO. ONTAAIO IoI$Y 2". 
ClU8 HIGHT: TH1..RSOo\Y CU)II HlGKTS: IIo'OHOAY TO FRIDAY ClUB NIGHT: TKJRSOAY CUJeNQHT: EVEJlYNGHT 
CONTACT: Kot.AI. CONTACT: OAJY COHfACT: Ctt'US CONTIICT: IoIKECHEHEY 
TEL: 0It1 U:Z _ nL:OInI77 •• TtL: M02_, m , ( .. ,)_,I. 
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~ORK MEKANIAKS 
Now listen! DaboyzwQzwonfierin'whereda roolsferdaMekaniakswuz. see. So daBoss sez "dada roolz 
and' ere's a bagful o/tee/fer yeT trouble." 
Well J would' ave preferred a juicy squig and a toasted nightbloomer fungus. Anyway, cia Boss has gOI dis 
big spanner fer hittin' jings, so I thought I had better do da roolt. So after a thinkin' job an' a bit of 
playrestin' wiv da Gretchins. da rook is ready. Course, dey iz still 'eksperimental' ifyer knows wot I meen. 

Mehmiaks jt krooshul to da warband COt Ork wargear is aJways breakin' down (not enuff nails if yeT asks 
me), All da 80yz agreed dis must be reprezemed by proper Orty roolz. none of cia skwnmy, namby pamby 
DIDO tables stuff. So we knocked together da Mekaniak Kardz. usin' d,afamous OTley know-wots (an' 
plenty of nails, just tef be sure), 

Va best fing about da kardz iz that yeT can do lott of ower Orty fingz wiv them as well as da reknikal 
malJunkshunz. Dis will make da battle well Orky and Waaargh! flyer knows war f meen . 

•••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 

'-_ -" ekboyz, also known as Mekaniaks, are the 
engineers and mechanics of Orkdom. 
Unlike the majoriry of Orks who know 
IIId care very little about how machines 
work. Mekboyz are completely entranced 
by whirring machinery. spinning cogs. 
and pounding pistons. They are never 
happier than when building some unlikely 
looking invention or incorporating the 

latest essential gadget into a Batt1e Wagon or War Buggy. 
They are jovially imprecise craftsmen. content to weld, rivet 
and hammer away at ~ising chunks of metal debris until 
they have patched together achassis or gunbarrel, a bionic leg, 
or a new part for a buggy. As a result of this individualistic and 
unplanned approach. Ork technology has evolved in a 
ramshackle exploratory way. but this suits the Mekboyz fme 
and has produced resu1ts which are in no way inferior to the 
scientifically derived technology of humans. Squats and Eldar. 

Mekboyz are an essential part of every Ork tribe. Warbosses 
and wealthy Nobz who want a new buggy or weapon wilJ go 
to a Mekboy and conunission him to buik! whatever it is they 
wanl The results are'never quite what the Nob had in mind, 
bUl this rarely bothers the client in the slightest as he is only 
too pleased to own what the Mekboy assures him is the latest 
and the best of its kind. 

As the product of a disorganised if enthusiastic Ork mind, a 
Mekboy's work is never quite perfect. There will always be 
bolts that need tightening, delicate parts that need oiling, and 
bits that need to be welded back on when they fall off. Orks 
accept this as just another aspect of good old Orky technology 
and positively enjoy taking their vehicles and guns to a local 
Mek to be checked over. The Mekboyz are also perfectly 
happy to perform this service for their clients, not least 
because it gives them a chance to swap bits around or even to 
take out unnecessary parts they can re-use in their latest 
invention. 

When the Orks go to war the Mckboyz fmd their work vastly 
increased. Not only do ail their richest customers suddenly 
discover they need a new bolter or buggy. but everyone else 
brings their gear to be checked-out and repaired. All this 
sudden demand can lead to jobs not been done properly, but 
the Mekboyz try hard to keep up by doing the rounds of the 
camp offering to repair and service equipment in rerum for a 
few teeth. The more Mekboyz there are the more likely they 
are to find a loose bolt or shaky wheel. If there are too few 
Mekboyz it is inevitable that some pieces of equipment will 
develop faults . Naturally. every Warboss tries to ensure he 
conunands enough Mekboyz to stop lhings going wrong. but 
no matter how many Mekboyz there are it is simply 
impossible to properly maintain every piece of equipment in 
the force. 

• 
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MALfUNCTION" 
RfPAIR CARDS 

The risk. of sudden breakdown on the battlefield is represented 
by the use of special mal/unction and repair cards. 
Malfunction cuds are played by the Orks' opponent during 
the batt1e causing the Orla' equipment 10 malfimction in some 
way. The Orlc player plays repair cards to cancel malfunctions 
where he em. 

The malfwx:tion and repak cuds are printed on the following 
pages. Photocopy them and stick them onto suitable thin 
cardboard berOTe cutting !hem OUl A1~matively you can cut 
the colour cards straight from your copy of White Dwarf. Of 
course. we couldn't leave the reverse sides blank as this would 
give you. largely blank magazine. so if you want to do this 
we suggest mil you get IOgether with your friends and arrange 
to make a full set of cards between you. Alternatively you 
could buy anomer White Dwarn 

Most of the maUunclion cards describe technical malfunctions 
where a piece of Ork equipment has broken down. However, 
milled in willi these arc some special orq tvOllS cuds which 
have nothing to do with equipment malfunctions or Mekboyz 
al all. These carib are included to represent Ihe sudden and 
inexplicable events that cm befall Ork armies including 
treachery by Blood.Axes, loss of control by speed cultists, and 
the strange lhings thlt can happen to Weirdboyz. 

MALFUNCTION CARDS 

MALfUNCTION 
A ....... __ _ _._-
• .,s -.... __ 

....-.. --~ -00<1 _ ... . .. _ ..... .. _-_ ... .---.. 
A OQllIG CAU",LT ... . ~. ._ ........... ,_...-........ ... ~ .. -....... '­---

A malftmction card describes 
an equipment failure of some 
lorl. The item Iffected is 
indicated on Ihe card. In some 
cases a dice is rolled against a 
chart to determine exactly 
what has happened. 

Many of the cards give a 
choice of two possible 
malfunctions, but only one of 
them can be played at a timc. 
The Orb' opponent declares 
which one he wishes to use 
when the card is played, and 
the other is ignored. 

ORKY EVENT CARDS 

ORKY EU£NTS 
A _-. _ .... ". .,.,....--­"'---_ ... _ ... __ ... _ .... ""',.,.. _D6 .. __ ....,._ 
• .,s _ _ "",_ -. _ .. ""',..,... 
~-­_ .. ""',..,.... ... -­----~ ... ":!.~=-- ... -

An orq eveflt card represents 
one of the drastic e'Vents 
which can befall certain 
memben of an Ork warband. 
They apply principally to 
Madboys, Wierdboys and 
speed cultists. Some orky 
event cards have two e'VenLS 
described on them, both of 
which apply when llie card is 
played. A treachery and 
animosity card describes one 
of the random, unpredictable 
e'Vents that Ork Warbands are 
prone to. The troops affected 
are stated on the card. 

REPAIR CARDS 

MEKANIAKS 

The daily maintenance of 
equipment by Mekaniaks and 
speed cultists is represented by 
the repair cards. Each card 
specifies a kind of repair job. for 
example a spanner job, a hammer 
job, etc. Each sort of repair job 
can be used to cancel out a 
particular malfunction. 

Some of the repair cards 
represent special kinds of 
precautions such as bribes. which 
can be used to cancel Blood Axe 
or Freebooter treachery or 

animosity, and earthed copper staffs, which can be used to 
cancel Weirdboy head explosions. 

HOW TO USE THE CARDS 
Before the game begins sort out Ihe malfunction cuds and the 
repair cards into two separate decks, and shume each deck 
thoroughly. 

The Ork player takes I repair card for e'Very Mekboy in his 
army. So, if there are 4 Mekboyz in the anny the player takes 
4 cards, if there are 7 Mekboyz he takes 7 cards, and so on. 
The remainder of the repair deck is then put aside as it will not 
be used during the game. The cards held by the Ork player 
represent repair jobs performed by the Mekboyz before the 
battle begins. should Mekboyz be killed during the game this 
has no effect on the use of repair cards. 

The maHunctioo deck is placed face down beside the table on 
some convenient surface. Immediately before e'Very Ork tum, 
the Ork player's opponent rolls a D6 and takes that number of 
cuds from the top of the malfunction deck. The player firstly 
sorts out any OTley event cards and places them face down on 
the table. The Ork player selects one of the cards to reveal 
what unpredictable Orley phenomena has overtaken the Ork 
army this tum. The remaining orky e'Vent cards arc discarded. 
Often there will be only one orky event. sometimes none at all . 
U the Ork player wishes to cancel out an OTley C'lent by playing 
a repair card from his hand he must do so immediately. Once a 
repair card has been played. it is discarded and cannot be used 
again. Not all orley e'Vcnts can be cancelled in this way and 
many work in the Orks' favour in any case. 

The Ork player" opponent retains any remaining malfuncLion 
cards in his hand for use during the tum and keeps them secret 
from the Ork player. Cards can be played during the Ork tum 

IS soon as the Ork player attempts to use the particular piece 
of equipment indicated on the card. For example, a 'Vehicle 
may go wrong as soon as the Ork player attempts to move it. 
er a weapon may go wrong as soon as the Ork player altempts 
10 shool. 

Once the Ork player has m ade clear his intention to 
mo'Ve/shoot/etc, his opponent may lay down an appropriate 
malfunction card face up and declare a 'Malfunction'. U the 
Ork player has a suitable repair card he can cancel out the 
malfunction if he wishes. Once a repair card has been played it 
is discarded and cannot be used again. Otherwise, the 
malfunction is resolved as described on the card. Once the 
results of the malfunction ha'Ve been worked out the card is 
discarded. 

Note that some maIrunction cards have two optional 
malfunctions on them. Eillier malfunction can be played . but 

wos 



MEKANIAKS 

not both - once the card has been played the second alternative 
ma1hmction is given up. This means that sometimes it is wonh 
not playing a card on the chance that an alternative and 
preferable malfunction can be played later on in the tum. 

At the end of the Orb' rum any malfunctKln cards still held by 
the opposing player are discarded. Unlike the repair cards, 
malfunction cards are not retained from rum to tum _ fresh 
ma1hmction cards are dealt at the start of each rum. 

The chart below summarizes the effects of the various repair 
cards - these eCfects are also indicated on the cards 
themselves. 

REPAIR CARD 

SPANNER JOB 

WRENCH JOB 

WELDING JOB 

HAMMER JOB 

SCREWDRIVER JOB 

DRILL JOB 

ORKY KNOW-WOTZ 

BRIBE 

EARTHED 
COPPER STAFF 

• 

MAY BE USED TO REPAIR 

SHOKK ArrACK GUN 

ROBar 

DREADNOUGIIT 

VEHICLE 

ARTILLERY 

SQUIG CATAPULT 

HEAVY WEAPONS 

EQUIPMENT 
(Bioniks, Powerfields, 
Stilckbomz, Cyboar) 

ANY OF THE ABOVE 
MAlFUNcnONS - ie it acts 
just like a combined spanner, 
wrench, welding. hammer and 
drill job. 

TREACHERY and 
ANIMOSITY 

HEAD EXPLOSION 

EXAMPLE 
An Ork Warband faces a Space Marine force. The 
Warband contains three Melwtiaks, so at the swt of the 
game the Ork player lakes three repair cards, one for 
each Mebniak in his army. 1bese must last him for the 
whole game. and he Icnows he must use them wisely. He 
will not be able to cancel out every malfW)Ction that 
happens, and some orky events are beyond his control. 

The Ork p layer's three repair cuds are: 

A~PAIA A~PAIA A~PAIA -- ~- --OJ [[] .:~ . . , 
Oo ___ d, C. ___ d • 

,,"---d. . ~- ~ ~ 

At the start of the Ork player's tum the Space Marine 
player rolls D6 and scores 2. He takes 2 malfunction 
cards from the top of the deck. None of the cards are 
orky events which have to be played immediately. so he 
keeps his hand and the Ork player begins his rum. 

One of the cards the Space Marine player has drawn is 
the Beamer MalfunctKln. M there is no Beamer in the 
Ork army he won' t be able to use this card, but he keeps 
it secret anyway just to keep the Ork player guessing. 

This means he has only one card he might be able to to 
play this tum: a card with two alternatives _ Heavy 
Plasma Gun Malfunction or Vehicle Malfunction. 

The Space Marine player's cards are: 

MALfUIIJIUIOH . __ ..... . _--­'---­_ ...... _-_ .. -_._--=..-::-.::.::-.:.::..::: -"'--' -----::,"";~'!""..:::..~::.:' -_ ..... _------.~-. .. - .. ~--. ----­.... _._--
•••• 

MALfUHUlOH 

The Space Marine player observes the Orks' 
movements carefully, looking for an opportunity to play 
lhe card against an item of Ork equipment. The Ork 
player moves a vehicle, but he decides not to play the 
card yet. When the Ork player announces that he 
intends 10 fire a heavy plasma gun. the Space Marine 
player slaps the card face down on the table and says 
'MALFUNcnON'1 

The Ork player must now decide whether to use up one 
of his valuable repair cards 10 cancel this malfunction. 
Only one of his cards has a screwdriver job on it, and he 
decides to hang on 10 this cud for later in the batlIe. 

As the Ork player decides not to cancel the malfunction 
the heavy plasma gun explodes as described on the 
,oro. 

• 



• 

• 



R£PAIR R£PAIR R£PAIR WUNa<_ 
WEl.DING J OB 5CU.'WDIUVEJlJOB 

[IJ ~~. 
~~, rn 

Concell; mafuIICtion d • Conc:elo maI'unalon d. Canoelo maIfWI<1lon cJ • 
DUADNOUGHT m na, HEAVY WEAPON 

Ca.ta1t malfunc:tion al CatlCdo matw.aion d. Caoccll mafuoaion 01. 
EQUIPMI1NT 5 11OK11: ATTAOt GUN VDUCIL 

QU(Y UOW-WOTZ 

[i] 
CancclIany kind d , ... "'"",.,. 

CaDcek any kind 01 
M.WUNC11ON 

R£PAIR 
WElDING JOB 

''''"' 

I~I 
A bas of teeth cancd. 
F /I!Cboo(,er tteachery 

or arUtnOIiIy 

Cancels. Weirdboy 
overload or .I>ead 
uplo&ioa, whether 

'""'" '" . ... VuDCtion canl or 
tIOn'IWl O¥erbd 

rn 
matuna;.,., d • Canc:dl mafuoaion d. 

VEHICU HEAVY WEAPON 

OIlKY KNow.wan 

[i] 
Cancels Iny kind d 

M.URJNC11ON 

rn 
Caned. maIfWI<1lon of. 

HEAVYWEAPON 

R£PAIR 
WJlENCI JOB 

[IJ 

CaDcdI any kind d 
MALRlNcnoN 

...",m 
COWEa STAFF 

Caocels • \1Ieirdboy 
0'IeIbId or ,bead 
apbioa, ",hethcr 

callao:! by. 
_Junction c:atd Of 

no ..... l~rIoad 

Canedo mdunc:tion d • 
mnCUi 

R£PAIR • DIW.l.JOB 

I"~ I , 
c.nccIo malfunction of 

'QUTI'M>NT 

• 
BailIE 

~ • • -
A bas oIaa:th canceb 
F~rtJelChery 

or lIIinaity 

• 

rn • 
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5CREWDan'U.JOB 

rn 
C*flcdt~d. 

HEAVY WEAPON 

WDDING}OII 

~~. 
~ .. , 

,,~. 

mt"" 

I~~ I 
" ~_d 

' ...... "" 

IT] 
Cano;els malfunalon d. 

HEAVYWEAPON 

malfun,a;onall 
mtKlJ! 

5PANNEAJ08 

[I] 
~1ICdI mdlolMion d a 

aOBOT 

REPAIR 
scuwoanrujOB 

rn 
d. 

HEAVY WEAPON 

~~. 
~ .. , 

d . 
VEIUClJI 

[t] 
CatloCCll malfunction d 

SQUIG CATAP\Il.T 

rn 

WELDlNG j Oll scu:wD1UVU)OB WUNQlJOB 

.~~. 
\:~, rn [I] 

c..noe"~d. Ca..w. maI\IrIaloo a ,. c.ncdI mafunaJoo 01, 

""',u IIEAVY Wl'AJ'ON DIlEADNOUG lrr 

REPAIR REPAIR 
DlUU.j08 wnDlNGJOB SCR£WDtlIVER)OB 

Ef] " 
~~. 

\: .. , rn 
Ct.ncels ma1functloa d Cl.nceIt mafunaion 01. Canceb mafunaion r;I. 

£QlIJI'M ENT mtKlJ! IIEAVYWFAPON 

rn [f] ~~ • ~., 

Canoe. mafunction d,. Cancels malfunction cI C.noels~d. 

IIEAVYWEAi'ON .......".y VEJII<l.E 

~~ . ~., IT] [I] 
CAncels rnalfun(1ion rJ,. Cancels maifun<;llon d,. Canoe. malfunction of. 

VElUOE HEAVY WEAPON ROBOT 

[fJ .~~. 
~ .. , rn 

Cancel. malfunaion 01 Cancels malfutIction d " CAnoeb malfunalon r:i ,. 
.......".y YV"aJ! IlEAVY WEAPON 



A HEAVY IIOLTE R malfunctions 
.... e "" faulty .... mo. &oil a D60 

1-3 Dud bolD fall"" penctmc. 
So..., modifier II 0 IIWoICad of 
-2 from now on. 

Bok cxpIodu In the 
moc.hanlsm. The 1"'11 II 
wm::kcd and IIKm. 

01 
TRACKED VEHICU. .,.,al_ 

funetio .... when the oo.urol I.....,r 
.na~ off. The ""hide cannot be 
balta! DO" Mecred from now on.. II 
conIi ... .,. "" 10 III the _ 'J'IC"d 
and in the......., dira:tioll .. II ..... 
PSILK Wm. 

A W H IlIlUD YEHIC LII m a l_ 
functiont ...... 10 1"Om gears. 

10011. a D60 

EnaJne SfO"IIfil and jams. 
"VdUcle pc.mancruly haD.. 

Vdlick .m..oeci "" aIaw 
speed from now on. 

Vehicle becomet fUfcd at fasI 
spced from no'" on. 

oa 
l""plodea. The vehicle, robot 0. 
mcdcl canylns !he ~rf",ld II 

""~ 

A MISSILE LAUNCHER mal­
functio .... dill!. to' falllry propellanr 
In Ihe. mwlle fired this 111. 11 . It 
Iiz2lca bul II no!. po_rful CfIOUSh 
to popclthe -.thead to lis tatgct. 
The. Millile drop out of end of the. 
launcher and then ClIplodcs. lhc 
operator 10 automatic:&lly hiL Place 
the bul"Sl template ovcr him and 
reaoM the. upao.lon .. nonna1. 

01 
TRACKED VEHICLE .,.,al­

fundio .... whe n the drivc .... hccb 
jI.,., <:alllinS IflCD 10 .hear o ff. 
Vehicle com.,. 10 Immcdiace and 
permanent halt. 

.. 
A YEHKl..I! malfunalor-. .... c "" a 
.uddcn fuel sulJ'C ,.,1\idI .......,. Iho: 

Y'CtUcle to immedwcly accclet:l.le 
10 flul Ipccd. II .emalna al fUl 

apeod hom ".".. on buI N" au! of 
fuel In 06 1Urrw. II ,.,ilI then hall 
pcrmancntly If Mill on the !abIc. 

A CYBOAa ma1Ii1I1C1IoN Whell the 
whccl c:omcto off, causinS II to halt 
immodialcly and pcrm ...... ndy. The 
rider ia thrown from hlo mouN. and 
Is temo.-ed as a casualry. 

01 
T RACKIlD VIIIIIC LE mal_ 

fUllelions bccallle the. enslne 
ove.huts and catches flte. The 
vchicle Immcdlardy halts and all 
e~ abandon !he burninS"IIfr=iL 

A HEAVY WL\PON malfunctio .... 
.... hell the mcchaniam ovcmcalll. 

Pails 10 fin: from now on, 
...... to r."tion of worU>S ,... 
Pin:s thillUm only, then 
~I mcIlJ1 n:nderillfl 
"""f'D'I uxlcaa from now 
~ 

08 
fllel lank lean alld lOll of fuel 
causes the vehicle 10 srind to an 
imJnodiau: and pcrm&ncnl h.oIL 

A KOM BI_WEAPON malfunctio .. 
duc 10 fluioll of parta fUuldllS 
f.om th e oyc.healins of poor 
q.>Lliry alloy.. aoD a D60 

All ba=la jam pcrtrWICrIIly. 

One randomly determlncd 
batrcl pc:rrn.o.ncnlly jamI . 

All b~b t:t:cep; for one 
randomly dctcrmlncd batrcl 
are pcrmancndy jammed.. 

08 
A VDIICLE mallUncdo .. due "" a 
alow leak ill fuel illjectioll pipc. 

This redl.lf:Cll vehlde "" Jk>w ~ 
from".".. on. 

A HE AYY PLASMA GUN mal­
funclio<ls .... c 10 etlClg)' ~ 

Weapon t:t:poIodea .... a. a 2" 
bYr3Il3diua.. Each model 
"IIfiIhin !he ZOne. IUffcra a 
ottcnglh ~ 1\;( with a _I 
armour sa..., modifle •. 

1a""" on """imll fite from 

-~ 

08 
A WHIlELED VEHICLE m.l­
fu~ due to r.uky brak .... The 
vehicle cannot.1ow down DO" ""P 
from ........ on. 

A HEAVY BOLTER malfullcdons 
due. to lheer bad M)rkmlnship. It 
falls apan dlle "" vibrations Whell 
fi rins ilillempled. WeapOII is 
IIsele ... and any re -u.scmhly is 
impouible. 

01 

Vehick haIu permanently. 

Vchidc 10 ....... ocd 10 oIow 
speed from now on. 

• 

• 

_1tI 

• 

• 



• 

• 

.. 

• 

It. WHIiIiUD V£HIClI6 , ... , . 
funaiona when the wtM:cl como 
oft. TIM: --=hIdc: o...:ftU ..... If JOlng 
~ rut..,eed I&K cum, othe ......... it 
Ju$I .... Its Immediately. If It does 
O'I"I:'rI1.I .... CIICh member of ,1;11 =w 
beoorrtel .. cuuaky on .. 06 roll 0( 

1-5. 

08 
It. DREADNOUGIiT malfun<:tioN 
when the OMehin plkM II atunS by 
.. "",nomou. aqulS lu.kln8 In hi' 
comp .. tmcnt. Thill tempora,lIy 
knoeka OUI the pOol for D6 cumo, 
-ina the dlUdnought 10 remain 
halred.nd lnacdve 

poaeued by In unk nown .... rp 
cntil')'. lIolIa D60 
1-' Ally SnoUinp In !he warp 

an: .... praumed e&len by 
!he erUy. The Shok.k Gun 
burpl Md illNng &lide by 
!he Mek.lt II UlCIeu from 

• 

n.: Shokk Atuck Gun 
bulSCl I~ .. the ... arp 
en'"'8)' impriloned wilhin it 
"""pcII - lt If; u.tC1eu from 
nc>9i on. Snotllngs In the 
... arp mly "fMI'8" from an 
oil hole ctc:aled before Ihis 
happened, Q(h"rw!Jc: they 
~,-

A DUADNOUGIIT malfunctions 
becawo: Important retLinl"3~ 
&Ie Iooee . .... a [)6. 

One random ItTlI drops off 
the d~llQUJk. Atmame'" 
and aaadao r""", th. ann 
&Ie penn ...... ndy loa. 

Dreadt><:OJght's leS drvpa off; 
dreadnought falll tlaton III 
f_ and II u.-cleu from now 
~ 

All the dreadnousht's at"'" 
dn;>p off. It J....,..all 
arm.....,,,, and uucks from 
theM: InN !Tom now on. 

An Item of A.TILURY mal_ 
func:Dcna. ao ... D60 

WeJopon r.n. _pat!. cb: 10 
n:c001 ~ and C&tItIOt 

be ~-uacmbled. Wu.pon ill 
~rl'Of1lnowon. 

Wupon diSS tIKI! lnfQ 
ground ud cannal be 
mO'VCd. It can eontinuc 10 

r"" with _Ito h it. 

Weapon mit{ua CIoUllin& 

cuualtilCl aJnO"8 the~. 
but no effect o.pina!he 
tatsct. C..".. mode'- become 
cuualticI on .. Dei _ of 
1-4. Weapon b damaged 
.nduse ..... 

MALfUNCTION 
A ROHOT ",,.llft\Ok. .... U. 06, 

Robot pe~ haiti and 
f..u at ~ model er.ch 
!:Urn from no ... on. 

il ill bc:in& for double ill 
normal tD<>¥c: but doea not 
file Ihis !:Urn. If It c:oUidellt 
halll perm.anc:nlly, If nO(, it 
openuCi normally nat !:Urn 

Robot ha.lts, rums 180'" and 
f..u at the nc::oteSII model. k 
c:onlinuCiIO do thlo cs.ch 
!:Urn unlil it is dCIuoyc:d . 

IIlonllt Ie., th" 1"1 jama and 
immobih". the model for the fa( 

of the same. 

DO<". Surprbe, the model 
suddenly t>eco .... .,. .. Macboy due 
10 Ions tenn dJeaa 01 ~IS Jlands 
i"""""d into his had. 
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It. 'HOlCK ATTACX: GUN mal_ 
function • . The gun .uddenly 
dlu.ppears inlO the: _rp wilh its 
Mel< opeRlOr. ItoU D60 
1., Mckand..a.pon~~ 

IeCnapin. 

Mck "" ... ppeats dxwho: ... 
on the baWcficld Oetcrminc 
dim:tion ofhilno:wloc:.tion 
.... ith dcviaJion template and 
di$pLo.cement of 606". If this 
ill off the tWlc, the Mel< haa 
diAppeared from thc 
bo.llldicld. 

TIM: laC of tho:: Shokk AttIclo. Tam 
.re un.affe<:ted. If SllOll1np are. In 
the warp, they an: Im:tri~ably loa. 

A DIlEADNOUGIIT malfunctions 
due to "'I.y lubric.tion ,)""t"m. 
.... U. 06, 

1-3 Dreadnought's leSS f=:ze in 
~ition. n.: dteadnought 
cannot tD<>¥c: from. now on. 

~ght\ anN kx:.k in 
~itlon. k cannot use any 
of;1I anN 10 do:liver aaacks 
or aim ""'*ponI from now 
on. AmHI><:OJnled """pons 
can only Ii", dim::dy ahead. 

All the . ti kkbom:r. a.rne<! by the 
unit Ill" uxless beause \.he fillet 
11M lcakod ou tofthe casintp. 

01 
BLOOD AXE 1llEACHERY 

A Blood A1« mob who a", not in 
Blood AlIe _rband decide; not lID 
do anythinl durin& this rum out of 
Iheer b.d temper. 



DEfECIlVE COI'PI!a STAFf 

A Weirdboy has • defective copper 
.wr. Uthc WI:Ird>oy illo&ded ~ 
any power poinu immedialely roll .... 
1-4 All powetpoinca d"';n inIo 

the. warp. The _ hdboy 
COUntl as permanendy 
earthed for the re:at of the 
","0 

One nandomly determined 
m1nder suffers a held 
expiolion and ia remo~ &5 

SCUllalty. 

lhls card cannot be cancelled - not 
even by • o..y IC_ \Voa" or an 
&.nbetl CcppwSUffard.. 

MALfUNCTION 
A T RACII:£ D VEHICU md­
funClioos wilen It slurs I InCk. .on .... 

Vehicle goes around in 
cildes of 6" ~iua from no ... 
OIL RolIl'ord~ 1·3 
righ~ -4-6 left. It can .. ill slow 
down or speed up. 

Vehicle perm,.,...,.,tty hUed 

OR 
A SQU'lG CA.TAPULT malfunctions 
beca\l5e the squiB pots h .. "'" been 
n ored near 10 fume. from 
fcnncnting fungus ...me. AU squ ig 
ammunition is dud from no .... on 
:and CWlpull hQ no effOCL 

An ENCLOSIiD VEIIICLE ma l_ 
funaioM .... he n Ihe Interior fills 
.... ilh nOlliOUf fumes forc:lng the 
vehicle 10 .... ]1 .... hlle CI'C .... thro .... 
open tho: hw:hcs and gasp for a.ir. 
n.e "",hlcIc :and Ctc'N ..... Incapable 
of doing ..,,)'lhinglbr 06 ILl ..... until 
the fume. clear. 

oa 
FREEBOOTER. 1'REA<lIERY 
A frcebootcr mob will not shoot or 
rn<I'Ve for this tu m only, whne they 
p-.usc to cor-.Ider .... hether they ate 
bc lng paid enouSh. This eve nl 
do.,. nO( .. rrea P..,ebooters .... ho 

D.EF£CTJVE COPP£I: STAFf 

A 1I\:1rdboy ".. • defective copper 
staff which contains u.ce e lcmcnlS 
of _rpsIQne. If the weirdboy is 
loaded with any po"'"r p oints 
immoc:liatcly IOU • 06, 

1·3 D6 chanting Orb su ffc:r 
head ezplOAio ... and 
become: casualties. If 1>0<'" 

ane mUlling ~gard this 

-" 
'The Weirdboy ..,rw, ... . hea.d 
explolion and is r=lO~ as 
acuualry. 

1lIia card cannOil be c:anc:dled _ not 

"""n by an Or'>' K_ \Voa" or an 
&.rNd CoJ1I- SUlffcard. 

MALfUNCTION 
.... ONGOlAN[" 

Some of the Orb are doing the 
.... rong Chanl. Thil creates .. 
danserou. eoUnte r-<:Url'Cnl in Ihe 
flo .... of""*'"P energy.ltolI a D60 

1-' All ehanting '- counrt.:. -
productive _ the 'Wcirdboy 
cannot accumu]ate any 
power poinlS from no .... on 
:and counts as pennl ncndy 

""""" n.e Wc:lrdboy ... ffien a head 
caplcsion and is slain 

Thia cud c:annCC be cancclled _ not 

e"",n by an 0r!1ry X...,... lVott or .." 
&rUud~$U.ffCMd.. 

A VEHKl..E with a 1UU£T mal-
func:r:ions .... hen the b.lrn:t jams. To 
determine .... hat facing it jams in 
rolla D60 

Rear of vchklc. 

Pront of vehicle . 

90" right of vehicle's front. 

90" left of vehkle's front. 

OR 

A Pl'Cebooter mob shoaLS I I the 
ne&reM other Freebooter mob on 
the battlcfield in this b.lm only. 

MALfUNCTION 
A ROBOTS head Clplodcs and its 
body immedJatety SUN moving 
around In a 6" radlus circle _ On • 
D6 roll of 1-3 It goes righ~ +6 to 
!he Idt. It contlOl,M';S to do thill for 
the feU ofrhe game. until it ooUides 
Or is deatroyed It will fire II the 
nearo:M model each 1Um. 

OR 
BLOOD AXE TREAOIERY 

A Blood Axe mob ... fuse to fire on 
any enemy Impc:tbl UOOpA for this 
turn only. Doubtless they "'c.., 
bribed by Imperial .ge nu (but 
We re 100 stupid 10 double croo.s 
them ml., proP"" Orkxs). 

MALfUNCTION 
WRONGOIANT 

Some of Ihe chanllng Ork5 are 
doing the .... rong chant. This 
Cl'Catca dangerous oounter-cum:nt 
In tho: flowofwarpenc'8)'. 

n.e weirdboy's oopper..rf melts. 
He can no longer be earthed. He 
wiU automatlcally accumulate 206 
po"""" points each :and o:vcry b.lm 
from no .... on. TlIcsc come from the 
peychicenc'8)' uoond him and .... 
additional to Iny coming from 
chanting. 

Thia eani c:anncc be cancclled - not 
even by an 0r!1ry Xnow IVoa or an 
&'llbM ecpp.r $U.ffcard. 

A HEAVY WEAPON malfunctio .... 
due to po .... er cell leakage, The 
mechan ism is corroded and the 
weapon fails to rltC from now on. 

OR 
A VEHICLE malfunaions due to 
faulty steering, The needng 
permanently jams causing the 
vehlc;k: \0 go around in clrdes of 6· 
radius from no .... on. Roll for 
dil'CCtion: ]-3 "",hicIc goes to righ~ 
.-6 to le fl. The ve hicle can still 
.10 .... do""" or . peed up as normal 

• 

• 

• 

• 
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• 

• 

• 

A HEAVY 'WEAJ'ON' lIIIltUoctlo,.. 
ckle 10 _ overheatins. 

1Io8.D6t 

1-3 MoYIr-. pr.ttt welded 
IOFthet by hW, """pon .. .....,.. 
Wupon ran. to f~ this rum 
as It eooII do-wn. Can fire as 
I'IOnIUIl next \Urn. 

01 
CATAPULT bl,lc.ltles 

under the aua ln of 0""'-1".loUl 
wlndln, and 1.1 rcndero:d uselesl 
r""", now on. 

A HfAVY WEAPON malfunctio .. 
due 10 faulty mechanism. .. on D6. 
1-.4 Jama permanently. 

Pi~ Ihia rum then juno 

"...,..,.",. 

01 
II DaEADNOOGHT malfunctioN 
when the control .ystem gou 
ha'f""in: • the Palnboy mUSI have 
got hi ... I,u e,oued .. hen he 
serviced the pilot. The drud· 
nought _ndc .. n.ndomly for its 
l'ua mow: diIUncc: each IlIm ftom 
noW on. Dctammc dircaion uaing 
a 012. 

U>nc IUtIi:.s I.llft:np" bit,,...;th. 
·1 armou, .. ..., modifier. 

01 
A VEJIIO,E mrJfunctiof\$ due (0 
faulty . lee,lng. The "ee,lng 
pe,manently jam. causi ng the 
vehicle 10 SO around in circlca of 6" 
,adiua from no .. on. Roll for 
dircctlon: 1-' vehicle goes 10 the 
righl, of.6 IeJl The vehicle can ltill 
slow down o, .po::d up Il$ nonn.aL 

II H£A.VY WEAPON malfunctioN 
due 10 po~r cell leaiuoge. The 
mcc .... nlam Ia ",rTQdcd and the 
_pon falls 10 r~ !'rom now on. 

01 
A VEHICU malfunctions due to 
fuellcab.ge. As k leaks oul, the hot 
enslnc Isnhea the fuel and the 
vehicle II deMroyed by • massive 
""plo.ron. Slrcn,th " hiLI .rc 
suffeta:l by aD the cn: .... Survfvoft 
~huried rc£arofthe~ 

An AUI'O-CANNON malfunctiorw 
due 10 f.ulry ammo Jced. lion D60 

I., Wupon jams and (ailllO fire 
at a.U from now on. 

Fi res th i' tllrn then jama 

"''''''''''y. 
oa 

A PQWUflEW Implodes. This 
docs no{ harm the u""r of the fidd, 
but he is left looking very t.attered, 
bbGltencd, .tCOfChed, smoking and 
feeling very emburuocd. and aony 
fo, h lm.elf. The po .. erfield i. 

A IlEAVY ,mBBER m.lfunaio ... 
due 10 fwlt)' ammo. Roll .. 06. 

I·' Jams permanently 

'" Fi", with ·110 hit modifoet 

"""'-~ 
01 

A ROBOT mall'unctiof\$ due 10 a 
w.lry rd>o-motor. KGB 060 

Robot IUddcnly n:vcrscs for 
Its I'uU mo"",menl this IlIm 

,,",y. 

Robot haltll permanently . 

ILobot soca f .... ,. Add .:z 10 
Its mu moYCmCnt 
allowance. from !'lOW on. 

A HEA.VY WEAPON malfunctio .. 
ell .. 10 ..."., p&nL 

.. UD60 

Pailo to Il~ fn>m now on. 

AI. . 1_la13th from now on. 

Fila this CUrn then jams 
pe"nanc:ntly. 

01 
A WHEELED VEHICLE /fIal. 
funaiorw; due 10 fioel-"ow. The. 
engine bulSCS Into llame. All <:Ie'" 
abandon vehide ImmcdialC,ly . 
Model. wh ich do nol bale 01,11 
be<;omc cuuaJtle.f. Vehicle halts 
;mm~lely and II deatro"w. 

A BEAMY mall'unalons due 10 a 
a dckalvc beam focussing cryaal 
11 suddenly and Inczpliably <In ..... 
inf .. ...ed Iight .. )'5 directly from the 
."'. ~g. power"'8" which 
overlo.d.. the po .... er pulL The 
n:sult Is. minla.DJn: thermonuclear 
relICtion. The .....,.pon .. operau>t Is 
immcdiatdy vaporised, as an: any 
modeLl .... Ithin a ,. l"Idiua ala. of 
him. T hey become euu.ltiu. 
There 'n: no to hit, to ..round or 
sa"';ngth_ 

Any modeb within. 6' .. diua or 

the opuaiOI', but "'" wilhin the ' " 
iIvlc, lOne, an: lao>potatIly blinded 
for the temalndc, of this CUm only. 

A MISSILE LAUNCIIER m.l · 
func;lions due 10 foully .... uh:ad. 

w.mc.d ran. 10 explode. ....... 0_ 
pn:muun:ly in the air,..;th 
~.-

Watbead explodes with · 1 .-.... 
08 

An Item of "RTILLERY mal · 
functionl . It firu normally thb 
Ill .... but the ...,.pon Ia jolted from 
ilS mounting. rendering it uaeleu 

--~ 

• 



MADBOYZ MCX>D 
CHANGE 

A Madboy mob ellpe.ieneea a 
sudden mood change due 10 

swigging fungus wine from their 

DIOMood 

I'ratUik 6 Moronik 

""""'" 7 Ddiriak 

Phobiak 8 

Manik , B"""'~ 

SkilZO " """"'~ 

PHOBIAK MADBOYZ 
M"dboy mob ellperieneea " 

$Udden mood change ,,,,"rked off 
by the "'vinS' of a M_dboy with a 
Phobiak mania.. 

The enlire mob is seized by a 
Phobiak mood. Roll for Iheir 
behaviour (see Madboyz rules). If 
the mob ate a1f'Udy Ptmbiak roll 
for ne"" behaviour anyw:a.y. If you 
.011 the SlIme as their currenl 
beha"iou r, roU asain . 

• 

MORONlK MAD80YZ 
A Madboy mob cllperienee.s a 
5U<lden mood change sparked off 
by the ra"';nS' of a Madboy with " 
Moronik mania.. 

bcha...;ou. (s.ee MadI:>oyz rules). If 
the mob are already Moronik roll 
for ne"" behaviour anyw:a.y. If you 
roll the same as Iheir eurrenl 
bel\llviour, roll again. 
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FRANTIK MADBOYZ 
A Madboy mob experieneea a 
~<lden mood change spAtked off 
by the ravmS' of a Madboy with a 
FlVltik mania. 

The entire mob is seized by _ 
Frantik mood. Roll for their 
bel\llviOl.l ' (5« MadI:>oy;: rules). If 
the mob ~ already Franlik roU for 
ne"" behaviour. If you roU the same 
as Iheir current behaviour, roll 
again. 

MANIK MADBOYZ 
A Madboy mob eaperiences a 
$Udden mood change sparked off 
by the ra"inS' of " Madboy with " 
Manik mania. 

The enlire mob is seind by a 
Manik mood. Roll for Iheir 
behaviour (see Madboyz rules). If 
the mob ~ al",ady Manik roJi for 
new behav;our anyw:a.y. If)'Ou roU 
the 5ame .. their QI...,m bel\llviour 
roU again. 

DEURlAK MAD80YZ 
A Madboy mob eaperieneea a 
...,dden mood change sparked off 
by the ravinS' of a Madboy ...,;th a 
Deliriak mania. 

The entire mob is seized by a 
Del;riak mood. Roll for their 
beha"';o ... r (s.ee Madboy;: roles). If 
the mob are alf'Udy Deliriak; roll 
fot new behaviour anyw:a.y. If you 
roll Ihe same as their current 
behaviou., roll again. 

PARANOID MADBOYZ 
A M_dboy mob cxperienef;$ a 
~dden mood change spAtked off 
by the ravings of a Madboy with a 
Paranoid mania.. 

The enli re mob i.5 seized by _ 
Paranoid mood. Roll for Iheir 
behaviour (see MadI:>o}'1: rulea). If 
the mob ate aIreidy hn-ooid, roU 
for ne"" behaviour anyw:a.y. If you 
.oll the same as their cuttent 

SKITZO MAD80YZ 
A Madboy mob eaperieneea a 
$Udden mood change sparked off 
by the ravinS' of" Madboy with a 
SkiIzo mania.. 

The enli.e mob is seized by " 
Skitzo mood. Roll for their 
beh2viour (5« Madboy;: rules). If 
the mob ate aln::ady Ski~o roU fot 
ne"" behaviour anyway. If you roU 
the same .. their QI...,m beh2viour 

A Madboy mob ellper;ence.s a 
...,<lden mood change sparked off 
by the ravings of a Madboy with a 
Melankolik mania.. 

The entire mob is seized by a 
Melankolik mood. Roll for Iheir 
behaviour (see MadI:>oyz rules). If 
Ihe mob are already Mclankolik 
roll for nc"" behaviour anyway. If 
you roll the .same .. thcir currenl 
beh2viour, roll.gain. 

• 

--

• 

• 
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BLOODUlST MAD80YZ 
A I'hdboy mob experience. .. 
sudden mood c.h.,,~ .sp&Cked off 
by the ,.vlnp of .. M..n.oy with .. 
l\Ioodlua( nwUa. 

The encl.c mob Is s";~ed by .. 
Bloodlull mood. Roll for thel. 
behaviour (5c:e Mlodboyz rules). If 
the mob are a)f'eKly In .. SlAte of 
81ood]1I-', 1"011 for new behaviour 
anyw.y. If you roll the same all 

their OJn"enil behf,v;our, .011 .pin. 

LOOTING 
DEATHSKUUS 

One Death Skulls boyzmob 
suddenly dedcIea 110 disperse and 
• 1*.1 loollnl tile battlefield. It', 
"""'Y 0Iit for hirnxlf u the boyz 
disregard unll call"...,,,,,)' . "ach 
modeIlnO'>'InS .. ndomly. 

They do not bother 10 shoot or 
!lght unlcss enemy models shoot at 
them or engage them ;n clolc 
combat. They continue to behave 
like this fOrlhc reM oflhe game. 
1f the", it ;. _ than one Death 
SkuU. mob In the ..... b.nd 
ri'ndomly dcll:nn;,., whKh mob is 
ill_ 

GOFF BATnERAGE 
The Goffllnlt oeate5.t to the en"",), 
Is auddenly oyerwhelmcd by the 
excitement of conquest. The unit 
'gnores psychology for the rest of 
the same and canno! be rovtcd. 
H~r, the unil m~ continue 10 
move toward. the enemy .... hen it 
an and muse chars" the enemy 
whene"'l" It P"""'b/y can. 

LOOTING 
DEATH SKUllS 

One Death SkullJ boyzmob 
suddenly dccidaI 10 dillperK .nd 
slllft lootlnl the battlefield. It'. 
e~ry on. for hi/JIKlf .. the boyz 
d;neg.rd unIt <;ohe,en<;y, u<;h 
mode! moving .. ndomly. 

They do not bother (0 .hoot Or 
fight unleu enemy mode ... hoot '" 
them or eng.ge them in elo.e 
combaL 'They ",N./nue lID behave 
like !hill for the roI. of the pme. 

Skull. mob In the warband 
randomly determine which mob ill 
affe~d. 

SNAKE-BITE 
WAAARGH DANCE 

One Snake-Bile boyunob tuddenIy 
do:cidoe.o 10 perform the andent and 
sacred 'Waaatgh Dance' . 

1'hey rem.in where they .re and 
do not mo~ shoot or fight while 
they perform the dance which IasI:s 
for 06 tu ...... 

If a ~Itdboy .. within 24· of the 
dance he immediately gainl 506 
power polnlll. If the mob are 
<;ha'8ed by enemy models while 
doing the dance they fight b.ck in 
a swc of ftelqY. 

If lhcte " II rnon: !han one Snake· 
Bite mob in the ... arband randomly 
determine which mob is affo:cced. 

srORMBQYZ 
BATILEPIAN 

The OrillbOlos of • Storrnboyz Ir.~ 
h ... eome up with ;I; cunnIng 
Inttlepl.n to oulflanlr. the enemy. 
'The Unil ITIOVe towards the IlCIlteS( 

UIbIe e. untn it 1ea'i'CS the UIbIe 
altogether. 11M: unk ""'PP""'" on 
the enemy'. bue~ne at. the stan of 
any following on. rum on the D6 
roJlofa6. 

The banlcplan may not neoesu.rily 
be I good idea at. the time. bUI the 
opportunity to prove his military 
cunning i. jut! tOO g.eU • 
tempttilon for the Drill><:>55! 
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SNAKE·BITE 
WAAARGH DANCE 

One Snake.Biu: boyzmob suddenly 
deddes 10 perform me andenl and 
....::red 'Waaa.t&h o..r.o.:'. 
They remain where they .,., and 
do not mo~ shoo! 0' fight while 
they perform the dance which Iasl:f 
fo, D6ru ...... 
If a ~irdboy ill within 24· of the 
dance he immedIately pi.,. 506 
powe, poinlll . U the mob a,e 
<;ha'8ed by enemy models while 
doing the dance they fip t-ck in 
a..we.oIfre~y. 

If thete II II '1101" IIv.n one Snake­
Bite mob In the wart.nd randomly 
delenTline which mob it a/fOOIed. 

GOFF BATnERAGE 
The Coffunlt ~ 10 the enemy 
it suddenly o~ ...... helmed by Ihe 
UQlement of o;onquesL The unit 
igno .... ~yc:hololY for the teal of 
the pme and e.nnol be routed. 
However, !he unll mUlta>nlinue 10 
mO~ towaro. !he enemy ... hen II 
un and must ehl'Se the enemy 
whenever il possibly can. 

srORMBOYZ CUNNIN' 
AMBUSH 

the enemy. The ko,p" move 
towards the neare" cove' and 
hid .... they will nol move. from 
COVe' for Ihe ,eal of (he same 
un"'" I Sto,mboyz Blulepw. is 
,..~ 

Should other puz:dod Ori<s enqu~ 
what the Stormboyz ate doing they 
will be told to -Zog orr - yet iz 
givin' a"",y our pef1ishun!· 

Perm, .. i"" 10 p/l0l0C0py f« ~ Il1O. 



REINFORCEMENTS 
A "'anderinll mob of 6t 06 
Cn:IclIin e'lII'epn:l'OC\I~ atmed...;m 
blunderbu_s arr[vea on the 
balllefieki .nd comu under the 
command of tho: on.. pia}'!' .. 

Anywhe:e on Ork table 
<"",. 
Anywhe:e on Ork pllyo:r's 
Ichtablee. 
Anywhere on Ortr. pllyo:r'. 
rishl table edee. 
Anywhere on opponent .. -. 

HEADBANG 
A diawrbalH% in tho: wup sends a 
lu.ge of psychic cnergy Into. 
Weirdboy 1.0 that hi' he.d 

~--
AND 

CHANTING ORKS 
Due to the intensified ... arp lion D6 
chanting Orks Immediately suffer 
head e.plostons and bceome 
asualtics. If no Orb &Ie chanting 
disregard thio dTca. 

• 

MADBOYZ MOOD 
CHANGE 

A Madboy mob caperlcnees .. 
sudden mood change dl,le 10 

intcnse psychic dlaturb.ncc over 
the bulIcfield. 

Roll 010 for "" ... mood: 

010 Mood DI0Mood 

1 Frantik , Motonik 

'"""'. , Deliriak 

Phoblak • 
Manlk , ."""'~ 
Skitzo " ."""'~ 

WEIRDBOYZ 
The ..... p flu. hu suddcnly 
In!ensifled over the b.tdcf",kI. 10 
power points .re added to the 
current .cc:umulatlon of every 
Wcircboy. Check Immedi.tely for -..... 

AND 
CHANTING ORKS 

Due lID the lnI,.....flCd wup lion D6 
cht.ntinll Orks lmmediltely suffer 
he.d ~plo.lo .... nd become 
c:uualticl. If no Orb &Ie chanting 
dia""ptd Ih. e/fe<:I. 

GRRY EUENTS 
MADBOYZ MOOD 

CHANGE 
A Madboy mob e.pcrlenc"" 
sudden onood dian., due 10 ...unll 
venomowlq\ll8' fot brukf ...... 

RoU DIO forne ... mood: 

010 Mood 

Frt.nt:ik , Motonik 

Paranoid , Deliriak 

'''''''' ... • 
Maruk , """""'" "'= " .""""" 

MAD80YZ MOOD 
CHANGE 

Madboy mob eape.ienccs a 
sudden mood ch.nse due to 
nibbling dried fungul 
earlier in the t.nIe. 

RoU DIO forne ... mood: 

010 Mood 

Frantilr. , Motonilr. 

'"""'. , Deliriak 

Phobiak • 
Manik , 

."""'~ 
Slr.ia:o " ."""'~ 

Penniujon LO phOlocopy for pcuon.o.I 11M. 

SPEED <XJLTlST 
Thil c.rd .rfecu one vehicle 
bclonsinlllQ • .lpCed c:u1ti5t - the 
dri""r bccomu ",-..ned ..... y by 
the uclrc.rnc:nt .00. II Inca~1e of 
,Io ... ing down Or atopplng unless 
he makes • suoccaful lUI .plNl 
his ...rnpowcr. 

The Orlr. player m.y .dd or 
subtrsa 1 f""", any Ortr. dice rolls. 

All po ... er poin ... held ... ithin 
Weirdbo)": are automatically 
doubled 

All Madbo)": mob. nperience a 
mood change to Bloodlust mood. 
Roll for for Iheir new- behaviour . 

AU ""hides driw:n by .peed cultil<$ 
Immedialely accelcratc to fur .-AU Orb wilhin chalae reach of tho: 
e""my at the $lAtI of tho:ir wm"';l1 
chaf8'" tho:m. 

MADBOYZ MOOD 
CHANGE 

Por no apparent reason. a Madboy 
mob CIperiencca a sudden mood 
<~ 

Roll DIO for their "" ... mood: 

DI0Mood DIOloiood 

Frantik , Motonik 

Pannoid , Deliriak 

Phoblak • 
Manik , 

.-~ 
Skitzo 10 B"""'~ 

• 

-. 

• 
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Fantasy Miniatures is the 
book of the 1990 Golden 
Demon Awards, the world's 
premier miniature painting 
and modelling competition. 

This hardback book is 
crammed with superb 
photographs of the very 
best of the 1990 Golden 
Demon entries and the 

latest work 
from Games 
Workshop's 
'Eavy Metal 
Team. 

~o) :X~\~;J 
\Y u iI:(. tlSl7 
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SHOKK 
ATTACK GUN 

he Ork Sholl AtlaCk Gun must be one of 
the most bizarre weapons the Mekboyz 
have ever invenled. 

In appearance, the Shokk Attack Gun is a 
large, heavy piece of machinery with 
huge spinning blade5 at the front and 
numerous whirring, grinding cogs and 
chains sticking out from the casing. 

When used the gun shakes and rattles in an aluming fashion, 
its cogs whirr furiously and oily smoke pours from inside 
while the Mekboy operator hangs on as tight as he can. 

The Sholl Attack Gun is one of the many Ork inventiort5 
which usefully combines force field and teleponer 
technology. The exact origins of these techniques are 
uncertllin, but they were probably invented long ago by the 
now extinct Brain Boyt.. Once Orks understand the basic 
principles of a technology they fmd it relatively easy to 
prod...:e all kinds of weapons and other associated devices. 
Other ra.ces also use similar technology to a certain extent, 
but their fragile netVOWI systems and feeble bodies are unable 
to withstand the stresses generated by these powerful 
machines. Even with heavy shielding and complex 
suppressing systems, a human or Eldar can only withstand 
low levels of exposure. However Orb are remarkably 
resilient creatures who feel very little pain and whose p::!wers 
of recuperation are quite phenomenal. They can walk safely 
into and oul of telepoT1er beams which would tear the 
nervous system of a human uno shreds. 

Ork civilisation is highly dependent on force field and 
teleporter technology, wilhout which they would not be able 

to travel through space. The hulls of their space hulks are 
leaky, and the Orks retain a breathable atmosphere on the 
ship by use of massive force fields. 

The Shokk Attack Gun projeclS a force field tw1nel through a 
small portion of the warp - the entrance to !his tunnel opens 
up in front of the gun and the exit point is aeated wherever 
the operator direclS his aim. Both the entrance and exit look 
like small spinning black holes in the air. The two holes are 
connected by a tUlVlel through warp space. and it is possible 
for living creatures to travel down the tunnel fTom the 
entrance hole and leave it at the exit point. 

The tw1nel is maintained by a force field, so the warp cannot 
leak out, and the warp creatures are prevented from entering 
the tunnel or escaping into the real world ilSelf. Curious warp 
creature:;; are attracted by the resonance of the force field, and 
cluster about the tunnel, trying get at anyone foolish enough 
to be travelling through it. As the force field walls are quite 
effective, the creatures are not usually able to penetrate them, 
and have to resort to intimidation: staging mock attacks, 
pulling horrifK: f.::es and making obscene gestures. 

It is not unknown for the field to fail result ing in the 
unpleasant death of lOOse inside as the tunnel collapses and 
the warp TUShes in. Orks are not exactly afraid of daemons (at 
least they wouldn't admit to it) but find them disgusting, 
repellent and dermitely un-orky in the nastiest possible way. 
No Ork in his right mind would go into a Sholl Attack Gun 
tunnel - and even Madboyz instinctively avoid them. 
Gretchin, being brighter and more interested in their personal 
safety than Orb, are even less likely to entertain the notion. 
This only leaves Soollings who have only an animal level of 
intelligence and aren't frightened of anything until Lbcy are 
exposed to it - by which time it is far too late. 

SNOTLING ATTACKI 
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The purpose of the Shokk Altack Gun is to project a number 
of Snotlings Lbrough lhe warp to land right on top of the 
enemy. By the time the Sootiings reach the tunnel's eJtit hole 
dley are so frenzied with tenor that they shoot out like a pack 
of frightened wild<au, scratl::hing, biting, and clawing at 
everything around them. They are often so petrified that they 
go white and begin to defcca.te uncontrollably. The effect of 
this sudden rain of maddened Snotlings on the foe is 
devastating, especially if the Shokk Attack Gun operator 
manages to aim the exit hole inside a vehicle or into the tiny 
crew compartment of. Dreadnought or a Temtinator suil 

Sootiings have no natural inclination to jump into small dark ., 
holes, so before they can be used in Lbe Snotling Sholl 
Attack Teams they have 10 be specially trained to overcome 
their nalural timidity. This is acoomplished by those. masters 
of Snotiing rraining techniques lhe Runtherdz. 
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RWltherdz take great pride in their small charges lind go 10 
great lenglhs 10 breed them for good colour, markings and 
desirable character traits. A good Runt strain will be carefully 
developed and jealously guarded by the Runlha-d. 

Only the most aggre5sive and pushy Snollings can be used 
for the Sholck Attack Teams, but before !hey are ready for 
battle they have to be painstakingly trained. Initially. the 
young Snoiling pups are e:ncou:rascd to jump through hoops 
and rewarded with juicy morsels of fungus and squig for 
showing the right kind of enthusiasm, obedience and 
recklessness. This training continues untillhe Snollings show 
a tendency to jump inlo anything round and tunnel-like. such 
as barrels, holes in the ground, drainpipes. chimneys (evCl 
the drops) as an instinctive reaction. 

As the Snollings grow older and more obedient they are 
encouraged 10 jump into animal burrows and run along them 
until they come Ollt on !he surface. The burrows are specially 
seeded with tasty wild squigs and fat insects, and there are 
usually some other tidbits waiting for the fltSl ones out at the 
other end. As I result of these techniques. the Snotlings learn 
to assoc:iate round. dark tunnels with food, and think the 
training is greal fun. 

This process continues until the Snotlings have lost their fear 
of leaping into darlr: boles, and even grow 10 look forward 10 

and enjoy the experience. Some RWltherdz use special herd 
squigs to chase the Snotlings along the bUfTOw (the same 
squigs they use to round up the berdz by snapping at the 
runtz). By this time the Snollings are willing to jump into 
tunnels simply to impress the Runtherd, whom they trust 
implicillyand look up to as a sort of 'big brother' who looks 
after them. 1ne Snollings are kept blissfully unaware or the 
true purpose or their training. having to leap into a warp 
tunnel far worse than any kind of anima] burrow (and there's 
no WI)' squig or toadstool al the olh« end either). 

When a battle begins the Runtherdz marshal their trained 
Sholl Attack Teams inlO JXlSition behind the Mekboys and 
their Shott Attack Guns. They must be careful oot 10 leI Ihe 
Snollings get too excited as they'll tire Ihemselves OUl before 
the atLl.d. The Runlherd 's herd squigs help keep Ihe 
Snotlings in check, and will retrieve any individuals who 
impulsively jump down animal burrows, shell holes or inlo 
the barrels of large calibre Ork Artillery guns. 

As the time of the attack aWOlChes the Runtherd begins to 
energetically stamp his feet and make loud 'whoop whoop' 
calls 10 work. the SnoLlings into such a state of anticipation 
and aggression that they will fling themselves inlo the mouth 
of the warp tunnel without hesitation (lhough they rmd OUI 
their mistake immediately aflerwardsl). Soon the excited 
S!"oLlings are straining to be lei loose like enthusiastic dogs, 
and have to be hekl back by the Runtherd with the help of his 
herd squigs 

While the Runtherd is enthusing his Snollings the Mekboy 
rues up lhe main photon-boiler and eases the trigger on the 
Sholck Attack Gun. As the mechanisms engage, flywheels 
and drive belts start 10 feed power through to the tunnel force 
field generator, and Ihe Shott Au.ack. Gun begins to kick and 
judder. It is very hard to aim a Sholl Attack Gun because 
even the strongest Orks can hardly hokl it still. 

As soon as the warp tunnel is opened the SnoLlings start to 
pant and yelp excitedly, When the Runtherd is unable to 
restrain them any longer he releases them and shouts GO! 
GO! GOI as loudly as he can 10 make himself heard over the 
clanking. grinding noise from the Shokk Au.ack Gun. Free al 
lut the Snollings dive head first into the warp full of 

SHOKK AlTACK GUN 

Making 8 Shokk Attack Gun Template 
Wore you can use a Shokk Attack Gun you will have 
to make two special Shoe" Attack templates - an 
entrance hole template and an exit hole template. 

Both templates are circu1ar and can be carefully cut 
from suilable card and painted or otherwise colOllled 
in black. The entrance template can be any size (its 
size doesn't affect the numben of Soollings that can 
use it) but we suggesl a small I ~ radius circle. Of 
course, you can ule any of the 1 M radius effect 
templates provided in the Warhammer 40,000 book if 
you like. 

1be exit hole is a r radius circular template. This may 
also be one of the uandard templates from the 
Warhammer 40,000 book if you don't wish to make a 
new one. Make sure you have at least one or each size 
template before your game begins. 

enthusiasm and confidence, their shrill voices squealing and 
echoing down the tunnel, increasing in pitch as they go 
fwther along until they become a distanttcrriried gibber. 

Instead of the familiar dark anima] bunow, the poor Snollings 
find Ihemselves scurrying along a seemingly transparent 
tunnel through the horrific landscape of the warp with 
daemons and other unspeakable terrors leering and pawing at 
them from the other side of the tunnel wall. Soon they are 
running IS fasllS !hey can towards the exit in terror for their 
lives, and emerge at their destination in a state of 
uncontrollable hysteria. The SooLlings are terrified by Iheir 
experience - some tum white with fear, and others lose 
control of their bodily functions. A few are reduced to a state 
of passive catatonia or gibbering lunacy, but most become 
irrational and savage and will claw and bite at everything in 
""'h. 

In this state the SnoLlings will shred any unfortunate enemy 
they encounter. If they emerge inside a vehicle, lhe havoc 
caused by their demented rampage around the cornmed crew 
space will inflict untold damage. Similarly an enemy who 
suddenly finds himself sharing his Terminator annour with a 
panic-ridden enmaddened Snolling will be thoroughly 
disconcerted by the experience. 

THE SHORR ATTAtR GUN IN BATTLE 
The Shokk Attack Gun is carried by a Mekboy model 
accompanied by I Runtherd and a herd of Snollings 
consisting of several bases or SnoLling models. The Runtherd, 
Mekboy and Snolling herd fonn a single unit and norma] 
coherency rules apply - models must be arranged in an 
interlinking line or mass with gaps of no more than 2M 
between. The Snollings wil l only jump into Ihe warp tunnel 
entrance if the Runtherd is close by, so Ihe Runtherd and at 
least I Snotling base must be within r of the gun when 
Soollings are to enter the tunnel. 

The Shokk Attack. Gun can only be fired if the opera lor 
remains stationary during Ihe tum (the Runtherd and 
Snollings are allowed 10 move into position IS required). 
During the shooting phase the operator can shoot the first 
blast, which opens up the tunnel entrance. Place a runnel 
enuance template immediately in fronl of the rmt awaiting 



SHOKK ArrACK GUN 

Snotling base (notc Ibll the template does nol need to be 
direcdy in front of the gun and might in ract be slightly 
behind the operator). As soon as the tunnel opens the 
Snolling base immediately rushes through. at this point 
remove it from the tabletop. The player may now allow any 
number of additional Snolling bases inlD the tunnel - there is 
no limit to the nwnber that can enter and the entire herd c .... 
leap inside if you wanL If severa1 bases are allowed into the 
runnel some will have to move quite. long way before they 
reach Ihe ent:rance - lheit burst of speed may be ueribed to 
their unfettered enthusiasm to reach the inviting dark hole. 

Once the player has allowed as many Snotlings as he wants 
into the runnel he may elecl to either immediately open the 
exit runnel or he eln wait for another tum before opening it 
and releasing the Soodings inside. Should the player decide 
to delay opening the tunnel exit the Mekboy must remain 
stationuy until he opens the tunnel uit. tr the MeI,boy 
moves or if the model is removed then the tunnel collapsu 
and the Snotlings inside are gobbled up by the fearsome wlIJp 
daemons. 

A tunnel exit may be opened either IS soon as the entrance 
appears or during the shooting phase of a subsequent tum. 
When the gun is fired a second time, the tunnel breaks 
through into the real universe creating an exit hole and 
releasing the SooUings inside. To position the exit hole take a 
tunnel exit template and place it directly ' over the intended 
target. Shokk Attack Guns have an unlimited tabletop range, 
but the exit hole must be aimed at a point that the operator 
can see and which lies within the nonnal 90'" arc for weapon 
flTC. Once the template has been positioned the Ork player 
rolls a D6 and refers to the Exit Hole Chart to detennine the 
shot's ac.c:uracy. 

EXIT HOLE CHART 
D6 Result 

UDdersbot by 306". 
Roll 3D6 and IfIove the template directly back 
towards the ShoU Attack Gun by the number 
of inches indicated.. 

2 Ovenhot by 306", 
Roll 306 and move the template directly away 
from the Shock Attack Gun by the indicaled 
number of inches. Note that this may like the 
template beyond the sight and firing arc of the 
operator - such is the unpredictable nature of 
anythilll to do with the warp. 

3 Un3D6", 
Roll 306" and move the template directly to 
the left of the target by the number of inches 
indiclJed. As with overshots this may take the 
templl1e beyond the sight of the operator. 

4 RlgbI3D6", 
Roll 306- and move the template directly to 
the right of the target by the number of inches 
indicated. ~ with overshots this may lake the 
template beyond the sight of the operator. 

5-6 8ang on Tarpl! 
Tbc. Mekboy has sua:essfully landed the exil 
hole exactly on its aiming point 

Once the exit hole is opened the Snollings inside shoot out of 
the tunnel onto the target Due 10 an extraordinary (and quite 
fortuitous) condensing effect the Snodings will reappear 
inside vehicles, buildings. Dreadnoughts. and Tenninator 
suits rather that around them. causing the maximum surprise 
to those affected. In the cue of other troops the Snotlings just 
drop out of the sky, attach themselves to the neateSt object, 
clawing and howling for all their worth. The effect of 
demenled Snotlings suddenly dropping onto their target is 
represenled by the Shokk Attack Charts. Refer to the chart 
for the target and roll as indicated to determine the effect 

Once an exit hole has been established the Mekboy operator 
can instandy shut off the tunnel forcefield so that both the 
entrance and the exit hole collapse and the templates are 
removed from the table leaving the Shokk Attack Gun ready 
to f1fe next tum. Alternatively, the Mekboy can keep the 
Sholl Attack Gun running. in which case the runnel remains 
open and the twtnel enlrance and exits remain in position. 
Note that the exit hole remains in position over its target.. and 
will move if the target moves. Il is therefore possible to hit a 
vehicle and to keep sending Snollings through the tunnel over 
several turns. even though the vehicle is moving. 

RANGING SHOTS 
Aware of the wildly inaccurate nature of their Shokk Al.l.8ck 
Guns, Mekboyz have evolved a method of improving 
accuracy by sending I single Snotling into the tunnel in order 
to establish the exit point It it would be a shame to waste a 
whole party of Snotlings on a possibly inaccurlte shot ("dey 
iz wurf free leef each") and this idel also appeals to the 
Runtherdz who hlle to see their carefully trained charges 
wasted. The Runtherd selects one of his many Snolling 
sel"lants for this important task. The Snotling is equally IS 

ignoranl of the lerrors of the wlIp tunnel as the carefully 
trained Shokk Attack Teams, bUI immediately swells his 
chest with pride at being chosen for special duties. The 
Runtherd shoves I marker pennant in his hands telling him 
"Wot'ever you do don', let go of dis 'ere flal" then sends 
him into the warp hole with a cheerful pat on the back. 

The terror-stricken Snolling emeries al the lunnel exit 
waving his flag frll1lically enabling the Mekboy 10 easily see 
the exit hole and decide whether to try again before sending 
through the Shokk Attack Teams. 

A player mlY make a ranging shot once he has opened Ihe 
runnel entrance but before he has committed any Snotlings 
into the tunnel. He declare5 thai he is making a ranging shot 
and the exil hole is located and positioned as nonna!. The 
Snotling servant chosen for this task is assumed to be one of 
the many that accompanies the Runtherd into battle. The 
ranging Snotiing need not be represented by a model. 
although players who wish to lake advantage of this rule may 
like to include a few specially prepared Snotling servants in 
the Runthcrd's non-combalant entourage. 

SURVIVING SNOTLINGS 
Snotlings rarely survive their frantic, panic-stricken dash 
through the warp followed by the few moments of hysterical 
mayhem which follows when they emerge. Many are so 
petrified by their experience that their liule hearts give out or 
they withdraw into a slate of catatonic shock and eventually 
die. Others reach their wget in a fear-inspired frenzy but are 
either killed by their victims. squashed in the general 
confwion, or killed by the explosions and crashes resulting 
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from their appearance. 1bose lhll do swvive arc so affected 
by their horrible experiences that they want nothing other 
than 10 crawl off and hide somewhere where Ihey can 'get 
away from da nasty Cingz' which haunt their tiny 
imaginations. Eventually the terror fades &om their memories 
but their little minds are never quile the same again. A 
surprising numbel" manage 10 make their wly back to the Ork 
encampment where lhey are often adopted by Madboyz as 
their pelS and help-males. These cracked SnotJings are often 
seen capering among the Madboyz around lhe bau1efield and 
the camp. 

On rare occasions Snotlings which survive a Shokk Anack 
are found to be possessed by minor daemons from the warp. 
Just IS Weirdboyz are too Orky to be possessed by I daemon. 
even SnoltingS cannot be fully dominated by • possessing 
daemon. The daemon is effectively trappod inside a body he 

HERDSQUIGS 
Herd squigs have been specially bred and developed 
by Runtherds for the purpose of herding and 
controlling the herds of nmtz. They ,re related to the 
many varieties of pet squigs. bul have been selectively 
bred for their speed. intelligence, ferocity and 
endurance. Their long. sensitive snouts and keen ears 
enable to them track down errant Snotlings and 
Gretehin wherever they might hide. Herd squigs are 
excellent tracking beasts, and can follow trails which 
are days old. Runtherds who own good herd squigs are 
often hired by local Nobs to track down missing or lost 
ilem.s of equipment. though it is virtually a foregone 
conclusion that the trail leads to the nearest mob of 
Deathskulls. 

Their powerful legs and low-slung body enable the 
herd squig to moVe fast and surely OYer the roughest 
terrain. They are tireless workers, constantly rurming 
in circles round the runtzs, nipping the heels of the 
ones that drop behind, and chasing the ones that stray 
back to the herd. 

Runtherds control their herd squigs with a combination 
of can. and whistles. A herd squig's training starts 
early in its life. and the repertoire of conunands it can 
understand and obey increase as it matures. The 
relation between a herd squig and iu master is very 
close. and at times their conununication seems almost 
empathic. The command system used by each 
Runtherd is unique, and it would be impossible for one 
Runtherd to command the herd squigs trained by 
another Ork. 

can onJy partially and occasionally control, causing both 
patties aome distress. These Snollings behave in a very 
schizophRnic and peevish manner, muttering little squeaky 
conYenalions with themselves, and sometimes (when under 
the influenc:e of the daemon) picking arguments with face­
eater squigs or other deadly opponents. Of course, the 
frustrated daemon would like nothing better than for the 
Sootling 10 be Idlled and gobbled up so that it can escape 
back 10 warp space - unfortunately for the daemons Snotlings 
have 100 much good ork-sense 10 get themselves killed thal 
euily. Possessed Snotlings are sought out and adopted by 
Weirdboyz who keep them as familiars. The possessed 
Snotling can help drain off psychic overload causing the 
Snolling's head to expkxle before the Weirdboy's. 

Snollings which emerge inside large constructions or 
spacecraft may end up in some functional compartment 
unable lo have any serious or immediate effect on th~ battle. 
bUI they cm still have a drastic long-term erfect. The 
Snollings can eyentually recover sufficiently to form a 
breeding colony aboard the vessel. If they rllId their way into 
the sewage system, the holds, or the sumps, they will 
automatically start growing fungus and squigs from spores 
altached 10 their own bodies. This is how rogue colonies of 
Snollings have spread through the universe, leading to 
infestuions of Imperium foundry worlds and military 
inslallations. 

Snotling infestations may explain why yessels have 
mysleriously disappeared or suddenly exploded, or arrived 
with In empty hold insteld of being full of vital food 
supplies. The hazards include I massive build up of squig gas 
or fungoid cOrTosion, or maybe the crew succumbed lo a 
ravenous plague of overgrown and exceptionally hungry 
flce-eater squigs whose ancestors were caught up with a 
Sholck Attack Team. When a space ship engineer, mystified 
by the malfunctioning of his ship, reports 'gremlins' in the 
works - this is often literally the case - although its not 
gremlins, but snotlings and squigs. 

SQUIGS AND SNOTLINGS 
Squigs, of every shape and form IICCQmpany the Ork Hordes 
and are especially attracted to Snotlings. Snollings like their 
little pets, which as well as being a source of amusement, 
give them great psychological comfort when the guns are 
firing all around. Runtherdz undentand this and encourage it. 
Consequently it is inevitable that some squip end up getting 
fired through the warp among the Snotling Shoklr: Auack 
Teams. This makes very linle real diIferenee to the effect of 
the weapon, and can even enhance the auack in the case of a 
face-eater squig which gets c81apulted through the warp. 

SHOKK ATTACK GUN 
Sll<wl lAn, 
a_nat a_"", 

Sllootln,lo 1111 S""e 

a&n&" ..... tenda 10 !.able cd&", 

Short lAn, Sir I)ano Modifier 

Spac:ial rut.. .. clc.c:ribcd in \IeJIt 

Spedll alltt.: Havy weapon 2" pc:nIlly. 

Slow ..... pon .... y move or Ilte 
2" ndiul an:a 1ernpU1C wI hole 

TIle effect of the Snotling Shock Attack Team is worked out 
from the charts that follow. Find the chart appropriale for the 
target and roll the dice indicaled. 

• 
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SHOKK AlTACK GUN 

VEHICLES 

If the target is • vehicle then the Snotlings emerge from 
!he warp insW1e the vehicle itself where they immediately 
faslen themselves to the crew and controls, biting and 
clawing al everylhing in their reach, plunging the crew 
into • blind panic. 11lere is no need to place the Snolling 

SCORE EFF£CT ON vDOCLB 

The IteCrin, is jammed willi hYJleriul Snotlinl' 
Sfabbing the wheel and preventing it from. bei." 
turned. IT SU.tionll)' when hil the vehicle rennin, 
halted for the rest of the game. If movin& then iI will 
move ()t.I1 of conlTOi for the remainder of !he game, 
until il hill terrain it clnnot cron, collides with 
Iflothcr vchide or building, or unlil it lC&VCI the game 
table. Onee hllted the vehicle CIInnot move for the 
I!lmainder d the game. 

2 Snoding. Ire .turred into the ammo feed or power 
IUpply of one randomly determined weapOll. Every 
time the weapon i. fired fr(m now on roll a D6. On I 
roll of a 4, 5 or 6 the weapon explode., clusing I 
l'VIdomiy IoCIIted hit on the vehicle. Ule the vehicle's 
targeling dilgrlm and re-roll Iny result which 
indiCIIIC. I milS. Beausc the weapon explodcJ in.ide 
the vehicle there i. no need to roll for penetration, 
simply roU for damage on the lrea affected. 

3 Il the vehicle has a wnU Snotling. hive lodged inside 
ii, scratching and bilinglllyone fooli.h enough to .IIY 
inside or ruck their head into iL The tunU e&nnOI be 
used for the resl of the game and any wnU Innamcnt 
i.J now out of action. Re-roll this result if the tatgel hll 
~w~ 

4 A gunner find. Snolling. ,wlrming uound hi. 

• 
wupon spitefully scratdting and nipping hi. Irms and 
raee. The aunner mUll make hi. basic saving throw 10 

.urvive. The weapOll may nOi fire Iglin during the 
game a. Snotling. hive jlmmed tbcm.elvCl in the 
barrel of the mechanism. Il the gunner WII optf'lling 
ICVcnJ weapons (II in I Bl1tlcbl.ade side 'pOIlson) all 
welpOlll in thlt 'J'Ofuon ue affected. If Ihere Ire 
.cvenl lunners in the vehicle randomly detennine 
which one il affCdCd. 1£ the vehicle hIS no gunnen 
re-roll the reSulL 

5 The driver is distracted, SCfllched Ind .everely 
lTIIuk:d by demented Snotling. invlding the driving 
complrtment Ind , wlrming III over him. If the 
vchide i •• tationlry when hi! by the Shokk Attack it 
I!lmUn' ltationary for the ten cl the game. Il mcvin, 
then it will move out cl centro!. for the remainder of 
the game, until it hiu ternin il cannot cron, collides 
with another vehicle or building, or \uVCl the game 
table. Once halted the vehicle cannot move for the 
remainder d the game. 

6 The vehicle', fuel or power supply h .uddenly 
interTIIpW:I by the ... tics of frantic SOOlling. IlId the 
vehicle immediltely bung into flames. The vehicle 
will explode II the end of any of ill wm. on I D6 
.core of 6, CIIUlin, 1 .trcngth 10 hit on. all models 
within I 6~ radius Ind [)6 wound. on Ilny model. 
affected by the bl.aSL 

bases on the lable - the Snollings who survive the attack 
will hide or run away and take no further part in the game. 
Roll 06 and add 1-3 10 the score [or each additional 
Snotling base committed to the Shokk Attack (ie 1 base 
rolla 06. 2 bases rolla 06+3, 3 bases roll 06+6). 

SCORE EFfECT ON VEHICLE 

7 SnotlinJI are jammina the c:\hlulu and the crew 
00I'IIp*1'llTIeI\1 i. suddenly filled wilh chokin, fumes. 
1lIe en:w lutomaUc.J.ly brina the \Imide ID • h.all and 
evaCUlte it in their following tum. The vehicle 
n:mIIiru: uleleu forthe ~t of the glme:. 

8 Frenzied Snotlings ramplge inside the crew 
oompalUnc:m, clawing and biting evel)'lbing in sight 
Each crew member must make hi, mic S.villl throw 
or he i. llain. , 1lIe crew compilrtment is .uddenly .wa"",ing with 
lenified Snotling. in I .talC of libbering .hock, 
IIIIving lOll III COfluol of their bodily functiOlU. 'The 
fllwlence lUulting from I Snoding's fungus diet i. 
beyond mdu .... ee. 1l!e crew IIIlOmll.ically bring the 
vehicle to I hlllllld eVlC\llte il in their following Wm 
before the Snntlings tum vicioos. The vehicle remlin. 
ulelen for the rest olthe g.me. The n:sultlnt build up 
01 gas "';11 CllUIt the vehicle to explode on the D6 roll 
of a 6 mlde II the end of elch turn. A vehicle 
CJIOplodes cau.ing I strength 10 hit on aU talieU within 
6~ and inflicU [)6 wound. on any modeb affeeled by 
the blast. 

I' Snotlingl suddenly Ippear infesting every comer of 
the vchide, roll Iglin 3 tim« on the d\1rt. Il you roll 
10 again then re-roll the n:sulL 

II In I monent of wicked Oric.ish ITIIlintcnl, the Snotling 
Shokk Attack Team. were fed I bittle-brnld'ilt of 
fungu, gruel and toa.ted .quig wllhed down with 
.pore juice. The effect of thil on the Snoding 
digestive Iyllem would be b.d enough, but the 
diltracting journey through the Wlrp MI made things 
wane. 'The emerging Snotlings ICC fIIifering from dire 
... d unconuollable flatulence. 

In the confmcd compartmenU of I vehicle this fill. the 
space with fetid green vlpour Ind renders the crew 
utterly hclplell. All hau:hCl are thrown open ... d \hey 
hang out g'spin,lhcir lall breath •. The vehicle grinds 
to I hilt, streaming green all from every opcnilll and 
seething wilh frenzied Snot1ingl. No fOOl troopen 
who Ire not wearin, Power or Terminllor Annour 
mlY Ipproach within (j of the vehicle (or the re.t. of 
the ,ame (including Orks!). Modeb already within 6" 
mUll move ,wly in thcirnexltwn. 

12. A wretched little Sootling, gibbering in Ihject termf, 
defeclte. in the driver'. lefl elT. The vehicle 
immediately lurch« forward 010" Ilnd ovenum •. The 
vehicle ;. now u.elelJ for the relt of the alme. 
Terrified crew .ad frenzied Snotling. ICC tossed lbout 
inlide or thrown off and .wnned. WhUc the crew Ire 
prQne, the Snotlins. savlge them me:rciles.ly . 



SHOKK ATIACK GUN 

DREADNOUGHTS AND TERMINATORS 

U the luJct is • Dre.dnoughl or I Terminator !hen the 
Snotlings emerge from the warp inside their victims' 
armoured SUili. Each model in the template area is 
affccled automatically. Any models only partially within 
the templ* ae affected on the 06 roU of. 4, S or 6. 

Once you have established which models are affected roll 
on the chart below for each victim sepuately. In the 
confined space the Snellings luddenJy find thenudves 
jammed -aain.t the wearer', race, or hanging from his 
thigh. biting Ed clawing II everything in their reacb and 
phmging the crew into • blind panic. 'Il'IeR is no need to 

SCORE .... CT 

The lei or the umoured lUiI i. j.mmed wilh 
. quirminl SnOlling. reducinl movement to hair 

""""'" -, One randomly determined um is uuffed with 
SnotliJlp ratderin, it useles •. Any weapons carried 
by thi •• nn wiD no longer (unction. 

3 One randomly Oelennined weapon i. now infested 
with SnoIlin,.1Ind rendemI ccmpIecdy IlJelen. 

• Snotlinl' are rippinl and bilinl Ihe Ie,s of the 
0CGIJ*Il. He QnnOt move or rlJe effeaivel.y and risks 
1Opplin, a¥er cadi wm on a 06 _ d 5 Of 6. Onoe 
down, the model U a11hc merq of the SnotIin,l and 
w:es no furthu ~rt in 1hc game. , Snotlin&' in 1hc helmet. The oo::upant il blinded and 
may !IOC make any hand-to-hand attaek •. The model 
can only rnoYe or fire in. random direction. 

6 Terror·llricken SnoIlin,I ~ inside the ,uit cause 
the model to run amok. At the beginnin, of each 
IUblequeltI twfJ roll. 06. On a ~ of 4, S or 6 the 
model movel in maximum diuance in a nndom 
ditccUon. On. 1·3 the model Hill mO¥cl in. nndarn 
direeOon but the player can determine the diAance .. 

""""" . 
1 Face 10 face ,nth a danented StIotIin&. The oocui*lt 

U doomed but bdOft. the Snotlin, uvl&es his (Ice, he 
W:es • lUI on hil 0001. If he (aill he shriet •• bklod-
curdlinl de.lIt cry wbich ... iII be heard by every 
model within 6" of him. Any modell within lIIis 
diJtance 'IIrilJ be utterly unnervod by the event and I 
rOUI Ie" mUll be taken by each unit or ch.ncler 
model euedy .. if it has been defeated in hand-to-""" _""-

• The oc:eupenl i, rapidly shreddod to taUtn by the 
invamn, Snodina. who are tnppod wide the wit. AI 
!bey suuuJe they !ddt 1hc tWl', COlttols, causina it to 
,0 out of conlrol. The model moves at half it. 
mumuml apeed in a random direction .nd fire. 
direc:tly ahead e.adJ tum until il U either deltroyed, 
collide, with aornedtin& it cannot (7()1' or leaves the 
,arne table altogc:lbcr. 

• Saollinll materi.li.e in.ide the body of the 
lIIlforturWe ~I 01 die suit ... a horrible .... y 10 
peri". The model haIu, Aandin, omin0u51y ~gta 
Mel silent., and doet not.hin& for the remainder of the . -

WO/~ 

plaICe !he Snotling bases on the table - the Snotlings who 
survive the auack will hide or run away and take no 
further part in the game. 

Terminators or Dreadnoughts rendered stationary or 
obliged to move random1y by • Snotling SookJc Attack are 
nOI bound by the normal coherency rules and any 
unaffected members of their unit may move away 
continue 10 fight. Roll. D6 and add +3 10 the score for 
each additional Snotling base committed to the Shokk 
At1IC:k (ie 1 base roll I 06, 2 bases roll 106+3,3 bascs 
roU 06+6). 

SCORli: EFFECT 

I. Snolling. infest the entire .uit, roll apin three times 
on the chart. If you roll 10 again ignon: re·roIl. 

II A terrified Snoliinl emerges cmnntcd into the suit 
next to the piklt'l head and immediately evaawel iu 
diaestive lAd into his righl eaT. Roll ror the effect of 
thu disconcening experience: 

D6 mod 
The model moYes around in a r diameter 
cirdc (or the reSt of lbe ,ame ... hile the 
OO::Ul*'t tries 10 empty hi , eaT. The model. 
may do nlXhin&; ebc. , The model oomes to an immed.ille halt and 
dl"q)l (ace down on the ground with. crash. 
The driver i. l uffocated to de.th by the 
Snotling's bodily fluid,. 

3 Overcome by Ihe dilluninl odour the 
oo::upant instinctively flickI the emetJency 
destruec .witch. The machine aces lip with a 
l" radius drt:le causing: a strcnlth S hit on 
any model. within the bI .. t.rea. 

4 The blrget manically .way. iu upper body 
to and fro u the pilol wrellie. with t.he 
demented SnOlIin, inlide. At Ihe .tart of 
each tum roll of D6. U t.he relult is 1-3 
nothinl happens and the model remains 
Ibltionary (or t.hal. turn If 4-6 the model rlrel 
iu main 'lTJ1ament in a rm60m di«a.ion. , The occupant i, '0 unnerved that he 
immediltely opens flJe with aU .nnamml in 
a random dinlCtion and a:JllIinuClIO Ihoot in 
thil way every wm llfltil the bIIu1e u over. 
He docl nOt move other t.han 10 wm on the 
Ipol to race the di=:tion he firu in. 

6 The occupant hu fouJhI Orb before lind 
know, how 10 deal wit.h situation. like this. 
He ianores the malodorous Iticky ,00 
running: OUI of hi. ear and oooly wml hi. 
face to bite lIIe Snotling" head off. The 
blrae! is t.herefore unaffccu:d by the Shokk 
Attack and may continue to fljlv. nomlllly. 

". SnotIinI' accompanied by puObalb and bloaIed las 
squil' are .quuhed within the luit. The pilot i. 
gused 10 de..th by t.he oopious ,._ produced by the 
tenified squig. and poilon0ne4 by erupting .potes 
from the puffball •. 

• 
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SHOKK AlTACK GUN 

ENEMY TROOPS 

Should the Sholl AttlCk team emerge ImOfl&Il • unit of 
enemy trDOpl or inside a buildinJ occupied by enemy 
troops lhcn the result is worked out like a nonnaJ haJd..1O­
hand combaL The SootJing bues are positioned on the 
game table. within the exit hole template area, Uld in 
base-to-bale contact wilh the enemy troopI. 

If the enemy are instde • buildins it may be impouible to 
get the Snotling hue onto the table. but the Snollin&s are 
there none-the-lessl The SnoUing baa tha1 emeJJC &om 
the wup tunnel together are now OONidcn:d to be • ainaJc 
separate lDliL In the fast round of band-to-hmd combti 
the Snotlinp count as chargina. but note dw thia ~'l 
mean that the enemy can react by running away Of 

standing and fuing; the Shokk Anack is so sudden that the 
enemy gcl no chance to react at all. Because their mindl 
are still haunted by the horton they have witnessed in the 
warp, the liUie creatures are completely irr.tional lind 
quite [untie with tcrror. The following special rules 
therefore apply. 

The SRottingS are subject to the rules for frenzy and 
remain frenzied for the rest of !he game. This me&n5 mat: 

a) !hey add +2 to all their hand-Io-hand '10 hi!' dice roUs. 

b) they mUll move It double pace Iowuds the nearest 
enemy lind charge lIty WI they can reach. 

MISS! 
Inevitably the Sholl Attack Gun wiU occasionally min its 
inle:nded target opening up a warp tunnel exit in the middle of 
nowhere or even (Morie. forbid!) on top of one of the Orks' 
own uni ts. Should the warp tunnel exit template not 
encompass any suitable target the Snotlings huddle into a 
compact gibbering mass. Arrange the bases into a single 
compact unit. They remain in a frightened huddle, quivering 
with terror, ignoring everything around them lDltil they find 
an enemy or friendly model within 8~ at the beginning of an 
Ork twn. U enemy models are within charge reach at the start 
of the Ork tum. the Snotlings will immediately charge them 
and fight hand-to-hand combat The rules already described 
above under Enemy Troops apply, except that the charged 
unit may stand-and-rlfC. or run away because they can see the 
$notlings coming. 

If Ihe onJy other models with 8" of the Snotlings are Orks (ie 
there are other Orb within g" but no enemy models) then the 
Snotlings run towards them at charge speed and inunediate1y 
seek reassurance by throwing Ihemselves upon the Ork.s and 
clinging to them as tightly as they can. The Snollings are so 
desperale for their big friends 10 comfort and pet them that 
the Orks rtnd it completely impossible 10 dislodge the frantic 
creatures. Orb covered in frightened Snotlings are unable 10 
see, move or rite their weapons properly, and so cannot move 
or fire at an. They remain immobilised in this way until 
enemy appear within 8 M when the Snollings iliad: as 
described above. A Shokk An.:k Team of 1 or more bucs 
may immobilise an entire 0rJc unit regardless of its size. The 
Snolling bases are placed in base·to-base contact with the 
Orb where they remain for the rest of the game or unlil 
enemy appear within 8~. 

c) they mUlt follow-up beaten hand-to-hand combu 
opponents and mUll pnue routod enemy. 

d) they ignore all further rout and psychology tests and 
cannot lherefore be roULed.. 

A base of SnoUinal has a game prorlle u shown below. 
Remember that because they are frenzied the Soollings 
add +2 10 their '10 hit' dice and. of coune. they move 11 

double ~ (8" rllher thin 4"). Remember aho that they 
ignore psychology and rout tel ts, 10 the Ld and Cl 
dw.::teriItiCi are not wed. 

Snotlingl ve UJuaUy unmned. their fighting prowess 
comes from their m.p liule teem and eliWI. Their BS is 
included only LO show their ability to throw improvised 
missiles, but when frenzied they are (v 100 distraught to 
consider anything so cleyer. The number of wounds 
renects an entire base of Snollings - the bIse is truted as 
if it were a single creature regardless of how many 
indivKluli SooUin81 are 011 it. Once the base has lost all of 
its wounds Ihe entire bue is removed. Until removed the 
base continues to fight It full effecL 

MWSISSTWI A LdctlnlWP 

" 2 2 I 

WARP-CRAZED SNOTLINGS 
Once Snotlings have dived inlo the warp their sanity is 
permanently affected, and most swvivOTS of the Shokk 
Attack Teams tum inLO quivering. nervous creatures 
prone to hysterical outbursts at the very sight of an 
even slightly dark hole. Very occasionally a Snotling is 
affected in quite a different way - during his terrifying 
journey through Ihe warp all sense of fear is destroyed. 
leaving him utterly fearless mel completely crazy. The 
Snot1ing hIS become warp crazed by his exposure to 
the warp! Thil makes them dangerous, but liso very 
useful as Rangertnderl: Snotlings rued through the 
warp holding I pennant so the Mdcboy can see wh~ 
his shot has landed. 

WO?5 
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ORK SHOKK ArrACK GUN 

This 5hokk Attack Gun is wielded by an Ork Mckaniak, 
accompanied by a Runthcrd and a Gretehin servant who 
carries the Mck's persoNl banner. The Runtherd has brought 
along a Snotiing Shokk Att:llck Team who Iiale suspect that 
they're about to be sent on a terrifying journey through the 
warp 10 attack the enemy elsewhere on the battlefield. This 
Mckboy and Runtherd are from the Evil Sunz clan 50 their 
dolhes are predominantly red - the Evil Sunz associate the 
colour red with wealth and power. Tim painted a base coat of 
a mix of Go Pasta Red and Chaos Black on the Oddboyz' 
clothes. He thinned this with Red Ink instead of water to give 
the base coat a greater intensity and gave the models two 
coalS fOf a good even covering. Tim highlighted the red areas 
with Go Fasta Red, gndually adding more and more Bad 
Moon Yellow on progressive highlights. 

For the Orks' flesh, Tim achievcd a particularly rich green 
finish. He built up this colour by starting with a base coat of 
Ork Flesh which hc highlighted with a mixture of Ork Flesh 
and Striking Scorpion Green, increasing thc 1I.mount of Striking 
Scorpion Green with each highlight. This WILS followed by a 
coat of Striking Scorpion Grecn which was lightened with 
small amounts of Spearstaff Brown and thcn filUlly a dab of 
Bronzed Plesh. Once the paint was fully dry, a very thin glaze 
of a Green and Ycllow Ink wILSapplied_ this helped to puU all 

the colours together and gives the impression of a smooth 
gradation of colour from the dlI.rkest shade to the brightest 
highlighLS, 

Tiffi painted the Sholck Anack Gun on iLS own and glued it to 
the Mek once it w;u finished. While he was working on the 
gun, he stuck it to an old paint brush to give him something to 
hold as he. painted. He used 11. base coat of Go Pasta Red and 
highlighted it with Blood Angel Orange and Bad Moon 
Yellow, adding Ork glyphs to the flat 1I.reas for eXlra interest 
and Orley character. 

Designs for most of the banners werc taken from either 
previous White Dwarfs or the banners page in Waaargh the 
Orks. We simply photocopied the designs, cut them out and 
painted them in the appropriate clan colours _ in this case 
with lots of bright red Evil SUnl faces. The size of an Ork 
banner is important - the bisger the ba.nner, the higher the 
status of the owncr. A backbanner for one of da Boyz is a 
relatively small affair with maybe only the clan symbol and a 
few Ork glyphs depicting 11. simple message or threat like 
'shoot to kill' or 'fierce warrior'. A boss banner is much larger, 
bearing the clan symbol and numerous glyphs boasting about 
the wealth and fighting prowess of iLS owner and decrying his 

.cncmies as worthless and weak. 
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ORKWARBIKE OATA RECOflO: ORK3 

The Ork Warbike is a single-seater attack bike with twin auto-cannon - an exceptionally heavy armament for a such a 
small vehicle. Of course, fixing such a lethal combination of weaponry onto a small and relatively light bike poses a 
few problems - not the least of which is its tendency to spin wildly out of control every time the guns are fired. 
Fortunately, Orks don't regard petty problems of this kind as any kind of deterrent, rather that they add to the 
character of the bike and make it more exciting to ricle. For this reason the Warbike is especially popular with Orks 
whose natural inclination to ride fast, dangerous machines has become a whole way of life - namely the members of 
the Cult of Speed or Speed Frocks. Rid ing fast and dangerous machines has a naturally exciting effect upon the Ork 
metabolism: their cry-cs bulge and their faces become transfixed with a smile of extraordinary ecstasy. Some Orks 
become completely addicted to this experience. All they want to do is ride faster and moredangcrous machines, and, 
o f course, take their bikes speeding into the heart of the fiercest fighting, guns blazing. engines roaring. and foes 
scattering before them like frightened squiggly beasts. 

Type 
Fast Speed 
Combat Speed 
SlowSpccd 
Crew 

Weapon 

Bike (see special rules overleaO 
36 
12 
8 
1 Rider 

Twin forward firing autocannons 
with a 2" wide fire corridor directly 
in front of the model. Special rules 
apply to this lethally combined 
weaponry as described overleaf. 

t Max Range 72" 

j~ 
FRONT 

EA 

TWIN 

AUTO-CANNON 

AUTO-CANNON 
12 

ENGINE 
12 

12 

REAR 

FRONT 

WHEEL 
8 

2 X SCALE 

i 
i 



ORKWARBIKE 
The Warbike is anned with two autocannons, and the 
kick-back from these weapons tends to affect the 
handling of the bike. To hclp keep the vehicle balanced 
the two autocannons are always fired together in a 
salvo - if just one autocannon were to fire the bike 
would spin on the spot like a top! 

When the Warbike fires an autocannon salvo the player 
first rolls to see if the bike keeps on a even keel. Roll a 
[)6, 

1 Bike pivots 45° to the left 

2-5 Bike retains its current direction 

6 Bike pivots 45° to the right 

Once this test has been made work out whether the 
salvo hits as follows. The salvo shoots along a 2" wide 
corridor directly in front of the vehicle, the target is 
always the first thing in the fire corridor. Because the 
bike's direction might change as a result of firing the 
weapon, it may be that the intended. target is no longer 
in the corridor. In fact, if the bike changes direction 
there may be no target at all, or a different enemy 
target, or even a friendly model! 

If there is any target at all (even a friendly model) roll 
onoo to hit. If the result is a hit then both autocannons 
hit the target. If the result is a miss then both 
autocannons miss. Remember, the target: is always the 
first thing in the fire corridor. For example, if there is a 
Space Marine 12" in front of the bike and a Land 
Speeder 16" in hent, then the Warbike fires at the Space 
Marine and not the Land Speeder. 

If the first salvo hits and kills/destroys its target then 
the bike can fire immediately at the next target in its fire 
corridor, ie the Land Speeder in the previous example. 
Note that the player "does not MtN! to fire again if he 
doesn't want to - it's up to the player to decide. If the 
second target is also destroyed a third may be engaged, 
if this is destroyed a fourth, and so on until either a 
target is not destroyed or until there arc no targets left. 
All these extra shots are worked out with the same fire 
corridor - no additional tests are neressary to establish 
the bike's position. Note that the Warbike's 
autocannons do not have the usual area effect - the 
spread of fire is represented by the salvo fire rules 
instead. 

The Ork Warbike is powered by the same highly 
efficient and extremely volatile fuel used by all Ork 
vehicles such as Wartracks, Battle Wagons and Buggies. 
This is distilled hom fungal juices by the Ork Mekboyz. 
Various compressed. gasses derived from gas squigs are 
also added to the mixture as well as a multitude of 
secret additives of sometimes doubtful value. Every 
Mekboy has his own formula, particularly effective 
brews and their inventors are renowned throughout 
Orkdom. 

As Mekboyz are very cagey (and occasionally 
uncertain) about the ingredients they use, the potency 
of any batch of fuel isn't discovered until it is put to the 
test. Burst fuel tanks are a constant problem for the 

Orks. As the compressed gases and fungus juice mix 
with the the air they become highly unstable and often 
explode, destroying the vehicle and making life pretty 
uncomfortable for anyone nearby. To represent this any 
hits on the fuel tank of the Warbike are resolved using 
the Ork Fuel Tank Hits Table in the same way as for 
other Ork vehicles. As this table has already been 
published several times in earlier White Dwarfs we'll 
not repeat it needlessly here - see the Wartrak Data 
Record for example (WD129). 

The Warbike is a cross between a bike and a tracked 
vehicle, so there are special movement rules to 
represent this. Warbikes can move over any ground 
without penalty, but can only move through woods at a 
maximum speed of 8" - if attempting to move into a 
wood at a faster speed they strike a tree/rock or other 
object and are immediately brought to a halt having 
sustained substantial collision damage (see the main 
vehicle rules in WD128 for detailed rules on Collisions). 

Warbikes which are moving 8" or less may also move 
over linear obstacles less that 2 metres high (ie 1 
tabletop inch). This means that a Warbike can move 
over nlcst walls, hedges and low lying lines of scrub 
without any penalty or hindrance. Of course, if the 
Warbike attempts to move over the obstacle at a faster 
speed it will crash into it and is brought to a halt having 
sustained damage from the collision in the same way as 
if speeding through a wood. Otherwise, the Warbike 
uses the same movement rules as any other bike and 
may make Skid Turns as described in the main rules. 

• 

• 

• 
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RETAIL STAFF RECRUITMENT 
We're looking for enthusiastic people with retail experience to 
work for Games Workshop in our expanding chain of shops as 

Retail Area Managers 
Retail Store Managers 

and Retail Assistant Store Managers 

Plmse send me: 

We're after people who already have experience of working 
in professional retailing. Your experience doesn't have to 
be in a games store - we're interested in people from all 

areas of retailing. 

So if you're a keen Games Workshop hobby gamer with retail 
experience and you're looking for a cha llenging and exciting 

career, phone Clive Thompson on 0773 769731 today . 

sm~lI~ mt,:dium_ or large_at 
£ 12.50 (plus .75p p&p). 

I mrloSt 0 Chlf/llt mad, poJllbl, 10 Antlrom,do BooJs!top l.ltI 
fore 
Plroutltml my j'isolAtrfJSlAmfX O«Ollnl no.: 

_copy(ics) of ERIC by -Ierry I' ratchcu, iilus(ra[cd by 
Josh Kirby at £7.99 (plus £1.00 p&p). 
_copy(i c s) o f ~ I OV I NG PI CT URE S by Te rry 
Pratchctt at £12.95 (plus £1.00 p&p). 

Namt: Atldf7S:S: 

PI,t/St smtl ),our ortltr 10: ,lntlro""tllI /Jooishop 
8-1 S,ifjolJ SImI Binllil1f!ftmn /11 ITA 02{·643 /999 



COLIN DIXON &. ROY EASTLAND 
Over the last year, two new Citadel Miniature designers have been training under the watchful 
eye of Jes Goodwin. Now their apprenticeship is over and we' re very proud to show yOll the first 
models being released from the Islented hands of Colin Dixon and Roy Eastland. 

COLIN DIXON ROY EASTLAND 
To describe Roy as a keen historian and lover of metal 
mini.turu would be an understatement. Let's just say that 
Roy is fascinated by wargames mini.tures - so much so that 
he taught himself 10 sculpt and has now acquired a prestigious 
position with Citadel Miniatures Ocsign Team. After a period 
of apprenticeship, he's rapidly produced his first miniatures 
for release: Skeletons, Hive Gang TecN and Bounty Hunters. 

Roy decided that he wanted to be a miniature designer after 
seeing the Sibourne diorama of the Battle of Waterloo at 
Dover Castle. This diorama, constructed in the early 

• 

nineteenth century, inspired Roy to start making miniatures • 
while he was still at school, using plaster of paris and silicon 
rubber moulds. 

Colin is an enthusiastic miniature painter and gamer, currently 
involved in a Wuhammer Fantasy Roleplay campaign with 
colleagues at the Studio. Colin first came to our attention five 
years ago at • Citadel Open Day where he won a miniature 
painting prize with his Bugman's Dwarf Rangers. Li ttle was 
he to know then thaI one day he'd be SCUlpting Cil.adel DW!lIfs 
himseln 

Colin's first interest in the hobby was painting miniatures. 
He's been painting wargames models for over ten years now 
and he originllily joined the Studio IS the Cirst full-time 
miniature painter. progressing to artist and then fi nally 
training to be a miniature sculptor. Colin' s ambition is to 
produce a large-scale bronzc but hi s particular forte is the 
incredible clean fmish of the sculpting and the great character 
he gelS into his faces - just look at the Dwarfs on the opposite 
page for an example. .. 

As well as these Dwarfs, Colin's made the range of Titan 
expansions featured elsewhere in this issue. At the moment, 
Colin is working on several new models, including Epic 
Chaos Daemons to accompany the forthcoming Epic Chaos 
Horde plastic boxed set, Chaos Androids and additions to the 
Ork range. 

Bea't of Nl.Irgte ".m~ 

FlealYlouod 

A few model. from !he Epic Realm of Chaos range 
that Colin has been working on 

After school, Roy went to art college and then finally came to 
Nottingham and was put in touch with Games Workshop. 
Here he's been able to realise his ambition and, as you can see 
[rom the miniatures on the opposite page, all the practice he's 
put in over the years has really paid ofr. . 

Roy's attention to detail is quite superb and the Space Marine 
Scouts that he's finishing at the moment typify the quality of 
his work. Roy's also working on some more Nccromundan 
Techs and a set of Nomads - and coming up soon will be a 
Flamer for the Realm of Chaos range. 

Tnree of the Space Marine 5eoulS thai Roy has recendy finished 

-. 
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The new Citadel model pirate ship and bridges form the theme for this month's Mighty 
Empire's feature. Hopefully by the time you read this the new models will be available 
in your local hobby store together with the Wizard's Tower, Necropolis and Undead 
Army covered in previous White Dwarfs. Meanwhile we're thinking about more 
models, so if you've any preferences for what you'd like to see next, or if you've any 
especially good ideas for new models, then why not write in and tell us. 

PIRATES 
Pirates are an ever present threat in the Warhammer 
World, especially in the much used Middle Sea, where 
trading ships travel constantly betwccn Araby. the 
southern statcs of TIlea and the Kingdoms of Estalia . 
Unlike trading vessels, which are heavy lumbering craft 
powered by sail, the pirate ship is a sleek galley 
powered by both sail and oar. These galleys arc very 
manoevrable: their oarsmen can tum them in the water 
extremely quickly, and because they are powered by 
oars as well as sail they can move against the wind. 
Being much more lightly constructed than sailing ships, 
galleys are less sea worthy which means they can be 
smashed apart easily by storms or capsi:ro::l by heavy 
swells. However, as they have a very shallow draught 
galleys don't require deep harbours. In the event of a 
storm the crew run the ship aground on a stretch of 
sand and wait for the seas to calm before dragging the 
ship back into the wat"er. This is ideal for the pirates, 
bec:ause it means the ship can land anywhere on the 
coast to pillage local communities. 

When scouting reveals an independent city in a coastal 
map tile the player rolls on the Harbour Chart on plO of 
the Mighty Empires rulebook to see if the city has an 
associated trading fleet. If a fleet is prescnt then it is 
normally represented by the ship models supplied in 
the game. However, it is possible that the dty is a nest 
of pirates and that its fleet is a pirate fleet . Roll a D6. If 
the result is a 1, 2 or 3 the ships are ordinary sailing 
ships. If the result is 4, 5 or 6 the ships are pirate ships. 

Pirate ship models represent dangerous groups of 
pirates rather than just a single ship. Unlike other 
independent ship models, pirate ships move over the 
seas during the campaign season, raiding nearby coasts 
and attacking the fleets of the players. 

At the start of each campaign tum roll to detennine the 
movement of each pirate ship. Each pirate ship is 
moved independently, so if there are several ships on 
the same tile they may move in different directions. 
Pirate ships either move directly along the coast or the 
they remain where they are· nominate one direction as 
upcoast and the other as down coast and roll a D6. 

1-2 The ship moves upcoast by D6 map tilC!S. If the 
ship moves over or into a tile co ntai ning a 
coastal village which has no protecting forces, 
then the village is razed on the D6 roll of a 4 or 
more. Indepe ndent sett lements are al ways 
considered to have a small force and so are not 
rnzed. 

3-4 The ship moves downcoast by D6 map tiles. If 
the ship moves over or into a tile containing a 
coastal Village which has no protecting forces, 
then the village is razed on the D6 roll of a 4 or 
more. Independent settlements are always 
considered to have a small force and so are not 
""ro. 

• 

• 

5-6 The ship remains in its tile and doC!S nothing 
this tum. ... 

If a pirate ship moves off the map then it is removed 
from play. The pirates have moved off into another area 
and won't menace the players any longer. 



• 

• 

• 
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If a pirate ship moves into a tile containing a player's 
ship then the player may attempt 10 bring the pirate 
ship to battle. Both sides roll a 06 to establish which 
side has out-sailed the ot her in the normal way fo r 
naval engagements. If the pirates score highest then 
they have avoided the player's fleet and the pirate ship 
is unaffected. If the player scores highest then the 
pirates are brought to battle and a navaJ engagement is 
fought . Regardless of the results of the naval 
engagement the pirate ship is halted in that tile for the 
tum. This means that even though a player mi.sht fail to 
destroy a pirate ship by fighting it, at least he will 
reduce the devastation caused by piracy. 

Naval engagements are resolved as described on p33 of 
Mighty Empires using the Naval Engagement Chart. 
However, pirates add +1 to their dice score to account 
for their ferocity and the superior handling qualities of 
their ships. The pnxedure therefore works as follows: 
both sides add up the number of ships on their side (i n 
the case of pirates this is usually 1 b<!Cause each ship 
moves independently). Each player then adds +1 for 
each army banner carried on board his ships. Note that 
pirate ships never carry banners. but their crews are 
fairly aggressive and can look after themselves. Both 
sides add a D6 to their total. The higher scoring side is 

MIGHTY EMPIRES - PIRATES AND BRIIXlES 

the winner and the extent of the victory depends on the 
difference in dice scores. 

Difference 
in Score Result 

o Draw - neither side sustains losses. The 
pirate craft is halted for the tum. 

Lower scori ng s ide is driven off. The 
higher scorer may move the lower 
scoring ships 1 tile along the coast. If this 
is impossible because the ships are at the 
end of the map then the lower score is 
destroyed. 

2 The lower scorer is driven off as for 1 
above. In addition any banners carried by 
the losing side each lose D6x50 points of 
troops. 

3 The lower scorer suffers 1 random ship 
destroyed together with all on board. 
Any remaining ships are driven away as 
for 1 above . 

4+ Lower scoring side loses all ships and all 
on board. 

OCEAN WEATHER CHART 

D6 RHull 

1-3 C~lm Seu. The ocean remains calm and the 
ship successfully moves into the tile without 
hazard. 

4 Bec~lmed. The winds fail leaving the ship 
stranded in the sea tile. The ship may only 
move out of the tile again by rolling a 6 at the 

• beginning of a subsequent tum. If the ship is 
unable to move out of the sea tile before the 
end of the year it is lost. 

S Strong Winds. Strong seasonal winds carry 
the ship way off course. Nominate each tile 
edge as 1 to 6 and roll a 06. The ship is 
immediately moved into the map tile 
indicated. If the ship is moved off the map 
playing area then the ship is swept away and 
lost. 

D6 RHUIt 

6 Stonn. The ship is overtaken by storms. Roll a 
06. 

1 Ship capsizes and is lost. 

2 Ship loses rigging and drifts around on 
the currents. The ship may only move at 
the beginning of any subsequent turn on 
the D6 roll of a 4. S or 6. The ship may be 
re-fitted by visiting any harbour after 
which it may move as nonnal. 

3 The ship is blown wildly off course. 
Nominate each sea edge as 1 to 6 and roll 
a 06. The ship is immediately moved into 
the map tile indicated. If the ship is 
moved off the map playing area then it is 
swept away and lost. 

4 Heavy weather takes its toll on the crew, 
any banner carried by the ship suffers 
6xDHXl points casualties and any baggage 
carried is lost. 

S The ship is blown onto a sandbank and 
becomes stuck fast. The ship must wait 
for the next high tide before it can move 
off. The ship misses its next turn but may 
then proceed as normal. 

6 The ship weathers the storm and is 
propelled into a fast oceanic current. The 
ship is moved again immediately - the 
player has no choice but to move as the 
current is far too swift to allow the ship to 
remain where it is. 
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MIGIITY EMPIRES· PIRATES AND BRIDGES 

Pirates may move into and through coastal map tiles 
containing fortresses or cities, but they cannot raze 
these settlements as their defences arc too powerlul. 
During the Winter Season each pirate ship 
automatically returns to the nearest independent 
coastal city. Pirate ships may move through other ships 
in order to reach a harbour· they cannot be brought to 
battle or otherwise prevented from reaching their 
destination. Due to bad weather and the need to 
conduct essential repairs, pirate galleys must be 
bcrthed in dry-dlXks over the winter. An independent 
city may harbour up to a total of 3 ships over the 
winter, including ordinary ship mod els as well as 
pirates. Any ships attempting to overwinter in a 
harbour which is already fully used arc automatically 
removed hom play - it is assumed that these ships are 
either wrecked by storms or fall into disrepair. 

MOVING OVER OPEN SEA TILES 
It is rare for sailors to venture far from sight of the land, 
and most journeys take the form of hopping along the 
coast. In this way it is possible to make for a safe haven 
in the event of a storm, and it is possible to stop to take 
on fresh water and supplies. Pirate galleys are 
especially small a.nd ill-equipped to undertake 
hazardous sea voyages; they are fast fighting ships 
without the resilience or stayin g power to sail the 
oceans. In this respect the galleys follow the rules in 
Mighty Empire! - they may only move along the coasts 
and not into areas of open sea. 

With the introduction of sea tiles in last month's White 
Dwarf it is now poSSible to fill in blank sea areas in 

your Mighty Empires map. These tiles represent the 
deep ocean, where storms can be extremely hazardous, 
where winds can becalm a ship or take it way off 
course, or where inexperienced seamanship can quickly 
lead to a ship capsizing or losing its masts. Sailing ships 
are allowed to move into these sea tiles, and don't need 
to make a scouting roll to do so. When a ship moves 
into the sea map tile the player makes a special Ocean 
Weather roll on the Ocean Weather Chart . 

BRIDGES 
The two new bridge models for Mighty Empires may 
be placed on the map once it is set up to represent the 
river crossings already indicated on the artwork. In 
addition, bridges may be built over winter in the 
const ruction phase in a similar way to ship and 
fortresses. This will greatly improve the mobility of 
forces within your empire and prepare the way for a 
sudden advance in the following spring. 

A bridge may be built across any river in your empire­
even if the tile is barren or razed. The building cost is 1 
crown for a bridge across the first four river tiles, and 2 
crowns for a bridge further downstream. This is 
because as rivers get longer and wider they also 
become more difficult and costly to bridge. Bridges are 
affected by construction limits just like ships, and the 
maximum amount of construction allowed is re!tricted 
by the number of tiles in your empire which contain 
forests (this includes highland tiles which have small 
green forest areas as well as lowlands which have large 
areas of forest). See Construction Limits, on p46 of the 
Mighty Empires rulebook.. 

• 
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G£N£ST£AL£RINUASION 
MISSIONS FOR SPACE HULK, DEATHWING AND GENESTEALER 

BY DEAN H. BASS 

We're currently working on a book of missions for Space Hulk, Deathwing and Genestealer 
which will include a number of 'campaigns - missions that can be played as a linked series of 
games where the outcome of each mission arrects your chances in the next . 

As a sample of what you can look forward to, here are the first few missions from one of the 
campaigns - these missions can also be played as stand·alone games. 

The outline of !he huge derelict spaceship loom~ Ihrough the dense 
mist. II had cru h-landcd • few dlYs 110 - the automated re-ent!,), 
sysu~n' pytd Ihc .nip from destruction, oot il had buried iuc)f deep 
into !he 10ft urth ol Septimus V. 

Allhc air locQ. "!'lIds of SPIce Marines waited foc Ihc command to 
enter Ihe Ihip. Mlny were dreucd in honour , UiIS of Terminator 
armour, IOOlC with the protective Plychic hoods Iba' marked them u 
Librarian •. The Librlrilns were concentnting hud, focusing their 
thoughts on the psychic cmllnlltions from within the ,hip, trying to 
locate their $()Ur(Z. The l ignllb were weak but there was 11 sense of 
tension, of power tmlpon1rily held in check. 

The Space Marine comm.nder was 10th to send hi, Brother-Marines 
into such M unc:enain situlltion rut the fllinl mlTkingl on the sm of 
the s~ip tilted from the Dirk Ale of Tednology - the c:IwIoe of 
rcc:overttg the Iott knowledge thlt might hive survived the millennil 
WIS worth the risk. With I fUlIi welpon' cheek 'and an inyoc:ation to 
the Emperor, the air locks were breached and the first lIluld, Serlt 
inside. 

SPECIAL RULES 
The ru1el on c:nl« IJId rubble awer the errec:u of psychic aUlCk,1I'Id 
the new wupons from Gerluteller on these objeclJ. You (:li n use 
these new rules with any SpIce Hulk glme you play. 

The nile, for Playing the Campl!ign coyer the e ffect that losing a 
minion hal m your for0e5 for future mislions within thi, c:.vnPlign. 
AJthough these nllel are only intcnded for this (:I1Jlpaign, you (:lin 
easily IdIpt them for any ,Unil ... serie, of missions that you pllY. 

CRATES 
Mosl of the. new WUponl inlf'Oduc:ed in Genesteller (:In be used to 
destroy crites. To Iud I CI1lIc, limply use the same roll as needed to 
destroy a door. If a crate is deuroyed by any wupon other thin a 
ronYCnion beimer, repllCle the el1llc mlrker with a rubble marker or 
tum it OYer to reprelCllt nibble. If I IXWlvenion beirner is u,ed, the 
crate is vapxUed and no rubble is left in ill place. 

Psychic au aekl may also deslroy enlc.s. Vonc:x and Blan both 
automatically yaparise cnola and leave no nibble. Lightning Arc 
destroys a c:nlc 01\ a 4 and Hellfire dc.stroyt a CI"IIe on • 3 - in bOOt 
c:ues, the aate is replaced with nibble. 

RUBBLE 
The nibble denec:tion rules Ipply 10 the new wcaponl II per Itorm 
bolten (it a roll 015 or 6 AYes). If • conversion beamer is being used, 
I save indicates thai the shot misscs ill inlCnded t.ugCl IJId vaponies 
the. rubble inncad, n:moYing the nibble m.lter. 

Bias' and Vortu psychic altadr.slbo remoye rubble maltcn. 

PLAYING THE CAMPAIGN 
If you Wlllt, yOll can pI.y the minion, thl! make up this c:lmPlli&n .. 
one-df games in any order. However, ii', more fun to play them I' a 
campaign. If you are playing tbcrn u a (:I1Jlpaign, use !he following 
ndc.s for how the 0II1QOme of elch game afTec:u the nexL 

Space Marine Victory 
If the Space Marines win a same, the Gc:neslcalcr player'. choice 01 
Hybrids i, reduced (or . 11 the remaining sames. The Genelleller 
player should like all the letlcred Blips and place them face down. 
The Space Mlrine player now lIell 10 pick one: of the Blips withOllI 
sceing what leller it is - this Blip isn' t I y.ilablc for use by Ihe 
Genestc:aler player for the remainder of the (:I1Jlpaign. 

Thil means thaI if the. Space Marine player keeps winninS, arlcr two 
sames the Gerlencaler pllyer is down to eight lellcred Blips, after 
th ree games he', down to seven Ind 10 on. 

Genestealer Vktory 
U the Gene.tulcr player wins a game, the nwnber of SpIce M.rines il 
reduced for the nelIl mission only (not for the l'e$t of the c:ampaign). 
Because the Spice Marine forcc.s Ire diffe~nl for each gllTle, thc 
Deployment S«tion 01 the set-up inuruction, tells yOll which SPlIce 
Marine is unlYailable forthl1game if the Space Marines lost the luI 
.~. 

Variants 
For panicularly ,kilful or experienced players, you can ag rec 10 
increase the penlitie. for 100ingi game to two SPlIce Marine. or two 
Blips rc:maved afler cach lou. 

YOII (:In IiIO c:hoose to play the5C games uling the bidding syslcm 
from Deathw;n. and Gc:ncs tuler. Both pl.yers b id points for the 
Splice Marine forcel and whoever bid, lowest plays the Spice 
Mlrines. The Genestealer pl.yer rweiyc:s the expanded Blip set and 
reinforocmerlll II given in these million, . 

woos 

oM 
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AM8USH! 

The n:polU from Sepliml,l$ V hid indicated low levcis of Plychic 
activity in the hulk. Fim conl.llct confirmed the report' but, beyond 
thil, there was no lign of life aoo. rd the space hulk. A hlndful of 
squad, wele sent into the hulk to scOOI il - thele squads included 
Tenninllou and Librarians ass igned to invcltig.1c the deepest and 
most dangerous leveh of the hu lk to search out the source of Il1c 
psychic Id.ivily. 

The squam advUlced slowly, checking each .rea and 6edaring it clear 
- the hulk WIS apparau.ly dcsc:ned, abandoned lon& I,D 10 the i1tvagcs 
of deep IJN'CC. At the end of thei r first sweep, SqUid Mluhias 
approached \he control centre I' the he." of the space hulk. A few 
screens nickc~ dimly with !he dying cnc'Ii« of the hulk', power 
planl but the control centre ,;u otherwise quiet. 

Suddenly the: scannen went wild. There were blip' everywhere I Then: 
was movement on all sides IS the Genelleaien pou.w !awards them. 

They were Clught in an ami_uhf 

OBJECTrvES 
The Space Marine player is Itk:mpling 10 get hi s f(!fees cle.r of the 
."bu,h lrea. TIle Genesteak:r pllyer il limply uying 10 kill as many 
Spice Marines II pos~bl.e. 

Space Marines 
Squad Matthals 

FORCES 

One Sergeant with storm boh~r and power glove. 
One Codider (leve.l2 psyker) with storm boller Ind force axe. 
One Spice Ml rine with asSIUlt CIInnon (one reload) and power gloye. 
One Space Mlrine with lightning cllws. 
One Space Mlrine with stoon boller and power glove. 

Genestealus 
The GcncsteaJer pllyer beginl with" Blips and receives I Blip per 
tum II reinforeements. 1lteGeneltealer player uses the expanded Blip 
set and may liso choose to use ambush OOUIllen, The lettered Blips 
represent the following Hybridl: 

A Level I psyker unlrmed 
B Level I Plyker unlrmed 
C Levell Plyker unlrmed 
o Level l Plyker unarmed 
E Non'PIyker with bolter 
F Non'PIyker wilh boll pistol 
G Non?Yker with Jugun 
H Non-psyker willi IUtocannon 
I Non'PIyker wilh minile launcner 
J Non'PIylr.er wilh chlin.word 

DEPLOYMENT 
Space Marines 
The Space Marine player pllcel the sqUi d anywhere on the IWO 
marked sections, on any facing and on overwalch ifhe chooses. 

Genestealers 
The Gene.lealer ltaning forces enter II I Blip I I each oJ the four 
primary entry lreas. Reinforcements can come on alany entry lrea, 
primary or secondary. 

The Genestulen move nrst. 

SPECIAL RULES 
Both playen u.e psychic cards. 

The Space Marine pllyer can $C(:ure cnlry aren. 

VICTORY 
'The S.-ee Marine pllyer wins by gClting at least three Space Marines 
off the board I I the mllted exil poinL The GcnesICIIlcr pllyer wins by 
Slopping any Space Marines from reaching the ex il point. Anything 
else il I dr.w. 
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GENFSfEALER INVASION 
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The Genes!ealera had !til h.rd. They'd cauahl the Spac:c: M.rines in 
~pared .mbuahes and all them off. The Spal.'e Marine. IuId been 
cxpec:tinglOlllc psychic activity but luIdn', been prqM.mI (Of Ihe high 
proportion of Hybrids rlcinS Ihem. Mlny of Ihe . quads h.d been 
wiped out - tholc Ihlt lurvivcd lugel), owed their livCl 10 the 
pracna: d the Librarian •• 

11K: awvivon were cut 011 and scauered around !.he hulk. They knew 
thll • second asSlluil would be lunched by the main body of Spwe 
Marines but it WQUld be some time before they were n:licved. They 
wen: ordend 10 link up ready 10 .trike in fon::e once the ICOOnd wIve 
d Space Marines .tuoeItcd. 

To Tegroup. the rem.ining .quld. hid to fight their way through 
hcavily-defended wrridon. But I.IIllen they could join together, they 
flced certain death - the outnumbering GeneSlealer fOl'cu would 
ovel"C>Jme them by shccr force of numben . 

OBJECTIVES 
The Space Manne pl.yer i . lIying 10 link up Squads Octavius and 
Nicodanul with Squad AntonilU and move them .U OUt olthc danger 
lru. The Gene.nealer player is trying 10 wipe out IS many unitl as 
possible. 

FORCES 
Space Marines 
A - Squad Octavius 
One SeIJelint with 5!onn bolter and power sword. 
One Spece Marinc with thlmdcr twnmer and stonn shicld 
One Spaa: Marinc with ltorm boiler and power glove.. 

D - Squad Nkodemus 
One Lexicanian (Ievcll psykcr) with stom! boherand force DC. 
One Space Marinc with Iionn boiler and power glove. 

C - Squad Antonius 
One Epistolary (Icvd 3 psykcr) with stom! bolter and (Ofa: axe. 
One Spaa: Marinc with flamer and powcr ,love. 
One Spaa: Marine with storm boiler and powcr glovc. 

Campaign Forces 
If the Space MarinC!$lost the laslgamc, Squad Anroniul doesn'l have 
thc Space Marinc with stonn bolter and powcr glove.. 

GenesteaJers 
Thc Gcnc!tea\cr player gets no starting foroes but TttCivcs 2 Blips per 
Ium. These are Ilkcn from thc cxplndcd Blip I Ct, nOI including 

• ambush ccumcn. The Ifttered Blips tepreJefII the following Hybrids: 

A ~vel I psykcr unanncd 
B Levell psykcr unanncd 
C ~ve12 psykcr unanncd 
D Level 2 p',ykcr urllnncd 
E LcvcJ I psykcr with bolter 
F ~yci I psykcr with laspiuol. 
G Non-paykcr with pluma pino] 
I I Non-plykcr with autOCInnon 
I Non-psyker with missilc IIWlchcr 
J Non-psykcr with convcnion bcamer 

DEPLOYMENT 
Space Marines 
Each unit SUIU on thc releyant mlrked &eCtion. 

'The Spa« Mulnes move nrst.. 

Genestealers 
GenCiliealcn mly entcr It any Or tlle markcd entry poinlll. 

SPECIAL RULES 
Both playcn use psychic cardl. 

The pllycn lIkc it in tuml (Space Marine player fint) to place I U the 
crate and rubble counten in the 3-widc corridor sections. These 
cannot be placed where they wQUld block movement lOIaUy - IhcI1l 
mU5! alwayt be. clellr route through. 

VICTORY 
The Spaa: Marine player wins by gcuing at Jellst one Ml rine from 
eIIch squad, including a! least one of thc Liblllrians. off the bollrd at 
the mlrked exit poinL The Genestealer player wins by killing .U the 
S~ce MarinC!$. Anything between these two conditions ill draw. 
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GENF.Sf£ALER INVASION 

r-- HAMMeR AND ANUIL 
. 

FinaUy the order to launch Ihe seoond wive came through. From the 
outer Ireal of the hulk, squad. would punch their wly through, 
desttoyingUte Genestealen and ImilRin, thair defensive cordm to 
reaeh the St-ce Marines remaining in.ide. 

AI the lame time, me lurviving Space Marine, in Ihe ship would 
I.uneh I eounteratuck to break out - the Geneuealcn would be 
tavJht from bcllh ,ida: md!heir raiJlanOe muhed. 

Bul precious time had been loti in the iIlitiallIOOUting and ftOarouping 
mlnOCUYl'CI -the Gc:ncstc:akn wen: ,olin, strongcr by the minute .. 
mon: of them came 1M of hibernation from their klnglnlYc1 through 
space. And many of the newly-awakened Stellen weft: powerful 
Hybrid pl)'kcn. To land. chance I,ain.t Ihe Stealcn, the Space 
M.riI'I« had to fXlI'Ilmit Iheir 0'NlI IltOng p.yken to the baule. 

OBJECTIVES 
The Space Marine player il lucmpin, 10 lei Squid Gideon (the 
n:inrorccmenU) Ihrough 10 Squad Luciul' deployment area (8) by 
moving the lurvivors of SqUid Lucius back 10 help them. The 
Genestealerplayer is panicu1lriy trying to kill the Captain and me IWO 
Librarian •. 

FORCES 
Space Mllrlnes 
A-SqulIdGldeon 
One Capuin with ltonn bolter, power IWOrd and power Illove with 

lrenlde IIl1'1cher. 
One CUe( Libnriln (level 4 psyker) with Ilann bolter II!d force axe. 
One Space Marine with Uillult f;lJlOOII (one relO*i) and power &love. 
One Spice Mlrine with ClIrnerInd power llove. 
One Spaoe Mlrine with nann bolter and chlin filL 

B-Squad Lucius 
One SergClflI with IlOnn bol~r and power Ilove. 
One Codieicr (level 2 psyker) wilh IlOnn bolter and force axe. 
One Space M,rine witl1 stann bolter and power slave. 

Campaign Forces 
Hlhe SpIce Marinel lost the last lime, SqUid Luciul docln't hive the 
.sp.ce Marine with IlOnn bolter II\d power glove. 

Geneslnlers 
1bc GeftCllcaler pllyer .I.IIU witl1 2 Blipi .nd rueivel Inothe r 2 
Blip' per tum as reinlorccmenu (1110 lee Specill RulC$). TheIe C&rI 

be liken hem the upandcd Blip set, with Imblnh counteR if desimi. 
"IlK: lel1cmi Blips rcpracnllhc: following Hybridl: 

A Level 2 psyker IUUInned 
B Level 2 plyker unlnned 
C Level 2 psyker with 1.llun 
D Level 2 psyker with power IWOrd 
E Level 3 Qlyker with boll pinal 
F Level 3 psyker with pllSml gun 
G Non·psyker with heavy bolter 
H Non-plyker with IUlOC&llnDn 
I Non'psyker with nti"Ue IIUTlcher 
J Non-plyker with (:Qlvenion belmer 

DEPLOYMENT 
Space Marines 
EIeh lI'Iil deploys in their respective lrea mlrked on the mI{). 

WOO8 

GenesteaSers 
GcnCllcllcn mlY enter II.lny of the mlrit.ed enlry poinu. 

The Genestulen mon ftrst. 

SPECIAL RULES 
Bo&h pbyen use JlIyehie Cllth. 

Securing Entry Are .. 
'The Space Marine play=- ml)' secure entry lreal. If III the entry lreas 
on one side of the bot.rd Ire 1CICIIrcd, the Gcnellealer pllyer 1l0C$ to 10 
I reinforttment Blip pet 111m. 

Ambush Counters 
If the Genesleller player uses an Imbwh oounler and il il revealed IS 
I Genellcaler, tl1e Gcncstcaler il nOl I Purelulin II nonnal bul In 
unlnned level 3 Hybrid payker which hIS leleported into the lrel. 
Obviously, the Geneste.ller pllyer hIS 10 choole whether 10 draw 
Imbulh counteR in an Ittempt 10 let I psykeror keepdrawin& nonna! 
Blips. 

VICTORY 
The lime ends when III the Space Marine. Ire citherdead or in Squad 
Luciul' deployment lrea (B). 

The Spice M,rine pllyer wins by &cllinl the Clptl in , the Chief 
Librlrian Ind It least IWO otheR 10 SqUid LuciliS' deploymentlrel. 
The Genelleller pllyer wins by killinl the Clptain and both 
Librarilnll. Anything else is I dnlw. 
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37 SUPERBLY DETAILED PLASTIC CITADEL MINIATURES 
for use with 

rADvANcEDI 

..;!.LI..!.I.K.!' IJ..oJ±I'J' j+1 .. 
:..J.r'lJ !J ~ C:.J lft :::I 1 .:.r.:l 

3 Tyranld Warriors 
12 Genestealers 

4 Genestealer Hybrids 

10 Space Manne Scouts 
6 Tennlnators 

2 Terminator Librarians 

Miniatures require assembly and are supplied unpainted. Banners not included 



DELLIN 
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WARHAMMER FENCES, WALLS AND HEDGES 
BY DAVE ANDREWS AND PHIL LEWIS 

This month, Dave and Phil will be showing you how to build fences, walls and hedges for your 
Warhammer Fantasy and Warhammer 40, 000 tabletop batUes.lfyou'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. 

TOOLS AND MATERIALS 
You'll need 5mm thick foam ~.rd - a foam sandwich 
with thin card on the outside. Foam card is available 
from art shops or graphic suppliers at around £6.00 for 
an 800mm x l,OOOmm sheet. 

Mounting urd (for the bases) which can be bought al 
most art shops for around £1.SO. 

The other two main materials are thin cardboard (the 
card from cereal packets is just right) and baLui wood. 
You' ll need a sheet of 2mm thick ba1sa and a length of 
4mm square OffCUL Alternatively a 4mm sheel will do 
just as well, although this will prove more fiddly 10 cut 
ouc 

• 
All-purpose nller or c:ontour putty such as Teuion or 
Polyfilla - from a DIY shop. 

All-purpose glue or epoxy gel suitable for card, plastic, 
balsa wood etc and PYA glue - from DIY or stationary 
shop. 

ModelUng knJre with replaceable blades - from a DIY 
or model shop. 

Sc:1ssors. especially if you're cuuing thicker cud. 

Steel ruler and,set squan. 

Steel wool for the hedges. Available from DIY shops 
for about SOp a packel 

Coral sand available from pet shops. 

Sc:enk or railway nock, From most model shops. It's a 
good )dea to keep your t10ckJsand in a small cardboard 
boll. to stop it going everywhere. 

Malt blac.'k spray paiDI - ror Wlden:oating the hedges. 
Can be bought from most DIY or Cat accessory shops. 

Cutting sudKe. for example a piece of thick card OJ 

hardboard - the main thing is to make sure that you 
don't end up digging great chunks OUI of your dining 
room table. 

FENCES 

I. We'll start with the base. Take the mounting card and cut it 
into strips about 20mm wide and I50mm long. It's a good idea 
to round off the comers so that the fence sections may be fiued 
together at different angles, Cut the edges irregularly as shown 
in the photo above. 
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2. To make the fence parts cut an 80-JOOmm long strip from 
the 4mm thick sheet/offcut of balsa and divide into 4 sections 
20-25mm high, 
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3. Glue the posts to the base at ~gular intervals with multi­
purpose glue and leave to dry. You may want to add • small 
AmO\DIt of DAS or similar modelling clay around the bottom 
of the posts for extra strength.. 

CUI two strips from the balsa sheet about 2mm wide and 
ISOmm long for the horizontal rails of the fence. Place them 
against the posu and mark with a pcn or pencil where the 
middle o f each post comes to on !he rail . Cui the rail into three 
at these. marks and stick to the posts with multi-purpose giue . 

.5. When the rails are fllndy in place. apply I coat ofPVA glue 
to the base and dip it into the sand box (as shown in the above 
photo), Allow the sand 10 dry for half an hour or more before 
painting the bue . 

6. lfyou're feeling a bit more adventerous, you can add. gate 
10 your section of fence like the one in the photo above. This 
glte has been made by sticking 2 extra ,ails to the middle 
section, while extending one of the posts to incorpullc I 
diagonal cross piece. 



WALLS 

1. Cut strips from the foam board about 20-3Omm wide and as 
long as required. Ours was about l5Omm. Using the moWlting 
card, CUI out a base about 20mm wide and as long as you 've 
made the wall. Stick the edge of the foam card to !.he base 
using multi.purplse glue. As you did with the fence. trim the 
edges so that it fiLS together at right angles. 

2. Using the Ihin clTd. cut out small rectangles 6mm wide and 
12mrn long. Use these as capping stones by sticking them to 
the top of the wall. Cut smaller stones from the card and place 
these at irregular intervals along the sides. 

3. When all the stones have dried (allow 30 minutes to 1 hour), 
carefully paint a Ihin wash of all-purpose filler over the wall 
using an ok! brush. This gives the model a rough tellrure closer 
to !hal of I real stone wall. 

'",", 

4. When the filler is thoroughly dry, texture the base with sand 
as you did for the fences. 

5. Once you've made your basic wall. you can add different 
sections. This damaged section has been made by cutting an 
irregular hole wilh the a modeling knife so that it resembles 
brick ends. The resulting bits of scrap foam card can be CUI 
into rough brick shapes and used 10 fonn the rubble al the 
base. For futher effect, coral sand can be sprinkled on lhe 
rubble 10 give it a more shattered look. 

6. A higher wall provides more cover although it prevents 
miniatures from firing over it. The lOp of the wall has been 
sloped on one sKie as shown above. The tiles are then stuck on 
the angled side so Ihal they overhang. The buttresses are 
simply scraps of foam card cut into strips and angled and tiled 
as before. The gateway is all out from the walllll1d the slOnes 
are made from mounting card which has been shaped and 
stuck o n the wall where required. The wall is again washed 
wilh all.purpose filler 10 match the olher walls. 
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HEDGES 

l. Using an old pair of sci.ssors, unravel the steel wool and cut 
a piece to the size you require (do not use your hands to pull 
apart the steel wool as it can quite easily cut you). h 's I good 
idea to have a miniature handy to make sure that the hedge is 
!he right scale • 

2. Stick the steel wool 10 • suitably-sized base made from 
mounlin. cud with the all-purpose glue (you may find that 
you'll have to hold the steel wool in place for about 4-5 
minUies 10 get a firm bond with the base). Shape the base as 
explained in fences with a modelling knife . 

SAFETY FIRST 
It's worth reminding you that modelling tools can be 
dangerous if they're used carelessly. Remember, they're 
sharp and they cut - and ii's 50 much easier to make 
these models if you've still gal fingers! 

The most important safety rule is: make all cuts away 
from your fingers. It's also much safer to cut through a 
sheet of card or polystyrene with severallighter strokes 
than wilh one heavy stroke. You're far more likely to 
slip when pressing too hard so you'll rind that you 
actually get a much suaighler cut with lighter strokes, 

Always usc a new shlllp blade _ sharp blades are a lot 
less dangerous than old blunt ones which you have to 
press very hard to cut through anything. 

If you're unsure or what you're doing, then ask ror 
some help, cspct:iaIly if )'(lu're a )'(lung modeUcr. 

3. When the base is dry, spray the hedge black (ellSure that the 
room you're in is well ventilated) and leave to dry. Using an 
old brush. coat the hedge with PYA. Try to get an even coating 
on the outer surface rather than large blobs. 

4. While the PYA is still wet, sprinklegrcen Dock evenly over 
the hedge as shown in the photo. Leave the hedge to dry 
ovemight and, if necessary, paint the base the following day. 

5. You can make a hedge thaI has been repaired with a section 
of fencing (as shown above) by using two separate pieces of 
wire wool and some scrap balsa wood. 

lfyou've got any questions on making buildings and socnery, or 
on modelling in general . why not write to Dave and Phil a t 
Game:5 Workshop Delign Studio, Enfield Chambers, 14-16 Low 
Pavement, Nottingham, NGI1DL. They'Uanswer the most 
commonl Y-lI.5lr.ed questions in forthcoming Modelling 
Workshops. If you want some specific advice on the buildingl or 
ICmIin that you're making, drop into your local Games Workshop 
store and the friendly staff there wi ll give you expert tips on 
modelling and painting. 



GOLDEN 
DE ON 
With Golden Demon 91 approaching fast, now is the time to start painting your 
miniatures for the regional finals. Some of the categories have changed from last 
year and there's a new set of rules given below. All miniatures must be either 
Citadel Miniatures or Marauder Miniatures (or a combination of the two) and they 
can be metal or plastic. 

1. SINGlE MINIATURE 

Single Minil.ture mean5 just what i1 says, one miniature mounted 
on U\ ;lppropr~le base, .... hich should be no largel" than 25mm 
squire. The overall heigtu of model plus base must not exceed 
SOrrun. Apan from the necessary cleaning and ptepar2tion prior to 
palntiog. the minlarure tnu${ not be convmed in any way. No extra 

models, bits of models o r bought accessories can be used as 
scenery on the base, though you a re allowed to .5cntch build 
accessorle.t fCK use on it. JuS!. beat in mind that in the miniature 
that is judged, nOl the base.. 000'\ forger. that you can use any of 
the miniatures that fil on smaller bues - Snollings, Dwarfs, 
Goblins CIC. Miniatures which go on 40mm It -'l0mm bases should 
be enlered in the Monster categosy. 

1:. M()Ultr(I'ED MlNlAtlJRE 

Within !he: size limit olSOmm squue by 125mm high, we're givin8 
you. fairly free hand In this category. limited conversions are 
allowed and it's acceptable to use a miniature not necessarily 
designed as a rider but which i$ converted as such. The same 
applies to the mouN. The main te$triction b that only one rider 
and one mOUN are aUow¢ on the base, and the rider must be 
sitting on the mount. Weapon swaps, banners, re-positioning 
mIniatures etc are all acceptable, and machines Qet Bikes, for 

be used as mounl$. 

First place 1990 Monster by Marlt Gibbons 

3. MONSTER 

This category includes any miniature designed to stand on a 
40mm .$quare base or larger (lncluding Blood Bowl mOll5len), up 
to the maximum base restriction of lOOmm J[ 70mm. The 
mu:imum height of base plus modd is 9Omm. Only one miniature 
i$ a allowed per base, with no extra model or model pans, u in 
the Single Miniatures category. Remember Wt ifs the miniature 
which is judged on the contell:t of the base, not the other way 
~nd. 

4 . COMMAND GROUP 

Thill i$ a group of four miniatures mounted on the offiCial sized 
bases for g1lJl.ingto form a command group for either Warhamme:r 
Fantuy Ballle or Warllammer 40,000. The miniatures may either 
be on foot or mounted and must contain a generaVcommander, 
nandard bearer, hero/champion and one other modcl of your 
choice. The overaU height of the group must not eJtceed 80mm 
and the bue size for each $hould be no larger than 50mm square. 
The miniatures Oltl be convened. 

5 . EPIC BATlU!FORCE 

This is a group of Ep ic scale mini"ures headed by a Titan or 
Garganl. The banlcIorce maybe of up to 2,000 gaming poinLS, plus 
the Titan or Gargant, and Mlould be approprlstcly ba.sed. Entrants 
should provide a typed roster sheet detaUlna their" baulcIorce. 

6. VEHtaE aASS 

Thill is perhap5 the most difficull category to describe. The bue 
size rC$lriaion is ~ J[ l50mm wilh the ovcn.ll height. of the 
modcl (induding the base) being no mote than ISOmm. For ease 
of judging, Ihe basic vehicles arc limited to any which are 
available from Games 'XbrXshop in pJutic kits. The basic vehicle 
body can be convened and modified as much as you like,.so long 
as it fit.s within the dimensions given above. Scratch·built terrain is 
allowed, but there must be no more than five enra models on the 
base or vehicle. 

7. VlGN£ITI! 

lbere mUA be at least two models on the vlgnene, although there 
is no upper limit. The bue size resriaioru J.s 125mm J[ 100rnm 
wilh the overall height of the model (lncluding the hue) being no 
more Ihan I 25mm. You are free to conyen or scratch build 
models. Bur in mind Imt quantily doesn'l necessarily mean 
quality - you don't need to cram hundteds of models OntO the 
bue. A vignette must portray a theme or an eve nt, and !his is 
usually best achieved wlh 5 or 6 miniatUtef at the masl. Two wcll 
pasilloned mOOeb in the right setting can make an excellent erury 
- it', simply a case of applying some thought to the matter. 

• 

• 

_. 

• 



• 

• 

• 

HOW TO ENl'ER 
You may enter oocc Into each or the ClUegories if you wish. 

IN BRITAIN 

To enler, all you need 10 do Is pick up an entry form from your 
local Games Workshop or a ny oi llie: stockists listed to the r ight 
and then return it completed with your painted miniatures to the 
store. It's a good idea to place a .sma.ll Slicker on the hue of each 
enLry with your name and telephone number on it . 

Your painted miniatures must be handed In at your local Games 
Workshop or listed stockist by the following dates, 

_Mud> 
6thApri1 
13th April 

Single Miniature and Moonted Miniature. 
Monster, Command Group and Vehicle. 
Epic BattieIorce and Vignette. 

Regional judging will be on Saturday 20th April 1991. 

IN USA AND CANADr\ 

If you Jive in the USA or Canada you can emcr the Golden Demon 
Awart:b through any Games Workshop Ita-c. JUst telephone your 
nearest store for further details . 

REGIONAL WINNERS 

The best 10 entries from each Games \Xbtkshop store and the best 
3 entries from each other stockist recieve Golden Demon badges 
and certificates. These winners will go on to to represent their 
regio n in the Golden Demon final at Derby in May 1991, with a 
dunce of wlnning the Go lden Demon Slayer Sword 

• 

You can enteflhe Golden OemonAwams at your local Games 
~hop $lore - see the Stoce News pages £0£ the addresses 
of all the Games Workshop stores. 

If you can't get to a Games Workshop store, you can also 
enter at My orthe rollowin8 stoteS: 
WONDDnrOlUD, 805 CHlI5'TCHUICH toAD, 9OSCOMIlI!., OOURNDtotrrn, 
TI!L" 0102 oC22J6( 

TO~ OP CHen1:!Il, l'I WATl!ROA1'l: 5TI.~, 0iEST!!R. Oil :zu.. TEL., 

m~ """" 
GAMIlII AND KlZZUIS, SlIISAACS WAlX, OOLOlEST!!R,1'EL 0206 57081 

n:tJaO MIaIO, UNrr I , BRlOOt HOUSE, NEW BIUDeit STlII!IIT, TlIlJlO. TI!L" 

''''" .... WAIl AND PEM:Z, 8 Uf'FO ORWEU. STRarr. IPSWICH, Tfl.;047! 2S8~ 

ANOTtIIlII wo.w. n 5rt.Vl!l STlI!I!T. 1.£ICI!S1'EK. T£L: OS~ SIS266 
ASHIRn, 9·10 MIN'! MARKET, UNOOl}l, TEL: osn ~lOl68 
COMPVrD.a U!BlIIIIi!cmnu, 117 HIGH STRarr, ORrINGTON, TEL: $ 
~1101 

sovrHSEA. MODEU a GoUlIlII, 69 AlBERT lOAD, 5Ol1TM5fA, 1'EL 070S 

m'''' 
MNTAST woalD, 10 MAUET SQU.u:e: ARCAOI!, HANt£Y. S'TOJQ!.ON· 
TlIENT, TEL: 07'82~79294 

SPOT 0/'1 MOOIIU, 43 HAvr:LOCK SlllElIT, 511'lNDON, TEL: 075'3 617302 

David Soper 1990 Golden Demon Slayer Sword winner 

David Soper's out.sumding Nurgle Predator, winner o/the 1990 Golden Demon Slayer Sword 



RETAIL SPOTLIGHT 

SIX NEW ~~=v.=.n~~,. 

STORES NOW OPEN 
.,~.\\ ~,j ~1.!:U:(.l:ld,l TORONTO 

331 QUEEN STREET WFST. TORONTO, ONTARIO, MSV 2A4 

OPEN 11 .00un -S.OOpm 
CLUB NIGHT: EVERY NIGHT 

CONTACf: MIKE CHENEY 
/~ TEL: (416)S9S-t709 

'OW DT --
01'" I - IL 

~ O-O DO[ 
_.- DID 0 100\[ 

.l.\~\~,j Y!J;!:('l!l!:~l HULL 
30 PARAGON STREET, HUU. 

OPEN II .OOam- S.OOpn 
CLUB NIGIIT: EVERY MGIIT 
CONTACT: DAN DOUGHTY 

1 , 

.,.\\\~,j Y!J;I:('lli~lCROYDON 
UNIT 35 DRUMMOND CENlRE, KEELEY RD. CROYDON 

OPEN II.oo.m - 8.()()pYl 
CLUB NIGHT: EVERY NIGHT 
OONTACf: PAUL HARRISON 

TEL; 08 1 680 4600 

.,:-,\\ ~,j Y!J;I:<,1:t0,l LUTON 
12 PARK-STREET, LUTON. LUI3EP 

OPEN I UXMrn - UlOpm 
CLUB NIOlIT: EVERY NIGHT 
CONTACT: LANCE FIElDING 

TEL: (QS82) 417474 

~ 

., .\~q,j Y!J;I:<,1:10,l SHEFFIELD 
16 f1TZWll..UAM GATE, SHEFFIELD 

OPEN 11.00am - 8.CXlpm 
CLUB NIGHT: EVERY NIGHT 
CONTACf: RICHARD GRANT 

TEL.: (0742) 7S0114 

IA 8USH HOUSE, NEW INN HALL STREET, OXFORD 

OPEN Il.OOatn - 8.QC¥n 
CLUB NIGHT: EVERY NIGHT 

CONTACT: STEVE RAY 
TEL:086S242 182 

RETAIL SPOTLIGHT 
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NEW WARLORD TITAN WEAPONS AND EQUIPMENT 
BY ANDY CHAMBERS. ROGER GERRISH AND KARL nBBUTT 

The Warlord class T itan is one of the o ldest and most 
numerous Titan designs serving the Imperium. The 
origi nal Warlords were built in the Dark Age of 
Technology and literally mill ions have been built in their 
image during the long and bloody history of the Empire. 
The Wulord is thought to be the first truly successful 
meshing o f machine to cybernetic personality imprint, 
creating a machine which could move and balance 
'naturally' without constant supervision from its crew. 

The original personality imprint for the Warlord was and 
still is that of the great grizzly bear. This principle of USing 
predatory animals as personality imprints in war machines 
holds true o f all Imperial Titan lypeS. The Wafhound, for 
example, contains the personality imprint of a mastiff or 
wolf. The natural ferocity of such personalities naturally 
makes them harder for a Princeps to conLIoI but, once he 
does, the performance of the Titan is far more deadly for 
the presence of th:ll cunning, predatory mind in the 
machine itself. 

The Warlord remains popular with all the orders o f 
Collegia Titanica. Wherever they appear, the Warlords 
strike te rror into the enemy as they Slride into baule. Often 
the angry roars filling the a ir from their psycho-war 
projectors are alone sufficient to rout the enemy. The 
Warlord's well-documented handling characteristics also 
make it a favoured field teSl bed for devices cr&.lted by the 
research orders of the Oivisio Investiga.tus. 

In this art icle, we reveal a few of the more common 
upgrades and variants of the Warlord class Titan to be 
encountered, particularly in relation to Siege Titans and 
the dread Chaos Titans. 

NEW TITAN RULES 
. PSYCHOLOGICAL EFfECTS OF 

TITANS 
The awesome might of Titans is enough to make all but 
the braveSl warriors break before them. To represent the 
effect of Titans during a game, use the modified morale 
table below and include the following new rule; 

InfanlIy and light vehicle detachments which are 
within 24cm of an enemy Titan or Gargant in the 
orders phase must take a morale check, even if 
they Slill contain surviving command stands. 

To bring the morale table up to date, we've a lso included 
the necessary modifierS to make it applicable to all races. 
Roll 106 for the detachment taking the test and apply all 
relevant modifiers, look up the modified roll and apply the 
orders indica.ted to the detachment for that tum. 

MORALE TABLE 
Modified Ole, Roll 
7 or ITIOfe 

...... 
p~ 

p""", 
Fall Back 

P.rmltted Ordere 

A", ... 
2 ar IBIs 

F8I1 Back or No Orders 

Fall Back, roul teSf 

Nonn.I modifiers 
Defachme-nt (all unllJl) In hard cover 

Each remaining commander, champion, leader or 
ttlmmand stand in detachme-nt 

Detaduoont had Ian back orders l!l!It rurn 
Detachm&nt has two or less remaining units 

Enemy Titan withio 24cm 

Troop Type Modifilrl 
E~ta Detachment 

Eklar Aspect Waffiors 

Space Marines 
Sq~. 

., 

., ., ., ., 

.2 ., ., ., . 
Squat Hearthguard within 12= of Squat detachment +1 
Ork Nobz +1 •• 

Chaos Cultists ·1 ... 
Planetary Delence Faroe. ·1 

• Squa~: Squats may count the hard cover bonus il in a hollow 
square formation. Squats may have ~r$t fire orders instead 01 no 
orde". 

.. Orks: All Orb (notjU$t Nobz) receive a +2 bonus ilthe Boss 
Gargant is within 48cm and still firing. 

••• Cultl,ts: Cultists have a +2 modifier instead of -1 if Daemons 
of their Patron Power are within 12cn"1. See the Chaos army ~st 
lor details of morale bonuses !rom the horde commalld&r, bailie 
leaders and Artilad Weapons. 

TITAN CLOSE COMBAT 
WEAPONS VERSUS BUILDINGS 

Any Titan in base-to-base contact with a buildin g may 
attack it in the close combat segment of the combat phase 
using close combat weapons. The Titan may employ any 
close combat weapons it can bring to bear and receives 
a.nd +2 modifier to hit. See the close combat weapons 
summary for the dama.ge different weapons innia on 
bUildings. 

TITANS USING INDIRECT FIRE 
Titans with RELAY may fire indirect with the following 
weapons: 

Macro Cannon 
Multi-Launchers 
Suppon Missiles 

Titans use the same roles for indirect fire as vehicles. 
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NEW CLOSE COMBAT WEAPONS 
pown RAM 

This weapon is a n 
e lectro-hydra ul ic 
ballering ram o ften 
carried by Siege 
Titans. It's hardened 
adamantium beak is 
eq ually dangerous 
against both Titans 

and buildings. The power ram delivers a high-velocity 
strike capable of punching through the thickest armour 
and inflicting ma}or internal damage. 

Do""", 
W .. ponType To Hit V.TIlan. V.Buildlngs 
f'owerRam ,,+ l00ailic:alhits 103 critical hill 

BATTLE CLAW 
The battle claw is a close 
combat weapon most 
commonly seen on Olaos 
Titans. Its huge hydraul ic 
pincers can grip and twist 
Titan arms and weapons, 
or sheer through metal as 
they powerfully snap shut 

Do""", 
W"ponTyp" ToHM V.TIt.n. V.Bulldlngs 
BanleCl8W ,,+ l03eriticallVts 1()3.1criticalhiu 

ENERGY WHIP 
This dose combat weapon is used 
exclusively by Otaos Titans. The triple 
whip lashes against the target causing 
lig ht damage but also acting as a 
conductor for a massive e lectric ;olt 
iiltended to burn out circuitry and 
control systems in the opposing Tit.an. 
A successful h it w ith an energy whip 
auto- mat ica lly In nicts one psychiC 
shock in addition to any other damage 
done. The energy whip is ineffective 
against buildings. 

WRECKER 
The wrecker is simply a large weighted 
ball swung at the end of a reinforced 
chain. Its primary purpose is to deliver 
crush ing blows 3g3inst buildings 3nd 
fonific3tions, though its tremendo us 
power means it 3150 makes 3n effe<-tive 
dose combat we3pon. 

W .. pon Tn­
Energy~ 

To Hit 
3. 

•• 

00 ...... 
V. Tltsn. Vs Buildln\ils 

103 .superliciaI hill Nor!e 
plus psyc:hie sI'lDdI; 

1 eri~cal hit 103+1 critical Oilt 

POWER SAW 

WMpOII Tn- To HI 

Powtrer Saw 3+ 

The power S3W is 3 simple 
vari3nt on the st3ndard 
chai n fist used by m3ny 
Titan orders. Its whirling 
3d3 manti u m -t ipped 
blades can slice through 
3rmour, weapons and 
power cables to cripple its 
enemy. 

Do~ .. 
V. TlWn. Vt Buildll'llils 

lD2 critical hits 1 ail'icalhit 

CHAOS TITAN TAILS 

The degenerate Chaos Titans have mutated to become 3 
hellish mixture of nesh and metal. Some of these 
monstrous cre3tions carry we3pons mounted o n long, 
sinuous tails, using them to crush 3nd gouge the ir 
enemies. 

Any Otaos Titan can be upgraded to carry ta il-mounted. 
weapons for an extra 30 points per tail. Each ta il-mounted 
weapon gives the Titan an extra improvised close combat 
attack which it may use in any di re<-tion. 

• 

• 
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NEW WEAPONS 
LIGHT SUPPORT MISSILES 

All the following missile types are light support 
missiles. light support missiles are designed to give 
Titans of all sizes increased short range firepower for 
assaults or Titan-hunting. 

A light support missile counts as a grade 2 heavy weapon 
which may be attached to any configuration hard point on 
a Titan, induding the arms. Though light support missiles 
are one-shOi weapons, it is permissible for a Titan to carry 
more than one missile per hard point if the grade of the 
hard point permits it. You can represent this by gluing 
several missiles together and fining them to hard points as 
appropriate. 

DEMOLISHER MISSILE 
The demolisher is a one-shot armour-piercing missile 
sometimes carried by Titans for dealing with heavily­
armoured targets. It has an adamantium tip to carve 
through the target's armour before the melta warhead 
detonates to complete the act of destruction. 

A hit by:a demolishcr missile causes ID3 automatic critical 
hits against an unshielded target. A target protected by 
void or power shields will suffer only onc hit from :a 
demolisher missile. • 

BARRAGE MISSILE 
Thc barrage missile is another one-shOi support weapon 
developed for Titans by the Divisio Investigatus. It has a 
multiple w:arhead configuration intended mainly for 
depleting void shields but also useful for an arca effect 
against light targets. 

Vehicle and Titan targets within the burst of a barragc 
missile will suffcr 106 hits ifthcy are arrected. Hits from a 
b:l.rrage missile will knock down void o r powcr shiclds 
normally but wi ll only score superficial damage. Infantry 
targets in the burst of a barrage missile are affected as by a 
standard burst weapon. 

HARPOON MISSILE 
The harpoon missile employs the same launcher system as 
that used for the demolisher but del ivers a less devastating 
warhead with a more insidious errect. If the harpoon hits a 
Titan target and scores a critical hit, it's barbed head lodges 
in the Titan. In each subsequent end phase, the Titan 
suffers 103 superficial hits from the random electrical 
surges produced by the missile. 

If any of the superficial damage caused by the missile 
C"annOi be applied to the Titan for any reason, the missile is 

assumed to have stopped funct ion ing and will cause no 
funher damage. If a harpoon hits any target other than a 
Titan it has no special effects - roll for damage errects as 
normal. 

VEmcu: AND TITAN TARGET WEAPOl'\S TABLE ..... ToHIl. Cn"," 
W_ ... ...... long ....., 

""" Hit Roll 

Demolishllf MiAiII ""'" ""'" 3. 5. "" Critical Hill 
881T8Q8 "'''~8 ""'" ""'" 3+(8) 5+(81 "" Supel'fldal Hits 
Harpoon Millile ""'" ""'" 3. 5. •• 

INFANTRY TARGET WEAPONS TABLE 

Barrage ", .. lIa 
Harpoon ", .. ile 

Rang. To Hit Saving 
Shott Long Shof1 Long Ron Mod. 
3Oc:m 60cm 4+ 8.. -2 

3Oc:m 6Oc;m 3+(8) 5+(8) .\ 
3Oc:m 60cm 4+ 6+ ·1 

CARAPACE MOUNTED 
MULTI- LASERS 
Warlords fighting in built-up areas are 
sometimes fitted with multi-lasers 
replacing the rear banner mounting 
points. These act to cover the Titan's blind 
spots againSl infantry assault. 

Because of their complex molion-scnsing arrays, carapace 
mount multi-lasers can snap lire regardless o f the Tit.an's 
orders, though they still suffer modifiers for the Titan's 
movement where applicable. 

Carapace mount multi·lasers have a rear 180° fire arc, are 
grade 1 and add +20 points each to the cost of the Titan. 
They may be increased to a maximum of grade 3 at 20 
points per additional grade. Note that there is no hard 
point or configuration cost to fit carapace mount multl­
I=~ 

TRIDENT 
(' Trident is a highly 

specia lized weapon 
system employing a 
rocket-propelled 
grappling claw to seize its 
target. The target is then 
dragged towards the Titan 
by an attached chain and 
power winch. Because the 

grappling claw is relatively slow-moVing, void and power 
shields do not impede it in the Slightest. 

Trident does nOi receive a bonus for nrSl fire orders and 
may nOi be snap fired. If Trident is used againSl a vehicle 
or infantry unit, there is no special errect from the hit and it 
is resolved as a normal weapon hit. If a building or Tit.an is 
hit with Trident, there is a chance that the target will be 
pulled over. 

If the target is anOlherTitan, roll for damage as usual. If the 
Trident scores any dama.ge, both players then rolllD6 for 
their Titans and adjuSl their scores by the modifiers listed 
on the following tablc. 



Trkjent Modifier. 
Opponenrs wmour r1I~ng 

W""'"' .... -W""'''''' 
Grlat Gargant 
SllI8her Gargan! 

""'"-On first fire ordlf1 
On adVIfIOI orders 
On c::narge or evade order. 
On damage mntrol orders 
legs damaoed 

... ·AR 
.2 

•• .. 
.2 

•• 
•• 
-. 
-2 
-2 

TIle Titan with the lowest tota.l score Is dragsed over and 
crashes to the ground. Treat it as suffering cat.astrophic leg 
damage. If the players' scores are drawn before or after the 
modifiers are applied, the chain attach ing the power 
winch to the Trident breaks, ~ndering the weapon useless 
for the rest of the battle. 

NEW WARLORD lTIAN WEAPONS AND EQUIPMENT 

If Trident is rlfed into a building it scores damage as usual. 
It may also add any applicable positive mocUners from the 
table to the chance of the building collapsing in the end 
phase. Note that this does not score any extra damage on 
the building, it merely represents the Titan helping things 
aloog a little. 

Trident may be mounted on any hard point configuration 
and counts as a grade 1 very heavy weapon. 

VEHICLE AND TITAN TARGET WEAPONS TABLE 
~ To HIt Crftlefll 

WMpOn Shott Long Short ~ Hit Roll 
T ridenl 6an 24cm 3. S. s+ 

INFANTRY TARGET WEAPONS TABLE ...... 
S'-t Long 

"on 
To Hit s.;ving 

Short long Roll WocS. .. -. 

NEW EQUIPMENT 
CENTRE LINE WEAPON MOUNTS 

A common Warlord variant is the replacement of the head 
of the Titan with a De'J.thstrike centre line macro-cannon 
mount. The Titan's crew reside in a carapace.mounted nrc 
control tower or platform fitted with REI.A Y. Dcathstrike 
variant Warlords are used for long-range fi re support and 
bombardment duties. 

Thc Dcathstrikc cannon mount is bought as a standard 
carapace hard point with the usual hard point and 
configuration costs (see Codex Ti12nicus). For fire arcs and 
damage purposes, the centre line mount counts as a 
carapace-mounted weapon. 

The fire control tower o r platform is also bought as an 
extra hard poin!., though it does not have a configuration 
cost. Having a fi re control platform or lower adds +2 to thc 
total weapon gradc of the Titan. A Titan with a fire control 
towcr Of platform automatically has RELAY at no extra cost 
but the Titan's crew may not eject. 

RUBBLE CLAWS 

:Aif!k 
- . 

Rubble claws are aUXiliary 
u n its clamped over the 
standard Warlord's feet to give 
it extra traction in treacherous 
terrain. A W:ulord filled with 
rubble claws treats rubble and 

rocks as d ifficult terrain instead or dangerous terrain. 

Because of the broader area the Titan can crush with its 
claws 2S it walks, a Warlord ritted with rubble claws 
doesn't have to pay 2an of its movement to make stomp 
attacks and gets one rree attack against every enemy unit it 
moves over (extra attacks after the first still cost 2cm). A 
Titan with rubble claws also gains +1 on all its stomp rolls. 

Unfonunatcly, the extr2 weight of rubble claws degrades a 
Titan's performance somewhat - any Ti12n wearing rubble 
claws is always counted as unmanocuvrable and may not 
charge. Fitting a Titan with rubble claws costs no points 
but the restrictions it places on the Titan's manoeuvrability 
means they are usually only fitted to Titans fighting in 
sieges a.nd built-up a.reas. 

• 

• 
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CAJlAPACE LANDING PAD 
This structure is 
used fo r two 
purposes. Its pri­
mary function is 
as a launch point 
for assault troops 
embarked on the 
Titan. Protected 
by t he Than's 

void sh ields, assault troops can be brought within jump 
range before they auack. The reduction of casualties from 
defensive rife to a minimum makes this a favoured method 
of assault ing heavily-defended positions. Its se<::ondary 
function is to ad. as landing pad for land Speeders or Jet 
Bikes. 

A carapace landing pad can carry up to .j infantry stands, 2 
Land Speeders o r 2 stands of Jet Bike mounted infantry. 
Un its e mb:uked on a T itan may disembark in the 
movement phase regardless o f the Titan's orders. Units 
may only embark on a Titan if it has first fire orders and the 
units move onto !.he Titans base. The embarking units are 
then moved o n board !.he Titan in the end phase . Units 
embarked on a Titan may not fire. 

If a Tiun carrying units suffers a critical hit , all units on 
board suffer the equivalent of a superficial hit by the same 
weapon. If the Titan is destroyed, all uniLS embarked on it 
arc also destroyed. 

A carapace landing pad counts as a grade 3 heavy weapon 
towards the total weapon grade of the Titan but only the 
basic hard point is paid for - the pad has no configuration 
cost. Embarked units arc paid for separately. 

DEVOTIONAL BELL 
This bell structure is 
always carried by the 
Custodian Titan of an 
o rder. Built from valuable 
and sacred Terran metals 
and annointed with a drop 
of the Emperor's blood, 
the bell acts as a moblle 
shrine for the Imperial 
CUlt and a rallying point 

on the baulerlCld The presence of a OJstodian Titan in a 
battle is a complete anathema to daemonic intrusions into 
the material universe as It d irectly extends the Emperor's 
will and spirit to his monal followers. 

All Loyalist Imperial forces within 36cm of a devotional 
bell carried by a Custodian Titan receive +1 on all morale 
and panic tests and + 1 on saving throws against dacrnonic 
abilities. D.aemons which move within 36cm must take an 
automatic instability test. 

The devotional bell occupies two carapace hard points on 
the Custodi.an Titan though it has no configuration cost. 
The honour of OJstodian is only bestowed upon crews of 
at least Elite status (see also Custodi.an Heads below). 

CORVUS ASSAULT POD 
As a funher extension 
of the theory behind 
landing pad launched 
assaults, the Corvus 
assault pod was soon 
developed as an alter­
native arm mount for 
Titans. 

( 
The pod is designed 
to allow the Titan to 
carry a single detach* 

ment of troops right up to a building and disgorge them 
directly amongst the defenders via a drop-down ramp. 

The pod can carry up to.j infantry stands. To manoeuvre 
the pod into position the Titan carry ing It must be on 
advance orders and end the movement phase touching the 
target building. Obviously to use the pod the building 
must be in the fire arc for the arm the pod is mounted on. 

Troop5 in the pod may then engage troop5 in the building 
during the close combat segment of the combat phase. 
Troops attacking a building in this manner do not suffer 
the -2 modifier for attacking into a defended building. 

Damage to the Titan does not .affect the pod or its 
occupants unless the .arm mount it Is on gets hit. If this 
happens, treat the pod as a transport vehicle (saving throw 
.j+) and calculate damage and troop casualties accordingly 
(sec: the Space Marine rolebook). If the Titan is destroyed, 
the pod and al1 its occupanLS are also destroyed. 

The Corvus assault pod count as a grade 1 very heavy 
weapon and must be mounted on an arm. A grade 2 heavy 
bolter is incorporated into the pod and may be fired by the 
Titan under the normal rules. Like the launch pad, only the 
hard point that mounts the pod is paid for - there is no 
extra cost for the configuration code. 
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NEW TITAN HEADS 

The head of a Titan houses the Princeps and Moderati who 
control it. In the event of catastrophic damage the he:lod of 
the Titan can be ejected lO carry the Tiun's crew to Sllfety. 
All Titans carry :10 he:loVY bolter for anti-personnel work but 
there :lore a wide rangc of variant heads used by diffcrent 
orders, some mounting heavier weapons or fitted with 
YoIrlous devices. 

You may opt upgrade a Titan with a different head by 
simply paying the points cost indicated below. There is no 
extra cost for either hard points or configuration costs. The 
fire arc for weapons or devices mounted in the head is the 
Sllme as that for:lo carapace-mounted weapon. 

For an additional 20 points a Titan may be given a head 
that mounts a close combat weapon giving it one extra 
close combat improvised attack. 

For an additional 30 points a Titan may be fitted with a 
head that mounts an additional 1/0/0 hard point. For an 
additional 50 points the hard point may be a 1/QlB mount 
or a 2IWD mount. 

For an additional "50 points a Titan may be fitted with a 
Corvus assault head. This follows the Sllme rules as those 
given for a Corvus assault pod above, except the troops 
are carried internally and suffer damage in the Sllme way 
as those embarked on :10 carapace landing pad. The troops 
are still bought separately. 

For an additional 100 points a Titan may be fitted with a 
command head. The command head contains personality 
imprints of ace Princeps and some fragment of their 
abilities is passed on lO the Titan and its crew. This allows 
the Princeps to choose one of the skills from the Crew 
Skills Table in Codex Titanicus to use for the duration of 
the battle. Command heads :lore rare and highly v:lolucd, 
generally only being fined to the Titan of a Senior Princeps 
or Grand Master. Hence, only one Titan in every four used 
in a battle may be fitted with:lo command head. 

One Titan in a force may be designated as the CUstodian 
Titan :Iond filted with a special head. The custodian head 
includes a high-powered psychic amplifier which allows 
the Titan to make a psychic attacks. E3ch turn in the end 
ph;1SC, the custodian may place:lo 6cm template anywhere 
within 6Ocm. Any unit caught beneath the template must 
make an unmodified saving throw to survive the atuck; 
any which fait must be removed as casualties. Dacmons 
must make a daemonic: saving throw at ·1 and suffer -1 on 
their instability test if they fail their Sllve. A C\JS(odian he:lod 
costs 100 points. 

CHAOS TITAN HEADS 
Chaos Titan Princcps are sometimcs rewarded by their 
patron Power with special Chaos Titan heads. Frequently 
the head is in the shape of a beast or dacmon orthe patron 
(l)aos Power. Any (l)aos Titan can be fitted with a Dlaos 
head for an :Ioddilional 100 points. In campaign games, a 
Chaos Princeps will automatically receive a Chaos Tiun 
head for no points aftcr making nve kills. In either case, 
the gift is randomly detcrmined by rolling 106 and 
consulting the table below. 

The head inoo~ a dose oombat weapon. giving the "lit:an one. 
extnl dase combcll improvised attack. 

2 The head inc:orporalel' V<VD weapon hI1d poinr.. 

3 n.c head incorporlte5 a Corvus device or a VOID Or l/CVB han:! 
po;~ 

~ The lu:ad rncludes an exira void shield generator, 1rw:.easinSlhe 
"t:an's m""imum number of void shields by one. (NOlI: that this may 
tooke a Titan above its rootma] maximum number ofvoid shields.) 

S The head SLmu]alCS the effcasora randomlydccermlned de";"". Roll 
again:; 

]·2 Cameleol.ine 
,~ .".". 
5 Reily 
6 Command had 

6 Roll twia:!nOr!: on the table. ignorins this ~k if i\ is rolled again. 

• 

• 
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PRESENTED BY JOHN BLANCHE 

This month, we feature new 
Citadel Miniarures designers, 
Roy Eastland and Colin 
Dixon. Roy is a relative 
newcomer to the Studio, but 
reade rs of early 'Eavy Metals 
will remember Colin as a 
miniature painter of no smaU 
talent. Featured in this While: 
Dwarf are SkeielOns and 
Confrontation Teehs and 
Bounty Hunters from Roy, 
and five Norse Dwarfs from 
Colin. 

To accompany the article on the Ork Shokk Attack Gun, 
we've included a photog~ph of the gun in action on thc 
battlefield complete with altendllnt Runtherd and SnaLling 
Shokk Atlack Te.arn ready to dive through the wup. This 
photognph 21so features some Ork buildings made by Dave 
and Phil, so watch out fo r an anicle on those in thc near 
fUNre . 

With the page of Roy and Colin's modcb, you'll find details of 
what they're working on at the moment. Other miniatures 
underdevelopment include: four new ChaO$ Space Marines by 
jcs Goodwin, one for each ci the four major powers: Khorne, 
SLaanesh, Nurgle and TZccn!ch. 

ROY AND COIlN • 
JUS! in at the Studio this month arc these superb miniatures 
fK:sh from the talented hands of new designers Roy Eastland 
and Colin Dlxo n . 

Among Roy's miniatures are the four Necromundan Tech s . 
Techs tend to wear predominantly white overalls but light 
neutral colours are also used - the ones we've painted aK: 
grey. The smocks are woven from thick man·made: materials 
and arc symbols of status. Some an:: embossed and decorated 
with circuitry symbols that have deep and significant 
meanings within the.gang's heritage - they are often treasured 
heirlooms. Alternatively, smocks may JUSt be utilitarian, 
bearing gang motifs ci striking de:signs and colours. 

The Techs shown an:: members of two different gangs - this 
an be $cen from the diffen::nt designs on their smoclcs. Two 
bear an eleCtrical printed cin:uit board design while the other 
two have a simpler n::d triangle motif. 

To paint the smocks, start with a base colour of a mixUln:: of 
Ork Brown and a lillie Snakebite Leather. Highlight this by 
progressively adding Skull White to the mixUlre for each coat 
until it's worked up 10 a pure Skull White highlight Once the 
smoclcs are complc:tc1y dry, the fme deuil can be added. 

In the case of designs like the red triangle, we've found one 
effective method is to lirst paint the solid shape using Chaos 
Black thinned down with Black Ink instead of water - this 

strengthens the colour rather than weakening it When this is 
dry, paint in the centre of the shape: using Skull White leaving 
just a thin black line to act as the edge of the design. This 
method is a lot easier than Ilj'ing to paint a straight black line 
around a white shape. Now all that remains is to paint the 
design in the required colour - in this case, Go Fasta Red. 

The other Tech gang wear a printed circuit board panern. 
When we're painting fine patterns like this, we first decide 
how the panern should look on the model. If the pattern is 
particularly tricky, we might draw it on the model with a soft 
pencil before beginrnf18 \0 painl- if you know what you want 
and you've got a steady hand, you can often get perfectly 
good results without doing this. Then, using a little Chaos 
Black thinned with some Black Ink and a size 000 Citadel 
brush, paint the design on. 

The other Confrontation miniarures shown here are not in 
specific gangs but are a selection of Roy's new Bounty 
Hunters. Bounty Hunters display their statUS within the hives 
by adopting the styles of the middle and upper classes with 
very colourful and decorative clothing. The clothes of these 
particular Bounty Hunters were painted in st riking heraldic 
patterns with simple designs such as stripes and checks . 
We've found that one good technique for painting stripes is to 
paint them in black and allow the paint to dry. Faint the centre 
ci the stripe in white to leave a thin black line on the outside 
edges and then fill the stripes in with the appropriate colour. 

The live Norse Dwarfs made by Colin were painted by Dale 
and Ivan. They've obtained really rich nesh tones by first 
applying a coat of Bestial Brown to all the nesh areas and 
allowing this to dry fully. They highlighted this by adding a 
small amount of Hobgoblin Orange to Bestial Drown, with 
increasing amounts of Hobgoblin Orange added to 
subsequent highlights. After about three such coats, start 
adding incn::asing amounts of Bronzed Flcsh until the final 
highlight is pure thinned Bronzed Flesh. Once this is 
completely dry, apply a light glaze of thinned Chestnut Ink 
and allow it 10 dry. This can be speeded up either by using a 
hair dryer or by Ic:aving your mirnarurc under a lamp for a few 
minutes. Finally highlight it once: more with Bronzed Flesh. 
Obviously this number of coalS takes a fair amount of time 
and you won't be able: to do it for every miniature in a 
regiment but if you keep ilto your main character models, for 
example, the results are certainly worth the effort. 

Roy's new Skclc tons have come along at just the right time as 
Dale:, Ivan and Tim are currently assembling an Undead army 
of their own and no doubt this will fcaUlre some of these fine 
miniarures in pride of place. As Skeletons are primarily bones, 
they're quick and simple to paint. First apply a base coat of 
Snakebite Leather mixed with a little Brown Ink. Then begin 
to highlight, first with Snake-Bile l eather, and then with 
increasing amounts of l3leached Bone, blending in successive 
coats using a clean damp brush to featller the edges of the 
paint. Repeat this up to a pure Bleached Bone highlight. 

If you're painting large numbers of Skeletons for an Undead 
army, you can usc exactly the same colours as I've just 
described but drybrush the models instead of using several 
highlights. The fmish won't be as smooth but you won't notice 
this when a large number of trOOps are put together. 

Armour and weapons on Skeletons should be painted as very 
old and rusty. First paint all the metal aKas with Chaos Black. 
When this is dry, lightly drybrush the areas with a little Mithril 
Silver and allow them to dry before applying a coat of Orange 
and Brown Ink to give the rust effect. Finally, very lightly 
drybrush once more with Mithril Silver. When using inks, 
especially in conjunction with metallic paints, it's important 10 
ensure that each coat is dry before applying the next or you'll 
find that one colour bleeds into another. 

• 
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CHAOS TITANS 

Also new in the Studio are a range: of new meta l Titan 
expansions which include Warlord Titan head variants, 
weapons and Chaos TItan taIls. This month we decided to 
fearure the Chaos accessories as shown on the three Traitor 
Warlords dedicated to Slaanesh. Although the actual colour 
shcemes on these Titans vary, the same basic range of (:olours 
is used on all thrcc. With the addition of a few unifying 
!.heroes such as the Chaos tails and a power claw on each 
litan, this gives the three a strong sense of being pan of a unit 
even though they're all painted indiVidually. 

When painting followers of Slaanesh, it's important \0 keep 
the colours very pale and soft. On ourlitans, we rU$! painted 
all the metal bits with Chaos Black which was drybrushed 
with Chainmail and Mithril Silver. Then the base coats of the: 
unit colours were added, namely the pink, a mixture of Go 
Fasta Red and Skull While, and thc yellow, a mixture of 
Sunburst Yellow and Skull White. Increasing amourus of Skull 
While were then added to the base coats with each highlight. 

Swarming around the feet of these armoured giants are troops 
from Ihe new Epic boxed set, Epic Ch aos Horde, which 
have also been painted in suitable Sbancsh pastel hues sucil 
as pink, yellow, pale: blue eiC. When painting Epic scale 
miniatures, ii's best to remove them from the sprue first and 
scrape: away any mould lines using a sharp modelling knife. 
Then attach them to a strip of cardboard using double-sided 
sticky tape _ this makes undercoating and painting a lot 
easier. Next pick the main colour for the miniatures (Ie the 
one that wiU cover the bulk of the model) and paint the sltip 
of miniatures that colour. 

Once they're dry, give the models an ink wash with an 
appropriate colou r. A list giving Ihe correct wash for each 
colour can be found in the Citadel Miniatures Painting Guide 
(available from your local Games Workshop store or through 
our Mail Order Service) - generally spea king, it's a darker 
shade of the base coat. Once this has dried, drybrush the 
models with a lighter shade oflhe base colour. Then it's JUS! a 
matter cl picking 001 bits of detail like the guns, using a size 
000 sable brush. 

• 

MARAUDER ARMIES 

Lastly we'll take a Jook at the three special offer armies from 
Marauder Miniatures: Uzgrlm's Marauders, an Orc and 
Goblin army, Jronbeard's Conquerors, a Dwarf army, and 
Karashalla's Reaven, a Dark Elf army. 

Looking at these armies, one of the things that stands out is 
the magnirlCent array of standards, especially those displayed 
by all the units that make up Uzgrim's Marauders. What could 
be more satisfying than fielding a force where every unit has 
its own st.andard, boasting the warrior's prowess? Making 
standards is :actually much easier than you might think. 

First, decide on your design. There's no shortage of 
insp irational material published in White Dwarf, not to 
mc:ntion the various game rulebooks - in the case of these 
fantasy armies, the designs in Warhammer Armies are a good 
starting place . On this page, we've included a few of the 
standards used by Uzgrim's Marauders for you to copy for 
your own Orc :armies or to use as inspiration for your own 
designs . 

Wherever you get your design, you start by either tra.cing o r 
photocopying it onto:a piece of papc:r. Then painl in the detail 
using your chosen colours. When painting standards, try to 
use your paint without thiMing it loa much - re:aUy thin paint 
causes the p:aper to wrinkle. 

u u 

UZGRIM ZOGWORT SKARFANG 

NAROREG UGBAD 

Once the paint is dry, p:ainlthe back of the standard wilh 
unthinned Chaos Black. Before you do Utis, ensure the fronl is 
completely dry and that the surface you're going to put il on is 
also clean :and d ry - there's nothing more annoying that 
ruining a finished standard by placing it in a pool of we! pain! 
while blacking out the back! 

When you cut out your finished standard, remember to leave 
two or three tabs to fix it to the pole - thc:se can be painted 10 

look like leather or cloth .straps. 

Once your standard's ready, you'll need to make a standard 
pole. The simp!c:sl kind is just a straight pole like:a normal nag 
pole - this can be made from:a cocktail stick or a piece: of stilT 
wire. 

To make a more conventional T-sbaped standard, jusllake 
two lengths of wire and glue one :across the other 10 form a 
cross. This can be: strengthened by wrapping some cotton 
thread around !.he joinl and dropping on a little supe:rglue­
the thread supports the join and looks like rope bindings 
when it's p:ainted. 

Once the pole'S ready, it's just a m:a.tter of brushing a little PYA 
glue onto !.he tabs and folding them over Ihc pole to secure 
the standard in pl:ace. 

That's:all for this month, 

Mike 

Dale Tim 



SPECIAL OFFER 
MAIL ORDER ARMIES 

Shown here are just part of the three 2000 point Warhammer Armies thai we're offering through our Mail 
Order service. The army lists give you a complete rundown of tbe models in each offer. For a closer look at 
these models, see our adverts in earlier issues of White Dwarf. 

White Dwarf 121 features Karashalla's Reavers as a complete painted army. 

Wbite Dwarf 123 features Uzgrirn's Marauders as a complete painted army. 

White Dwarfs ItS, 120 and 124 feature the Pikemen, Giaotslayers, Cannon and Organ Gun 
of lronbeard's Conquerors. 

HOW TO ORDER YOUR MARAUDER MINIATURES 
METHOROS OF PAYMENT: You can order by credit card {Access or 
Visa), International money order or by ch&que drawn on a BritiSh 
bank. For Iofeigfl Dtdenl, please send aH pBylTl4llllt in pounds sterling 
and made payable 10 Marauder Miniatures Uml8d. 

The mjnimum order is £10 and please include.O% for postage and 
ps(:kaging. We will send your order by Ihe faslesl roule Ihallhe 
poslaoe paid allows.Please do nol send currency as peyment lor 
your order. U.K. CUl1Or'neri ptease do no! lend cash loryour order. 

TELEPHONE ORDERS: You may lelephone an order using aooeu 
Of visa on 0602 41415 berween 9.00am and 5.00pm on weekdays 
only. Please have !he cardhotder pres8l'1! bau1hortse the uansaction. 

II you haYe 111'1,. problems please contaCt u. on the abova number. 

POSTAGE AND PACKING 
The mlllimum order 1,Iot' C5 wilh a stancWd ehatge 01 £1 lor poSlage 
and packaging. Orders In 1he UK oYer t20 do nOl have a postage 
and packaging charge. 

Pleue allow 28 days lor delivery. but normally you shoUld recieve 
your order within 10 days. 

POSTYOUAORDEASTO 
Marauder JroInialunM, 3 Derby Terrae.. 
Delb)t Road. Nottingham. NG7 1ND. 

KARASHALLA'S REAVERS 
1988 POINT DARK ELF ARMY 

l1.e¥d 2S H ........ Lh Inl&ic sword (wound). gUvom 
1ImI<JoI.r. obicld and Cold One mount • 
1 levd 15 H ........ !h Ii .... ' a ......... , wdd,mo,ic: Im1Y 
,landini (lw.1Ie b.nncr) IIId Cold Oncmow\l 

11~d 2OH .... wi!h Ii .... ' umoot IIId mlgic . word 
(fro'lIbt.dej 

20 WlrriOr. wi!h ligh,"nnour ond obidda includin. 
muaician. NIld .. " bea..".lnd 11evd 10 lIero 

20 Wurion wi!h Ii&h,"rmour. obiddo IIId double:­
handed ..up""" in<;ludin. ~. ltandanl bearer 
."d 1 l .... el S Hero 

10 Wild! Elv .. wi!h Ii .... ' .nnour IIId poitoned.tw:lu 

3M polnla 

3t.l poinla 

195 poinla 

311 poinla 

13f poinla 

10 C .... bo"""''''' wi!h 1ij)It Im10Ilt and ctOabo'tn 
indudingltanclanlbco .... IIId 1 kvd S H .... 

10 CIOISbowm"" wi!h listn arm .... r ond rcpeati", 
~bo .... induding • ."dltd bearer and 1 levd 5 Ilero 

2 Whelp Mu1erI""!h 4 War H<lUJIda 

MAl DARK ELF ARMY 

tllJ palnla 

180 pointa 

42 poInta 

£so 00 FOR 71 0I.Rl< ELVES AND 4 WARHOUNOS 

PLUS FREE 0ARl<l0R0 AND OEAlliDEAlER ON COLD 
ONES 

POSTAGE FREE IN!JI{ 
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UZGRIM'S MARAUDERS 
2000 POINT ORe AND GOBLIN ARMY 

B.l1kduoriotmd I kwl2S Ore: Hero willi Ii&hl umou.r, 
Ihidd,hand weapon and _pc: ~ (baM to.u.) 

10 SIIOI'IU (+I Ore sbodt eli .. on Wu Boon) wilIIlip.1 
onnooJr, Ihleld ond opea:r ind .... in' II&tIdani bca= uwI 
Ilcvol20Uero 

20 Gabboo (OoblirI WuriOlll) willi Ii&h' &mIout, lhiel4. 
IIand _poll incI .... ing .undanI bu.rer IltId 1 level 15 

311 poIntil 

422 poInti 

Goblin U .... pi .. 3 GGbIin F&nalic:a wiIlt bdI. and chain 234.S poInu 

20 Stid:u (Goblin In:hon),wilII.non bow, bmd __ pon 
;"cludin,.uondord bca= md I Ie\Id 20 Goblin Hero 
pi ... 3 Goblin Fanati(:J with blU and chlin 103.5 poIn ... 

2 Mf.n·MIlIIs!e:r S(On"Thro_ pi .. Orccn:w l U poIn .. 

20 I\nf:;t Boyz ~ otdIen). willi bow",,4 hand_pon 
incI....tln& Nndard booarer ond I kvellS Ore H_ wilh 
Ii&hI UrnO .... 

20 B~ (Ore ",amora) willi li&hl urnour, Jhi6ld IZId IIand 
..... pen incl .... ina IllJlCl&nI boo ..... ( .... bamer) IIId Ilcvd 
2OOrcHero 

MA2 ORC AND GOBLIN ARMY 
t70.00 FOR 400ACS. l00AC BOA.R RIDERS . .t6G08lINS 

AND , MAN·MANGLER 
PLUS FREE MAN-MANGLER AND WOLF·DRA'M\I CHARIOT 

POSTAGE FREE IN UK 

IRONBEARD'S CONQUERORS 
2001 POINT DWARF ARMY 

20 Wllriors willi liall! armour, pU." inc:1udina mllllcian ond 
I level 2S lIP" willi hlCl"l' milillilul'l'lour. pi#ol, m"giI:'word 
(rlOlthl."x). ond I llOYd 10 C!wnpion wilh Irmy .... d"d 
(b.ule t..nncr),liihllnnour, daublo-handcd _pon all poInU 

20 W.rrlon with IighllJmOUrand Ihidd inc) .... "'a 
m .... iciln.nd IlindOn! bcaru phil I level S lIero 

10 C .. oIlOO ......... wilh Ii"" armour, croubo .... includin, 
ltandud bu ..... ane! 1 kvd 5 11...0 willi magic miailco 
(arcan~ bodkin) 

10 Crt.1bowmen with li&ht 1mlOW', croabows includin, 
.tanda'" bu,.". and 1 kvd 5 11...0 with magic miuil. 
(oockin3 arT<IWS) 

1 o.pn OlIn with 3 =w 

181 polnu 

111 point. 

193 poin'" 

" pain'" 

10T."lblaycn with hand wea".,... includin,I1CYd 5 II ..... 
with mlgic: wcoda 

10 Oianw.yen wi!!thane! WOIP""' ineludina I Icvd S II ..... 
with maaic IW<Ifd ep.JUitic: blade) 

1 Cannon with 3 =w (S miniawra provided) pi .... I level 
51 [ ..... (BomboJier) with li&ht Imlwr 

MA3 DWARF ARMY 
£50.00 FOR"O WARRIORS, 20 CROSSBOWMEN. 

10 GIANTSlAYERS, 10 TROllSlAVERS AND I ORGAN GUN 

PLUS FREE CANNON ANO 5 CREW 
POSTAGE FREE W UK 
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Wtlcome, once more, to M"riellburg 
lHld Potion Square on Luydenhoek. 

For this visit, we turn OUf attention to 
three of the smaller buildings around 
the edges of the Square, but they all 
will be of interest to adventurers - if 
only as the sort of places to avoid at 
all costs! 

This is certainly true of Doktor Putt­
langs' chamber of horrors, which he 
calls a surgery. Any kind of surgery in 
the Old World is a terrible thing for 
the patient: with a medical profession 
that has no anaesthetics and no con­
cept of hygene, only the lucky few 
survive under the knife; the unlucky 
ones arc carried off br shock, gan­
grene or the ignorance of the surgeon. 
And that's with a competent surgeon 
wielding the blade ... He may be 
cheap. but Puttlangs is not exactly 
competent - his hands twitch a little 
too often! 

The same need to avoid unpleasant­
ness could be equally true of Old 
Mother Crumhorn's shop. Perhaps the 
old woman isn't if witch - the Witch 
Hunters never seem to bother her -
but then again, she just may be the 
genuine article .. . 

And no free-and-easy adventurer 
would welcome the attention of the 
Watch. Suiddock Watch Station Num­
ber Four, on Potion Square, may not 
look like a fearsome place, but who 
wants to be locked up? And once the 
Watch have fell your collar and got 
you inSide, where will you end up? 
It's only a short step from a night in 
the cells to the MagIstrates' Courts to 
Rijker's Isle ... 

• 
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The Watch-House - SL 7 

THE WATCH-HoUSE sL7 
On the eastern side of Potion Square, facing the Marien­
burg Home for Foundlings, stands the Watch-house -
Suiddoc:k Watch Station Number Four, to give it its full 
name. To the casual observer, it looks much like any of 
the other small shops and houses that surround it, until 
one notices the strength of the single door and the 
absence of windows. 

The Watch-houS{! is built of stone and timber, and is at 
least two hundred ye!ars old, like most of the! surround­
ing area. It is typical of the small Watch stations that 
may be found scattered throughout the city. Station 
Number Four is manned by two local Watchmen, Dirck 
Nederbaar and Jan Waat, whose beat includes the 
whole eastern half of Luydenhoek. They report to Cap­
tain Valk at the Suiddock Ward Barracks (SB2Sa), and 
can call on reinforcements from the barracks if nceded. 

The Watch-house consists of an office and a couple of 
cells, which arc generally used for holding drunks 
overnight; occasionally, though, someone accused of a 
more serious crime will be held here until the no:essary 
paperwork can be drawn up and the suspe<:t can be 
transferred to the Suiddock Ward Barracks. 

The Watch-house is separate from the buildings around 
it, with no adjoining walls. The single door is strongly 
made of iron-bound oak (T 6,017); it may be locked 
from the outside (CR 40) or bolted from the inside (0 

/' 
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+6). The walls are of timber-laced stone (T 9, 0 10 per 
yard). The two cells are separated from the rest of the 
building by stout iron bars (T 8, 0 16). The bars are 1 
inch thick and spaced 6 inches apart; a character with 
Conlorlionist or Escapology skill can squeeze through 
them on a successful I test (Elves +5, Owarfs/Half1ings -
10). The locks on the cell doors may only be opened 
from the outside (.10 modifier to all attempts to pick 
them from the inside) and have CR 30. Each cell Is 
equipped with a hard wooden bunk and a none-too­
clean bedroll - spending a night here gives a character a 
75.,. chance of picking up fleas (Fel -30 when dealing 
with members of the middle and upper classes, all tests 
at -5 due to constant itching, medical attention of 
Druidic Delouse spell to remove). 

Common Knowledge 
"Nud to talk to tM Wfltch? wiest thing in tM world JuSI 
gel yourself II hJ2tfui of stones IIrtd stllrt throwing them 
Ihrough windows - ha ha hal But ther! there's II Walch-house 
in Potiort Square, upposite the orphartage. Can't miss it - it's 
tiny littlL plDa with no windows. 'Course, I'm nol gUllran­
teeirt' there'll be anyone lit home." 

"That NederblUlr's Q hllrd man. He may look {Ill and jolly but 
don't you be takert Jrt . I remember some poor drurtk they 
poured out of the Limg Orllgort one rtight - well, to tell you 
lhe truth 1 was helpirtg to Cimy him - TilLllrt, he was, just 
put irt from &mas - lind he said somethirtg to Nederlxwr ­
couldn'l malrz out quile wlud - and he slaTted laying jnlo 
thaI Ii/am like he'd just bart given II woodm Guilder! We 
had 10 drag him off irt the end, before he killLd the fella. " 

"Watch? Dort't talk to me about 1M Wlltch. They spend all 
day botherirtg horresl folk who just WIInt 10 mau a 'ivirtg, 
and whert you faa them with a real crime they just don'l 
WQnt to Joww. Only last UJ«k my brotMr's shop gal broken 
into, and would Ihq do anything? In a dry winter they did. 
Too busy, they said, got a murder, they said." 

Dirck Nederbaar (SL7a), Watchman 
O Tall, stout, red-faced, small blue eyes, short, slightly 

oily black hair. 
D Genial, helpful, friendly. 
o A peatefullife. 
o "Dort'l you worry, we'll 500rt have this sorted oue 
o Knows all the locals of Potion Square, Canal Street, 

Tanners Alley, Silver Street and parts of Dock Road by 
sight; distrusts strangers on his beat and foreigners; 
tries to ignore the presence of Grossbart (SLl8c) in 
'his' area (and mostly succeeds in doing so); accepts 
bribes from Jeremias Qualk (SLl5a) and Lotte Wald 
(SL18b) and turns a blind eye to any 'irregularities' in 
their businesses; wary of Lissette Lcerer (SLl3a) and 
knows better than to ask after her business! 

M WS BS S T W I A Oex Ld Int CI WP F~I 
438325-48352313633283437 

Skills: Acute Hearing; Strike Mighty Blow; Strike to 
Stun; Very Strong"" 



Marienburg 

Possessions: sword; club; dagger; (I +20, 0 -2, P -20); 
sleeveless mail shirt and helmet (1 AP. head/body); 
lantern and pole. 

Noles: Many years ago, Nederbaar's elder brother was 
killed after getting involved with a gang of lUean Rack­
eteers who were trying to establish a foothold in the 
city. As a result, he is subject to hatred of TIleans. 

Ian Waat (SL7b), Watchman 
D Shortish, mC!dium build, slightly bulging blue eyes, 

sharp nose, wavy blonde hair. 
D Dynamic, incisive, sometimes high-handed. 
D Cet on, catch criminals, ensure that the law is 

respected, work by the book - but in that order. 
o "Just tooiling for II friend, wert! you? Tell mt= one lluroen', 

Jwrd." and "00 whllt you like anywhere else, but !Ius is 
my patch and you answer to me. And don't you forget it. 
And that's MlJNHEER Waa! to you." 

o Knows all the locals on his beat; suspicious of Qualk 
(SL1Sa), everybody at the Long Dragon (SLlB) and Lis­
sette Lccrer (SL 13a), but does nothing because Neder­
baar has told him that he is 'handling those matters'; 
hates CunthC!r and Anders Crimm (SL14akb) and is 
convinced that they are the worst sort of criminal; 
despises Sister Marianne (SL14a) for trusting the 
Crimm brothers. Waat is a very junior member of the 
Knights of Purity, in which he sees a chance for his 
own advancement within the Watch. 

MWSBS S T W 1 A DexLd In t CI WPFd 
4 46 41 3 4 8 44 2 43 47 45 39 41 40 

Skills: Law; Read/Write; Shadowing; Strike Mighty 
Blow; Strike to Stun. 

Possessions: sword; club; dagger; (I +20, 0 -2, P -20); 
sleeved mail shirt and helmet (1 AP. head/body/arms); 
lantern and pole. 
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BY·LAWS 

A complete sct of the local by-laws is kept in the front 
office of the Watch-house. Some refer specifically to 
Luydenhoek, and others to the Suiddock as a whole. As 
in most of the other city wards, the by-laws here are a 
boc!.y of legislation that has built up over centuries, and 
many of them are contradictory, unenforceable or 
downright ridicul~us. Here are a few examples, which 
you can use to make the adventurers' lives difficult if 
you wish - feel free to invent others in the same vein. 

Traffic 
Only one cart is pcnnitted on the Draaienbrug bridge at 
any time. This is at odds with the by-law on the other 
side of the bridge, which pennits up to three. However, 
it has never been established into which jurisdiction the 
bridge itself falls, although the central bridge house and 
the swing mechanism comes under Port Law. 

Some streets on Luydenhoek must be kept clear of 
obstructions - such as parked carts and tied-up horses­
at all times during the day. Dock Road and Canal Street 
definitely fall into this category. 

Carts have precedence over all other traffic on Powder 
Bridge, which is a main route. Technically, this means 
that everyone must give way to carts on the bridge, 
although in practice a character's social status will come 
into play. Quite what happens when two carts meet on 
the bridge is not made clear. 

Horses must be ridden down some streets, and led 
down others. Again, this is for you to decide (and you 
can change your mind as many timC!s as you want), 
although the broader streets will tend to fall into the for­
mer category and the narrow streets into the latter. 
Horses which arc left unattended must be securely tied, 
or tethered to a vehicle such as a cart. 

Loitering 
This is a good law to usc when the adventurers are try­
ing to spy out the land for some operation. As else­
where in the city. the Watch has the power to move on 
anyone who is loitering in a public place. A little-known 
local by-law (Waat knows of it!) provides for a warning 
on the first offence, a spot fine of 1 Cu per person on the 
second and third offences, and up to three hours in the 
stocks for a subsequent offence. 

Whistling 
It is an offence to whistle, sing or make any other noise 
of a disrespectful or plly nature outside the Edelmoed 
Temple (SLlO) betwccn the hours of sunrise and sunset. 
The fine for this offence is 1 Cu, and the offender can be 
forced to 'cease and desist his errant ways and to imme­
diately depart the precinct and surrounds of the Tem­
ple'. In practice, this means "Cet out of Potion Square." 

Whi le Brother Marijkus (SL10a) has the power to 
impose this fine on the spot, he never docs so. How(!Ver, 
the City Watch arc empowered to collect fines on behalf 
of the Temple should they see (or in this case hear) an 
offence being committed. Most of the time, they don't 
bother either, but this is a useful spot fine for dealing 
with drunks leaving the Long Dragon, or for making 
sure that Marianne's orphans behave themselves! 

.. 

• 



• 

• 

Markus Puttlangs - SL8 

DOKTOR MARKUS 
PUTTLANGS sL8 

On the corner of Potion 
Square and Silver Street, 
next door to Klu ger 's 
Emporium, stands a small 
building with a strange 
sign hanging outside - a 
crossed saw and knife. 

People can be seen going 
in, but very few seem to 
come out; the air is rent 
by an occasional ear-split­
ting scream from inside. 
Then there's the stale 
smell of a badly-kept 
butchers (perhaps slau­
therhouse is a more accu­
rate term), and the well­
fed flies that contentedly 
buzz round the place ... 

This is the surgery of Mijnheer Doktor Markus Putt­
langs. 

The main entrance to the surgery is on the corner, below 
the sign. This leads into a waiting-room furnished with 
a few old and grubby chairs and couches. From here, 
another door leads into the surgery itself. Everything, 
from the floo rboards to the rusty lamp hanging from 
the ceiling, is rather worn and down-at-heel, and the 
standards of hygiene leave much to be desired. There 
are any number of unhealthy looking stains on the floor, 
walls aM even the ceiling! 

A back door leads from the Side-alley directly into the 
surgery, and is used by Doktor Puttlangs' more secre­
tive patients. Rumour has it that this door is also used 
for disposing of his 'failures' discreetly. 

Common Knowledge 
"Puttlangs? Only the poor and the desperate go to him. 
Used to have. a place on Leech Street. once - big place, so they 
say - but the drink . .. well, you know." 

"Old Pulllangs is all right for the oCCilsiotlill patch-up job, 
provided he's got a bottle of brandy inside him - staps him 
shilking, you see - but I wouldn't trust him to do anything 
major. Still, his prices are low and he doesn't tell tales, if you 
lake my meaning." 

"Drunken old fool. He'll kill somebody one of these days, you 
mark my words - that's if he Msn't killed a few people 
already. He sfwuld be stopped." 

"Well, if people want to risk their lives, that's their privilege, 
1 suppose. He seems to make a living somehow." 

"lteU you, it fair made my 'air stand on end. Leastways, it 

would 'at¥ if I'd 'ad any. There I was, just /cippin' down in 
the alley, when this 'orrible scTellm comes out of the Mad 
Doctor's place. 'amble, it was - I never '~rd anyfink like it. 
Then, a few minutes later, out comes the Doctor with this 
bundle over 'is shoulder. \-Veil, 1 says to meself, there ain't no 
prius for guessin' what thai. might be. And off 'e goes down 
the alley, Iookin' round all the time in case someone UXlS to 
see 'im. 1 just stopped in the shadders an' made out 1 was 
asleep. Some fings are best to keep yer nose out of, 1 says to 
meself. 'Ere - spare a copper fora cup of Iea?N 

Markus Puttlangs (SL8a), Physician, ex­
Physician's Student 

nUm ... yes, yes of course. Just give me a moment to prepare 
myself. " 

"Ah, good day to you. And what an excellent day it is! On 
such a day, I could heal the dead themselves! So - whose life 
can I save this morning?" 

NCO away! UAt¥ me alone! I'm doing nothing today, noth­
ing! Just ieat¥ me alone!" 

012845 10 
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Markus Puttlangs was once a wlUllthy and successful 
physician, with a large establishment on Leech Street in 
the hlUlrt of Marienburg's medica1 community. Now, as 
anyone can see, he has gone to the dogs. 

The good Doctor is a man in his fifties, with unkempt 
collar--Iength grey hair and bloodshot, slightly bulging 
eyes. His clothes are of good quali ty but worn and 
stained, and his breath always smells of stale brandy. 

Puttlangs trained with some distinction in the nedical 
school attached to the University of Marienburg, but 
unfortunately, he lades one of the prime requirements 
for a sucessful surgeon - a sense of detachment. Per· 
fonning operations without the aid of anaesthetics is a 
harrowing business, and he resean::hed extensively into 
the use of deleriants to deaden the pain of his 'victims'. 
Although he had some success, he was also tempted to 
usc the drugs himself, to relieve the horror of his early 
surgical experiences. 

His drugs rapidly became his only friends. He is hope­
lessly addicted to the exotic Black Lotus, and also needs 
regular drinks to keep his hand steady. It was only a 
mailer of time before the drinks and the drugs began to 
change his personality; he lost the confidence of his 
most wealthy patients, and was fon::ed to move to the 
less expensive area of Potion Square. 

The Doctor now caters to a rather different clientele, 
patching wounds for those who would rather have no 
questions asked and occasionally performing surgery 
for those in need. His neighbours in Potion Square 
know of his drinking but do not suspect his drug addie-

tion - if news of this were to reach the Guild of Physicks 
(CI2), he would almost certainly be expelled and 
banned from practising in the dty. Brother Marijkus of 
the Edelmocd Temple (SLlOa) keeps an eye on him and 
is trying to persuade him to give up drinking, but to no 
avail so far. Sister Marianne (SL14a) will occasionally 
ca ll on him to treat emergency cases among her 
orphans, but would never allow him to perform surgery 
on them, She suspects that he could be 'struck off' if she 
reported him to the Guild, but she has decided that this 
would be a waste of an occasionally·useful physician. 

When his surgery is not open, Doctor Pultlangs can be 
found in the Long Dragon (SL18), whence he usually 
has to be carried home to Koester's Boarding House 
(Sill) where he rents a cheap room. On occasion he will 
do business with Jeremias Qualk (SLl5a), and he relies 
on Grossbart (SLl8c) for his supply of Black Lotus. 

MWSBS S T W I A DexLd Int Ci WPFei 
42933 3 41045163 4264485037 

Age: 52 

Alignment: Neutral (no particular deity) 

Skill,: Ambidextrous; Cure Disease; Heal Wounds; 
Immunity to Disease; Manufacture Drugs; Read/Write; 
Scroll Lore; &!cret Language - Classical; Surgery. 

Possessions: medical instruments; bottle of brandy, 

Notes: 5 insanity points. Drug Addiction - Black Lotus; 
Alcoholism; SWing. 

• 
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Old Mother Crumhorn - SL16 

OLDMoTHER 
CRUMHORN SL1S 

On the edge of Potion Square, at the northern side of 
Powder Bridge, stands a ramshackle house with a hand­
painted sign reading Old Mother Crumm's - Apot~­
ClJry. The locals (and especially the orphanage children) 
tend to avoid the place, although every so often a ner­
vous-looking visitor will knock on the door and disap­
pc.\r inside. 

The windows are filthy; and it is almost impossible to 
see into Mother Crumhorn's. Behind the house stands a 
small, overgrown yard, backing onto the Poultice Water. 

Common Knowledge 
"She's a witch, you know!" 

"She's just a harmless old woman who's gonL a bit soft in the 
head, that's all. Living alon~ all those years, hardly ever 
going out or sedng anyOnL, it's bound to affect a person." 

"They SlJy she was married ona, but I think it ~mhd unhap­
pily. Maybe that's why she's - how shall I say - a littl~ 
sjrang~. ~ 

.. Ah, it's just an ad. Sk puts on this old crone bit and has 
everyonL think she's a witch, and then all the young girls go 
to her for low po/funs or what hsve you, and they think 
they'r~ g~uiM. She's just an old fraud who can mix up 
pmty colours in a batik" 

"I'm surprised they don't close he down -I don't btl~ for 
a minute that she's got a proper Guild liCZ11t:e 10 b~ selling 
potfuns and stuff. TIiDI Rot/a:Jpf lives just down the road -
he's important, !MJ why doesn't he do 5{}melhing about her. 
She's going to kill someon~ with h~r br~s one 0/ thest: 
days." 

" W~ll, I'd I'IetItr go 10 a place like tliDt, of course, but... well, 
this friend of minL wad 10 he for - er, personal problnns, if 
you know whilt I man. Came aTlXlY with this bottle of bub­
bling grun. stuff lliDt S1n.tlt lih the underdock at low tide -
well, it c/eQred the problem up all right, but he was covered 
in bright green spots for a weekI" 

Old Mother Crumhom (SL16a), Wizard 
level 2, ex-Wizard's Apprentice, ex­
Phannacist, ex-Herbalist 
"Hello, my pretty! What can Old Mother Crumhom do for 
you,then?" 

"Ah, now, let me 5«. A pinch of dust from a suiciJU's grave, 
some dried bats' eaTS, and just a touch 0/ frnnLI to tJW. the 
taste aWQy. And a pinch of this - but you don't really WQnt 
to !mow WN:u that is, now do you? Whilt's the mtltfer, my 
pretty? Lost yourappdit~7 " 

"Come out, cOrm! out a/there, my prdty! Think I don't know 
you're then: just be02use I can't su you, do you. Ha liD, you 
don't /001 Old Mother that easily!" 

"All alonL in the world, my pretty? Such a pity ..... 

No-one knows whether Old Mother Crumhorn ever 
had another name. She is an ancient, almost toothless 
crone, with tangled and matted grey hair and skin like 
badly-tanned leather. She has a large wart just to the left 
of her nose, with a small tuft of hair erupting from it. 
When she laughs - which she docs a great deal, often 
for no apparent reason - her one remaining tooth is dis­
played in all its yellowed glory, and she dribbles. Her 
short, broad body and stick-thin arms make her look a 
little like a spider as she goes about her work. cackling 
over a steaming cauldron and babbling to herself about 
various questionable ingredients. Her eyes, when they 
can be seen through the tangle of hair, don't match. One 
is a watery grey-blue, the other a blind white. 

Old Mother Crumhorn is regarded with a mixture of 
fear and fascination by the locals. Children all over Luy­
den hock are frightened into obedience by parents who 
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threaten to sell them to the old witch, who will boil their 
bones to make glue or do something equally unpleasant 
to them. Opinion is divided over whether she actually is 
a witch who has somehow escaped the notice of the rel­
evant authorities, or an eccentric but mOl'e<)r-less hann­
less old madWoman, or a cunning charlatan who culti­
vates an archetypal iri\age of a witch in order to make 
her strange preparations seem more authentic. 

Mother Crumhorn's house is at least a century old, and 
she has lived there and plied her trade for as long as 
anyone can remember. No-one can remember her being 
anything but old - even the older residents of Potion 
Square cannot recall her being middle-aged or young. 
For that matter, nobody can really remember a time 
when she didn't live in Potion Square ... Of course, 
nobody dares to ,,!sk Mother about her past. 

Very few people would ever admit to consulting Old 
Mother Crumhorn, but many do. Whether or not her 
personality and appearance are just a front, they draw a 
number of customers, particularly from among the 
young and impressionable. Despite the fact that she 
lives alone and is so lacking in charm, no-one thinks to 
question the efficacy of her love potions. 

The fact is, Old Mother Crumhorn's appearance is in no 
way deceptive. She is a witch, and the ingredients she 
puts in her potions and preparations are exactly what 
she says they are, and what her customers expect. She 
also indulges in less savoury activities, and is behind 
the disappearance of several incautious young Marien­
burgers. Her cellar contains enough evidence of her 

UPPER FLOOR 

: 
... Store Room ... 

Bedroom 

activities to have her condemned to the fire by the Tem­
ple Court many times over. 

MWSBS S T W I A Oextd Int CI WPFel 
3 22 22 2 5 11 4S] 47 31 55 33 48 22 

Skills: Arcane Language - Magick.; Blather; Brewing; 
Cast Spells - see below; Chemistry; Cure Disease; Dae­
mon Lore; Evaluate; Haggle; Heal Wounds; Herb Lore; 
Identify Plant; Immunity to Disease; Immunity to Poi­
son; Magic Sense; Magical Awareness; Manufacture 
Drugs; Manufacture Potions; Meditation; Numismatics; 
Palmistry; Prepare Poisons; Rune Lore; Scroll Lore; Sixth 
Sense. 

Spells: 32 Magic Points 
Petty Curse; Gift of Tongues; Magic Alarm; 

Magic Lock; Marsh Lights; Protection from 
Rain; &move Curse; Sleep; Sounds. 

Battle 1 Aura of Resistance; Cure Light Injury; 

Battle 2 

Dispirit; Immun.ity from Poison; Steal 
Mind. 
Aura of Protection; Cause Panic; Mental 
Duel; Steal Magical Power; Zone of Sanc-
tuary. 

Possessions: rusty dagger (I +10, D -2, P -20); gnarled 
walking stick (actually a magical weapon - treat as club 
- with abilities Fear, Animated and Spell Absorbtion); tar­
nished silver ring (Ring of Protection vs Humans); Jewel 
of Po~r (contains Chi2nge of Allegiance spell) on silver 
chain around neck; bag of herbs and dried animal 
organs; small bag of teeth; D6 pennies. 

• 
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Blackie the Crow (SL16b), Familiar 

Blackie lives in a brass 
cage in Old Mothe r 
Crumhorn's front parlour 
and consulting room, and 
looks like a small, seedy 
and somewhat malevo­
lent crow. Most of the 
time he sits on his pen:h, 
casting a baleful eye on 
proceedings in the room; 
occasionally he will 
stretch his wings (as far as 
the cage will allow) and 
give vent to a loud caw. 

Some people arc con­
vinced that Blackic is a 
familiar spirit, others that 

he is just a pet kept by the old woman to complete hC!l' 
hag-witch image; in fact, the former theory is correct. 

Blackie is an independent Lesser Daemon. and a very 
weak one at that, which probably explains how he came 
10 be in the service of O ld Mother Crumhorn. His cage 
is magical. and a close examination will reveal a penta­
cle scratched into the floor; this keeps him in the cage 
and in his crow form. If he is let out of the cage by any 
means, he will adopt the form of a black-skinned imp 
about three fect tall, with a wide, fanged mouth and 
knife-like claws. He will also become subject to instabil­
ily. His first act will probably be to try to kill the old 
woman who has kept him prisoner for so long. 

M WS B5 
2 33 0 

S T W I A Dex Ld In! CI WPFel 
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Special Rules: causes feDr in liv ing creatures when in 
imp fol'lTl. Blackie is immune to non-magical attacks, 
and his own attacks count as magical. Cblwor bite attack 
in imp form, bite attack in crow form. Blackie has the 
skill Identify ~gical Artefad, which he will use at Old 
Mother Crumhorn's command. Outside his cage, he 
will also have 16 magic poinls and the spells Fire &11, 
Wind BlasI and Smash. 

ENCOUNTERING MOTHER 
CRUMHORN 

There arc two main ways in which adventurers can 
encounter Old Mother Crumhomi they might pay her a 
visit to buy her services, or they might decide to investi­
gate her. 

Services 
A glance down Mother Crumhorn's list of skills and 
spells will give you an idea of the kind of services she 
can offer. Basically, according to the needs of your 
adventurers, she can offer anything in the line of magi­
cal healing. magic potions, and identification of magical 
items. If, at any time, you don't want a particular ser­
vice to be available to your adVenturers, then Old Moth-

Old Mother Crumhorn - SL16 

er Crumhorn has either forgotten how to do it (she can 
be very eccentric at times) or she's decided that she 
doesn't want to do that particular job today. 

Below is a list of Old Mother Crumhom's services, with 
suggested prices - you can usc these as base prires for 
haggling. or you can add in a random factor 0(75-1.50%, 
according to what sort of mood she's in today. 

Service 
Cuting Spells 
Curse, R.emove Curse 
Cure Light Irtjury 

Healing 
Wounds 
Disease 

Potion. 
Healing 
Strength 
Tongues 

Identifying Magical Items 
Potion 
Ring. Wand or Jewel 
Other 

Price 

25Gu 
SOGu 

25 Gu per treatment 
30 Gu per treatment 

50 Gu per dose 
30 Gu per dose 
30 Gu per dose 

20 Gu per attempt 
25 Gu per attempt 
30 Gu per attempt 

If a service is not listed, it is not available - for example, 
Old Mother Crumhorn will not teach spells or skills 
("Far bel!er if yau come Mct!O me whert you wartl the use of 
them, my pretty - hu hee hu!"), and she will only cast the 
three spells listed - the others she keeps for her own 
purpo~ only. 

Terms for everything arc strictly payment in advance 
and she offers no guarantees, and some of Mother 
Crumhorn's services arc expenSive. But, on the other 
hand, she asks no questions and has a 'professional' bad 
memory about what her clientele, which can be useful 
at times, especially for (shifty) adventurers. 

Investigation 
Although most of her neighbours are convinced that 
Old Mother Crumhorn is just a harmless old woman -
after all, a reDl witch wouldn't be that obvious, surely, 
/Wuntillg herself in front of everybody and every witch 
hunter in the city - the adventurers might take it into 
their heads to check her out, just in case. 

The first thing they will discover is that Old Mother 
C rumh orn never, ever leaves her house. She never 
seems to sleep, either - there is a light burning in her 
front parlour all through the night, and there is no hour 
at which the adventurers can break in without being 
discovered. In addition to this, she has Magic Alarm 
spcl1s covering every possible entrance; the adventurers 
are going to have to be very clever indeed if they want 
to get in unnoticed. 

The general public never sees beyond Old Mother 
Crumhom's front parlour, and she will defend the rest 
of her territory vigorously. She will rely on her psychol­
ogy-based spells to chase intruders off, having covered 
herself with defensive magic. If the adventurers manage 
to get a look at the rest of her house before the Watch 
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arrives to invest igate the disturbance, they will find 
plenty of evidence to convict her as a witch. Her bed· 
room is illuminated by a five-branched candlestick 
burning candles of Human fat, for instance <characters 
with a current or past career in spellcasting or medicine 
are permitted an Int test to realise this). 

But the really damning evidence is in the cellar of the 
house. This is a veritable charnel house, holding the 
remains of her victims from decades of murder. 
Although many are decayed or mutilated beyond recog­
nition as pioccs of meat, let alone human bodies, at least 
a couple of the corpses can be identified as young pe0-
ple who have been missing for a few days from else­
where in the Suiddock. The cellar also holds a number 
of rendering pans, kettles, carefully sorted jars of 
human organs, and piles of meticulously polished 
bones: all items which are strong circumstantial evi­
dence of, if not actual nC!CrOmancy, certain necromantic 
interests. At the very least, Old Mother Crumhorn is 
quite violently disordero:l.! 

The Temple Court in Marienburg offers a standing 
reward of 50 Cu for any information leading 10 the suc­
cessful trial of a necromancer, daemonologist, Chaos 
cultist or evil spellcaster; the adventurers would be able 
to claim this reward if they obtained enough evidence 
against Old Mother Crumhorn, and in the process they 
might gain an introduction to some influential charac­
ters in Temple cirdcs. 

ADVENTURE IDEAS 

Here are a couple of ideas for short adventures featur­
ing Old Mother Crumhorn. These might be run on their 
own, or in parallel with another adventure to provide 
distractions and complications. 

Justice be Done . 
While wandering through Potion Square at night - per­
haps on the way to or from the Long Dragon - the 
adventurers encounter the ~host of Marijke Schlachtof­
fer, a young girl of about thirteen. The ghost is wander­
ing aboul the square weeping piteously, and will ignore 
the adventurers unless they actually ask her why she is 
crying. 

"I only wanted a love polion/ the ghost wails, "But that 
wicked old woman killed w, and now / am't even ~ dead 
properlyr The pOOr ghost is dose to breaking down, and 
the adventurers will have to be very gentle and very 
patient to get any further information from her. She can­
not rest until her body is recovered and given a decent 
burial, and she doesn't know where her body is except 
that it's cold and dark and thcreare other bodies there. 

To lay the ghost, the adventurers will have to get into 
Old Mother Crumhorn' s house, find the cellar and 
recover Marijke's body for burial. There could well be 
complications - the old witch might have used part of 
the body as ingredients for a potion, in which case the 
potion will have to be found and buried along with the 
body. If you want to stage a big. dramatic scene, then 
after the witch's cellar has been cleared of its grisly con­
tents a whole crowd of ghosts might come trooping out 

of the house, assemble in Potion Square, and drift off 
through the city, gradually dissipating as they finally 
find rest. 

Pins and Needl es 
At some point, the adventurers have consulted Old 
Mother Crumhorn. Perhaps Ihey desperately nceded a 
curative potion and, surprisingly enough, all she asked 
ror was a hank of hair from one of them. A reasonable 
bargain at the time, or so it seemed ... 

The next thing the adventurers know is that one of their 
number is suffering from blinding headaches. It doesn't 
matter what he does, the pain gets worse. But every 
time they go past Mother Crumhorn's, the curtains 
twitch, or the light inside dims for a moment as the old 
woman leaves the window. 

A note is pushed under their door. It's from Mother, and 
asks them to visit her and take tea. When they arrive, 
the old woman is as close to cha rming as she gets: 
"'Now my pretties. I've do~ what you wanted. Now iI's lime 
for you todD what 1 want ... '" 

Then she makes her demands. The adventurers must 
bring her a fresh body. She docsn't care where they get 
it, but it must be fresh. If they arc too squeamish, one of 
them will do. And to make sure they will do what she 
says, she produces a small doll from inside her apron 
and holds it up. It is a likeness of the headache-sufferer. 
She also holds up a small pin, and drives it into the 
doll's hand with predictable results ... However, she is 
willing to let the adventurers have the doll if they do 
what she asks. 

The adventurers are faced with a simple choice: do they 
follow Old Mother Crumhorn's orders, or do they try to 
get the doll? And even if they do what the old woman 
asks, how do they know she will keep her bargain? And 
who can they go to for help, without one of their num­
ber being put through agony and possibly killed? _ 

• 
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MAIL ORDE.R 
Games Workshop and Citadel Mail Order is not justa packing ~ilnd despatch service. The friendly staff who man the Mail 
Order phones are all keen hobby enthusiasts who will be more than happy 10 give you help and advice with your 
purchases of miniatures and games 

Terminators and l'yranlds 
A boxed .sct of 37 superb ly-detailed 
plastic Citadel Miniatures including 3 
Tyranid Warrio rs, 6 Terminators, 12 
Genestealers, 4 GencSle2lC!r Hybrids, 2 
Terminator Librarians and 10 Space 
Marine Scouts. For use with Advanced 
Space Crusade and Warhammcr 
<\0,000. 

Fantasy Miniatures 

The book of the 1990 Golden 
Demon Awards, packed with 
full<olour photographs of the best 
painted miniatures from this yeu's 
I1na[s, plus some o f the finest work 
of the Games Workshop staff 
painters . 

Shadowbreed 
The second book in the 
Konrad uilogy. Konrad 
con tinues his perilous 
quest across the Chaos­
Infested Warhammcr 
world. 

"WAAARGH! 
SPECIAL MAIL ORDER OffER 

COMPLETE ORK WARBANDS 
,,' ,. ; 

l>. 
•• 

·0 

; . ' .. 

Nigel Stlllman has picked 6 complete 1000-point Ork 
warbands from the Warhammer 40,000 Ork army 
Ust In White Dwarf 12~. Therc's one warband for 
each of the major Ork c1an.<;: Goffs, Snake-Bites, Evil­
SUn%, Death Skulls, Blood·Axes and Bad Moons. 

We're offering these war-bands through o ur Mail 
Order Service at a spcciallow price. We've knock.f..'tI 
al least 10% off the normal retail price of each 
warbandl 

Full dccalls of the 6 warbands with their priCes arc 
gJven on the next two pagcs_ 

All the warhands come complete with thc necessary 
metal and plastic m.Inlatures, plastic arms and 
wcapons, bases and (where approprlatc) vchlcles. 

To order your complete Ork warband, just wr~e the name of the 
warb.and on the MaU Ordet form on page 70 - d<..'\ails of how 10 

pay and where to send your ordet can be found beneath the order 
form. For example, if you want the Goff warband, just write 'Wu­

Grimbad' on the Mail Order form and enter Ihe priee in the 
(igtu-hand column, 

A1tcrnativdy, phone our Mail Order lIodine OIl (Om) 760'162 or 
(0773) 71321310 place anA~iu order immediately. 

All the priCCli given on pages 68 and 69 already indude the special 
discount of at least 10%. 
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knife Indudona 1 .,; .... on ,,""~ 

WAA-SNAGWORT 

.l.OOl)...Ul!.lIOn: _ 70 POII'mI 

~ 80Th Plu ""'''''', 1>01 ....... h,J ..... kbomI. . ""-e 
indudir>a 1 ... oh ..... .., ~ 

n~Jk)l'Z JroIU"So I" POII'mI 
10 IIOY7" PIo..k""""",. boI .... n, 

boIIPoooI dW .. -, knife. 
f~ and IuD ooildobaoru.. 
ktoofe~ l...;<h • ,,,,,,..,l>0l00<_ 

£34.00 
for 42 plastic Orks, 
and 21 metal Orks 

• •••••••••••••••••••••••••••• 
SNARE·8ITU lllAABAND - 1010 POINTS 

SnaV'O'''' tribe t....k in the ",1cIo:meu, roll" ..... n,s the uoi.l. 01 f ... 1 Or .. , .m~ _my """""Y' 'and n ,duof; col""",! OUtpoolO Iloooy 10 .. bc:a> • bIt .... " on thc &rouo<! '=~y. 
00 the .. 1bc I. """' ... "... bu< ~&hlly .. m<d. Snag"''''' 10 • _y ... "<ionoJ·mindcd Wubooo, ~ .......... 01 ...... nd k_. -.. .. y he h ........... _ .... 1>0"" ol huncUed> 01 
-.. .... k"" ond .... the "'.,. ... """'" i .. .., no-one " p- .... th hom .... !heJ' ¥, d<.oh .... th," "",-CWo" ... ", .. All oIthebm, . "" ...... , """"",,,. ,n r .... n<>UIlu<>j>l'u_ tU~ rr"", 
$nor-h ....... ho..d, .... boon Ii""" '" ""'" DftlIbtou.eo in Ofdet II:> 1JftPf<"'.".,...bwlCholwhdpo ..... Vlbeot<:"l'n,s"'''''''inO ... """yo. Thio I>u N o.dvont>.F 01$1"'" N 
.. ".....,........cd wi .... only ",_"" _ pon. . • <a.I pu<><h wiIh __ 8""<i old Or ..... .........,. Snq...", .. lud<,~ .......... br..,.. Mc"'"w who bu _ ... . .......... 01 .... 
.. ~ 5holIr. Altad 0... ........n .... .,be .... I':O<nIly heo.od.bouo. 1IIe .......... dz .... keen .... _ Ihoo ...... on ond ..., ........... '" bnn,s ""'- _ .. -' .... bIt hetd 0.1""" if ... '" 
be ""' ... _...toile we. Tho. ""* .... 0100 kDodted up • R"""""' ... pto<o>:t "'" h<ftI. Tho. p ..... rOf ot.e .... and one ol .... ~. '" act "'II'"het _th the hsd o.od lob • r_ 
........ Inoo""""""",od.ido:o .... ' ...... e~ncv ....... SnoJJ-t . loo pbca jpa.r_ on NCUftIOIn,sDcpioym_oltw ... rdboyz. 50 ho .. lha .. "'''' ......... It!&h<wdc ...... . r_~...,.. ... ""1"" __ """"'" 

W.u&OU"I.I!rIM.II!o lU P()1Nn 
Wo\.'lIOSS. FIo ............. ~, knife. 
S DOSS ORKS, f'lu ""'<>U'. boI ....... , knife. 
1 MF.l(ANIAK: PI.k ............ boI ........ knife. 
1 P~INDOY, f'l.k .......... 1>01 ....... knife. 
I RlJIoIf}fflIO: FIok ........... , boI ....... , knife. 
1 _lDBOY, FIok ......... , -...... knife. 

SN.U(UI'Tl!5 SOlIz.. ~ POlI'mI 
21lQSS 0.113: M.1r. .......... boI ...... kn;Je. 

• NOBz. 15 POINT3 
DEATH SICUW!lOSS: PIo..k .. _.boI"""" knile. 

SN.l.l(Um;S OOOOOvz, ,0 POINTS 
1 Mf,KA.NIAK: PI.k ..... out. 1>01""", knife. 
1 Po\.lNOOY, f'lok '''''''''''', hoi .... ". knife 

••••••••••••••••••••••••••••• 

I .UNTIlflIO: Mol ........... boI ....... , tuofe. 
I WE)'OIlOY, FIok " ........ , bo/IriolO!, knife. 
2 MINDI!IIZ, Flok "",.,.." boI~u". ""'fo:. 
SItOI(I( ~TTo\.CI( GUN roo thc M~k.nI'" 

SN.l.KIUrfF5 lUG Moe. 1604 POII'mI 
12 BOYz, I'lo.k 0Jm0W. 1>01 ........... ~.Iftclo>dln,s 1 .. rnc:d_. hoo..,.r' ........... ...d I ........ """.., 

~-
SN.l.Jt£BrTflIl lIOn: _,2 P()11\7'S 
680'1'7_ FIok.......,.." boIt.sun. k""c.ind....:tin,s 1 .... 11> 
~.-

OIlAYI! 5KUUS BOyZM08o 147 POII'oTS 
6 8OYl. PI.k ."n,,,,,, 1>01'4"". ~...re. ,,,dud .. ,, 1 with . 

I .. ..,. .......... 

WAA-WAZROKK 
EUIL SUNZ IIIAR8AND - 100] POINTS 

1I'11DMOIIt" P()11'mI 
I DRIUBOSSc _ ..... aur,I>oI'*"' .... fe. 
1 O.IUJlQSSc Po...".."""",. ",",p.IO!, 

P"""" .sJo~ knif ... 
10 'II'IIJ}IIOYZ: tlo.od....,.~. >hIdd 

5NOT1.1NG IIFltDl ZCOCI POII'mI 

, ''''''''''' 
10 51'101lJNG 8AS£S (90 Snodtnao> 

HOIOd weapon. oI\oeI<I. 

£53.00 
for 24 plastic Orks, 32 metal Orks, 

I Shokk Auack Gun and 90 Snollings 

• • • • • • • • • • • • • • • •••••••••••••• 
. .............. bi& plonz. He _NO hIo lIo"f'1 '" be: known . ...... <he pia,,"! •• <he tulfa~ '.-.. ohooua. boy>; thae i • .v.d 01'1« '1' ... .... <>"-" .......... m"""", "uln .... ·• '''''''' 8'" ,n 
hio -r . .... okIr. ; ... pidl, ~n,s 0_ '" the: ..... ol .... do."I~. """",I<: ..... d.nd r ... Spe<:d io tho:: .,....,..., oI",,",,e. '" 00 .... Mdt> ke<p ""U"" tum So for, <he u,bc i. only 
pud, "'~ bu, one day w.voItk IIof>eo '" a"""" m"'" vd\Ida .nd "" thc Md. '" m.k" -..c m"'" '>p<:<>u' _ . '""""" ol ku""";ocd Boule_, ..... II ,.,.. ""' .. he _4 
5omo 01 ...... Nob ........ Iteady I"""'O¥C/ IO!heopocdcul' . ndp ........ ..,.~oht"y new ..... .,. w .rbiiod • • uoldo i" ....... "'...., them ........ ..,.,.' .... d olhlo _,b&nd '" cw • • _ ....... ....w. N ,o.nIu ol .... <r'O:mi<:o, _ .. e ","ny. 0\. couple ol M ... (0100 opocd r.-.) Ito"" "" ... .,cha o.nd m . ... "" i"'P' ..... "" '1' .... llug, • ..d W.uokk io &."""oJly 
.. oi"lup fl>fl", ... _for htnoodi . ........... ,..;ncI. '1' ... 0l<I0 bo.let . r ..... ilyolBod 101_ ... dot. ifllOthe u.boJ O<:~.., ...... """" ~ .. -daoI .... """1 bn"l",-..e..-e 
-t, ........ he .. n ...... F' air ........ by doOI_ ClD""""""" f .. ", ro. rida 0/1 hio ,............ ...... r ... liad _ '""'" '" ."......1tOi .. f ..... olw:y an.- ........ If .. oubIc: ....... 
bod"", •• ....u-. Otnbr!>out ......... .......d column .. k .. ""'~ he Jl ............ boo opeecI fr<d<. on "-' vdoocIa '" oudIonk the oncmy ... dwae ou"""" ., N'" (0 fOb ... hoch "f""'"d. .... _ .,.,_r ... ).""I'f"""" by .... 6n:_ 01 .... f_~ ... .n.....,tnot... 
w..uaJOSSam. .. -ur. 221 POlNTI 
..... l8OSS, Po-:. ...... our. boI ...... , kntk. 
S B06S ORKS. PIo..k ..... ""', boI ....... , ..... fe. 
1 MEKANIAK: 1'1 ••• nn<>Uf, 1>oI1&\I" .... fe 
1 PAlNBOY: FIok '""out, boI"un. knife_ 
I IUl'tl"Hl'.lD, f'lu......,..,. boI ........ knife. 
1_IOllOY: PIo..k."""",,~knife. 

IIVlLSUl'IZ HC)IIL JCI POII'mI 
,8O$S01K5 fbkonncu<, boI ........ 1tnJc. 
,"U8lKES 

1IIOlIZ. " POIN"n 
I BAOMOONfIOSS: _ """"", ~"'" k"",," 

EVIL stJ!I.'Z ODJ)9()vz, ,0 I'OII'oTS 
2 MI'lCAN1~K$, R.k _. hoi""". knife 
1 PMNllOY, R.iI .nn","" 1>oI ........ ""'fe.. 
1 'UN'nIEltO: Ru ''''''''''. boI,*",. knife, 
1 Wl!l~DOOY, Rok """""'. boiIpoolO!, lu\if • • 
2 MINDUZ: fl.k or",,,,",. I>oIraun, knife. 
WU BUGGY "'mountN """' ............... 

IIVlL iRJOiZ.1G MOB, I~ POI."iB 
10BOYZ:l'1ol< • .....,...,boI ........... "',~l""'" 

.... ..,boI •• '" 

ML.sLIl\'Z"OB, 105 POI,'I1t'lI 
S 8O'fZ: PbI< " """". 1>01 ........ "'01", ond....:tin,s 1 ..... th . 

...... It I."""""' ........ Ii.,ond md<o ......... _ 

BAD MOONS IOVZ MO. , IS POIl\'TS 
S BOYZ. Plok ,,",OUI". boI'4un, 

knife. r,,' ..... kbom. irIch..du>t 
1 _oh """Y)' boheto. 

£33.00 
30 plastic Orks, 11 metal Orks 
3 Warbikcs and 1 Warbug8Y 

• 

• 



• 

*-

• 

••••••••••••••••••••••••••• 
WAA-NAZGRIM 

DEATH SKULLS WAllAND - 101. POINTS 
••••••••••••••••••••••••••• 

Nu&rin' io Ihc • .-01. omaIllribe 0I1koll> Sk...u. • ...-~~ ...... ~,ond .... -.... too. .... coed • "" .. t.o.-hoId 01ili00<i· ....... _ .... lribc. IiI ........ _~ """ 
_ mud> 00 M', ~ "- It> boll. "",0010 Juo' in"..... ", bund>. -YCf1IC" bloc tIoi, Io<.........uy ha .... ~-oi_ mob 01 o.e..:Nn cntrCf"""""'" _oilinc.r ... d. Boyl, 
aIJhtaoah N ....... ond hi> .....,..., -. ha ......... tty fiIdwd .... _...- in Ih<"-' """"- lea ..... 0I1h< .... 1'1...,.... i. """' 101 .. ~ 01 Madboyz. ~ in "'-
_ ~ _, It> the Iribe'. rcpucolioon b """'-___ 1IIe ond ~. Na:wun', _ uc <n>d<= he _ It> _ in bee ond bi& ........t-..IO he too.. lore< Bia Mob ond 
-... ochet ho<..ehoWo "' _101 .......... ",II> No policy oI1'o;,.n.-· ...... .....,d It> boo<y. _ .... Na."un neocIo . aolBop in hoo 8i&Mob in ......... ....., ""'_ 
&.m-.. in tho: tribe. .................. ....". lie • --r .........,y ..... 
nEATH 51WU.1"'~ &EI'lNl1lI!o ~I POINTS I IUlffHEIo, 1'Wt"'-. boI ....... 1u>ik. 
.AIBOSS: """"" or ......... Dol ........ knife. I WEllOBOY: I'IlIt II..-...I:woItpioIoI. knik. 
5 BOSSOIIIS: _or..-... boqun. knife. 1 M1NDElZ: Plu """ ...... boI ....... knife.. 
1 M£KANWC: fWt """.,.... boI ........ knifc.. DEAnl SIU)LU IIIG Io&OIiIo:Uo f'OlN'l'lI 
I PAINBOY, l'Iu """our. 1>01 ....... knife. 2OBOY"/.,. f'Iolr. ann"",. 1>01_ knife. inc:Iudina2 ........ 
1 RUNTHI'.aJ), Plu _, 1>01 ....... knife. miMik 10 __ , ....... &q ond _ miNil .. 
1 WElIDIIOY: P1&k ........... -.,;..ct. knife. 

OEATH SKlJU.!I NON: 10&081 61 f'OINTS 
1 81000SS: ""'- ........... 1>oIlpn. knik. 
1 BOSS OUtS. Pl.oJt ........... bellpn. knik. 

NOIIZ. JO POlI'tI'S 
181OOD-AXE BOSS 0Il1CS· i'Wl &mIOUf. beI .. un, ..,. 
DEArn SKlJU.!IODDIIOYZo NO POL"",", 
1 MElU.N1AX. Plu .. ",ow. boI ....... l<niIe. 
I P",IN80Y: 1'1"" ..... ow, 1>01,«"". krJe. 

•••••••••••••••••••••••••••••• 

DEATH SKUlLS IIOnlo&08I 1M POI.""'"' 
IOBOY"/.,. I'W: _. boI ....... knik,..-..... I 

vm<d ............ ...,boIIa 

DI!ATH SICUUlI BoOn Mo. n POINTS 
6BOYZ I'\ak ... ..-... ~ ktufc,ltId ......... l ..... <reI 

... <1> 0 twavy booI<ct 

8LOOD .Ull BoOn MOIl! 71 POINTS 
6 BOYZ, I'\ak """"". br>kpoo.<ol. luIIfc. includ.na I 

onnod wi .......... ..., boI .... 

WAA-SKUMGROD 

MAO Io&0IiI0 )00 POI..".. 
20 J<lADIIOY"/.,. 'PI'" """_. boI.ps.d, We 

GanotIlO'MO" JO 1'01.,," 
IOCRIrTCHIN, ~.h&nd ...co""". 

£55.00 
ror 42 plastic a rks 
and 41 metal a rks 

••••••••••••••••••••••••••••• 
BLOOD· AXE WAIBAND - 1001 POINTS 

Skum8JOd'1 ,,,bel dctJ ... tIt \he Imperiutn. Dr U he pu .. '~ 'We ""<CO da .... umboo bu, ....., ~kc, da tDcf' Ob....ow.ly he doGn', obtca 10 .... od."", 01", Impcn~ Offocer 0< <he .... , .. nee: 
01 ~ Itnperial aquod. 'Thctc oJ_yo 6&1 ... in • W'IorOtm which <OrJCop<>t>dt 10 rID known IMperi.1 Guo"; fC3II'\<'" in o<dco 10 ,,,,,,d Ihe n .... oIld<.1..Jico" .... by """"1 ",t- SkUffl8'od 
~ _ on _ r._ "'J _ d..,. """'" he ""'10 ........... ""'. ond io '''''~y ... ""to<! ..... tIt __ po o.nd .... piaon by _ 0 ..... Sk""",od dooR', ... c. Gt..a..... .. --n I", 
th;o, bcco_ hn .... I mob aI 0s<Jm ... th rally ohoO<y ""'" ,,¥Crt It> !hem by hi, '(f_' The ..... t£d ouboodylrom "- tame 'Iricndo' _, wed ... lure Koplin Sno). •• ""'-<Ivoo, mob 
ol pirl" ~. known ... lixnd ond 10<. o.like II d>e """"' .. 01 "'" pluy ...... II>iI. .... ' ........... ""'.....,."._ $It.....,od ..."... 10 ... --r _" nW><'" he hu ,wed <he 
biqe<.t 0;.1""'" "" COlI '" o<dct ...... ..:1 him ond ",o.mo.ln I .. . _cy O>a" ...... motley aew He .1 ... BIOCO I .. Ac ........ fr_ "'" """'-tooldo ol "'" don wi'" _"'" ofhu.., 
.....,.,.... ol oed Sk.....,...r. f • ...,..,oc lKOK ,. It> ... !he ..... ""' •• Ih< 0.,-,... ond the F..-:. ci<> 1IlOO< of !he hud r ................. , "" ond hu ~ CU> r..uo... "P ond "ob "'" '-Y . 
...., ,.,J ond d>e."", 

IlLOOD-... 'U! .... _.1!I'\NUI!o 176 P01STt 
1 .... at!OM:~...,.. _, 1>oI ....... 1tni(e. 

1 DRIUBOiSS.c l'Iu otmour. 1>01 ....... knife 
~ aoss, Fl"" ........... 1>01 ....... Ionife. 
I MEXA~lAlt 1'1"" orrnour, boI'f,Wt. knofc. 
I PAlr."BOY: f'lo.ll""""",. 1>oI'IW',knik. 
HUMAN ADv\sol, Imperial Ouatd CoplAin 

(Own".....,. ftu ..... .,.....Iup ...... knifc, 
choin .. _d.. _ ... -. fidd. 

BLOOD-AXI NOtIZ, 45 POI.""'"' 
380SS 1\oJt omKIW. Dol ....... knife. 

BlOOD-AXI ODDIK)n, NO POI.""'"' 
1 MEK.VIWC: l'I.k otmOlIf. 1>01 ....... knife. 
1 P",INBOY. Plu ""' ...... boI ...... , knife. 
I RUN'lltIRO, Flu ""'ow. Dol""". Ionile. 
1 WEiRDBOY· 1'\ak ormour. I>oItpisI.ol. knile. 
2 MINDElZ: Au IImow. boiopOlOl, knd"e. 

OGIIYN )6011, 1110 POI."",", 
~ oc;lYNS: Ho.rId ..... pan, Iti~ sun 

••••••••••••••••••••••••••••• 

IlLOOD-,u1! IIIG _1m POL""'"' 
XI BOYZ: l'Iu _, 1>01 ............. Ic,&q ... kkboma, 

in<Ndi", 1 " .. ", • """vy 1>01 ..... . 
1l1.OOD-..u:l!lIOr.c MOllo no POINTS 
10 BOn . Fbk ... mour. boi'f,un. knife, In<lud/n,J I 

onnod ........ "" .... clo.""""""_& .. ond ...... -81.OOD-AXr: IIOrl. Moar ne 1'01.'(J"5 
10 BOY"/.,. i'Wl ........... boI ....... l<nde • ...:Iudina I 

onnod ........ ""...,., .. """""" ..... Ir .. __ -
FRF.EBOO1'1'.Il MOIl. III POL"iTS 
1 KAI'Tl~: Plu arm ...... 1>01,."". knofe 
8BOYZ, f10k """""', bohaun. knoCc, indudona I "",<rei 

",Ih, I>oo.vy 1>01 ... 

1l\JM,\N Io&l'JlCI!NAIollet ( .... pc<'IaI G_ "-,,ui, 
5<J...w) 110 1'01:'ffS 

I Sl!lGI'.ANT I'\ak .. ..-... 10"""". du.r",...,.d. 1o.rJe, 
!ita one! luu ....... da 

WAA-UZGRU8 

70lJ..\ROS· PI ... _. 21"1'",»1 •• kntk. ft.&o.rId 
Juol,; 8'en.dco. 

2 OUAlIOS, l'Iu """""'. pia"". "'". knore. ft .. ond 
krol< 8'<nO<b 

£47.00 
ror 48 plastic arks, 

11 plastic Imperial Guard, 
4 metal Ogryns and 18 melal a rks 

• ••••••••••••••••••••••••••••• 
BAD MOONS WAllAND - 1010 POINTS 

Uwub·a.d! Go( Nonl..,. .. one ol d>e ...,. .. oho.....n. k........., It> Orkdom. Only <he bear"'-~ 101" hr, <nbe. Mob, ore omoll bcauoc "" <Iocon~ ..... e "'" ",ud> 1-. k""I'''' 
_olM """ hI.own 1CW>Ue. Tho ... orhy"""" .. eolldone"P ......... l2J ............... r-y ... ~.....". .................. ·do l1000' _ .. !hen"", lIlona'" la.r " tJwub .. _""" ", 
r....iy ol E..;/ 5unJ. hu boa> .unacd ..... the , .. be by ""' ..... "'" ond "'" pudy _ ol "'" _band.. Not """" ..... , ~ ... "'"" """""",cno 01 GtelChn """_'. oon<c 
_ ol Uqrub'a Nr>t>o ...,.,', \Jl. &".... to do OAJ"d'<tt>I/oo ~ .r.....". con poy • Grcochon to do" fo< """" U..,.,t> hope> to be .1IIe ... 101 ... hoo ........ .,. ..... y bd"OK .....". get 

neat ~ '" tpooI hot .......... but if Ihrn&o ...... btl --" he .. _ 1''''1'',,«1 ... o<nd <he Gtcoclwl ......... doorOl on otdtr to hold "P "'" crICfIO~ ..t.oancc. AI ...... lhp Q" """ 
boo ~ ",die ... d>e 1u,0rl. tkfcnd!na thar _ ond lhar _olted 

1I'AJl805.S .. ~ .. ~ lei POI.""'"' 
""RB0S5: ""'- """"". Dol ...... knole. 
~ \!05S OaKS: PoooIu """"". 1>01 .. "". knile. 
3 M£KANlAlCS· l'IoIr ..", ...... boI'«W'. knile. 
I P",INBOY, ItoJr ""' ...... boI'«W'.IWIc. 
1 lUN'll!ElIn Plu """"", boI .. "". knole. 
1 "WEllOlIOY; P1&k ............. ~ knile. 
2 MINDEIL Plu ........... baI ...... kniIe. 

BAD Io&ooNS NOta. 63 f'Ol."tTS 
) BOSS OIKS, ......... """"". boIIaun. We. 

BAD MOONS OOOIlOYZo :0;0 POl.'(J"5 
I l>tEKANlAK. "'u """""'. boI ....... , 1tnde. 
1 PAINBOY· PWr ............ 1>01 ....... knilc. 

1 .UIffHEIO. I'I'" ""'_. boI ....... knofe. 
I WEllOOOY, Plalt "'-"'. bokpotIDl ...... fc. 
1 MINDERZ: PI.k "mow. I>oIIA"'" knofe. 

Il.U) MOON5111G MOII,:I7' POINTS 
15 BOy"/'" PI ..... ""' ...... boI,."". knifemdudin,a ~ 

..... <reI ....... ~..., .... pxooOheo."" 1>01 ...... I 

...... .arooon, 1 heavy plum.o...,v. 
Il.U) MooNlillOnlo&OIIo I .. POl.'lT"5 
S IIOYZ: PWr &1_. ~ knife ~ I 11_ 

..... th 0 mIotIIe Io"."m.. ....... Ilr:oJt """""-

Il.U) MOO~ BOn Io&UIIr 140 POI.""'"' 
~ OOYZ: I'\ak "_, boIrcun. k...te oncbiina Z ,,_ 

WI ..... Iu-connO<> 

EVIl Sli!'o"2; IIOr.c 111<.1110 10 1 POL"TS 
S I!OYZ: ",.k ..... .,....1>01 ...... kroIe..-.clu<l!ns I .. med 

... ,Ih 0 nu ... 1e 1 • .....chef ..... 1h rro" o.nd luu "">001,,,. 
ORIrrCl IlN M<.IIIo,.., POINTS 
10 OlI>fCHl" I!t<fII!PRI!NEURS 

Hond ...... r-, bIundc:rbuM . 

£38.00 
for 30 plastic arks, 

23 metal arks and 10 Gretchin 

I 

I 



MAIL ORDER PRICE LIST 
CODE DeSCRIPTION UK PRICE US PRICE 

074503 SkelelOn& £2.99!Of any 5 $1.SO lorS 
074311 Norse Dwarfs £2.99101' any 5 $7.SO for 5 

MIGHTY EMPIRES 
07510111 WiZEIrds Tower ro.SOeach 
01510112 Bridge 1 £0.30 each 
07510113 Bridge 2 £0.30 each 
07510114+5 Pirate Ship £1.00 each 
075101/6 Necropolis £2.00ead\ 
0751Qlf7 SkelelOO Army Banner £0.50 each 

070268 Space Marine Captains £1.99 each $5,00 each 
070158 Spaoa Marine Armour Variants £2.99 for any 3 $7.50 lor 3 
072505 Necromundan Gangs £2.99 lor any 5 $7.SO IOf 5 
012812 Titan Heads and Weapons £2.99101' any 6 $7.50 lor 6 

Plastic Arms and Weaporls to.50each 
010620 -boy, £2.99101' any 3 $1.SO lor 3 
010696 0r10: $hold!. Anack Gun £3.SOeach $8.50 each 
070204 Terminators £3.99 lor any 2 $8.95 tor 2 

Termiootor Body £1.00 each 
Tennir.ator A(ms £0.50 each 
Termil'lll!or Nemesis Weapons £0.25 each 
Termirlator Shields £0.25 each 

RT89 Terminator Boxed Sel £11.99 each $29.99 each 
Imperial Battle Titans Boxed Set £9.99 each $24.99 each 
Plastic Titan Body £1.50 each 
Plastic Titan Weapons £1.00 each 

ORDER FORM 
CODE I DESCRIPTION aTY TOTAL PRICE 

TOTAL: POSTAGE" PACKING: GRAND TOTAL (TOTAL + pap) .. 

NAME AND ADDRESS: .................................... ......... ........••.. ........................ ...................................... ......... ........... . ........ ................................... 
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UK lWPO, _ £2.50 
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UK MAIL ORDER 
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CITAlJ[l': 
')llNfATlIln::s 

MEKBOYZ 

MELTAGUH 
KUSTOM SPEQAL 1 

"""'" 

MEKBOY WlTll WREMCH 

""""" 

MEKBOY WITH ClJnERS 

""""'" 
AU. TIE ORI($ ABOVE ARE SUPPlIED COMPLETE 'MTH 
PlASTIC ARMS "HI) WEAPOHS. TlE MMATURES ABOVE 
AIlE EXAMPLES OF JUST SOME Of THE COIoIBINATlOtIS 

YOU CAN CREATE. 

MELTAGUN 
KUSTOMSP£Clld..2 

""""'" 

.. EKBOY WITH fLAME 
THROWER 

"""""" 

ORK SHOKK ATTACK GUN 
RULES FOR THE SHOKK ATTACK GUN 

ARE IN THS WHITE DWARF 

MEKBOY WITH SHOKK 
ATTACK GUN 
,~, 

THE SHOKK ATTACK GUN 
IS SUPf>UED AS A 2. PART KIT 

COMPLETE WITH MElUoNAK OPatATOA 



, ,,,...,, 

TECH LEADER 

'''''''' 

80IJNTY HUNTER" ,,,.,.,. 

HIVE GANGS 
Designed by Jas Goodwin RoV Eastland and the Citadel uO".";e:loo,,,,. 

• 

""" '''''''. 

SCAVV'f3 

'''''''''' 

TECH 7 

''''''' . 

BRAT 1 

'''''''''' 

TECH 3 
072SO&:11 

TECH. ",.,., 

.&.lL Tl-lE "'IN~TURES ABOVE (EXCEPT THE TECH GANG LEADER) ARE SUPPlI£Oca.4PlETE WI'TH PlASTIC ARIotS 
AND WEAPONS. THE MINIATURES BELOW ARE EXAMPL£S OF JUST SOME OF THE COMBINATIONS VOUCAN CREATE. 

W. Nwn1 ,......:1 IhIo ruIM lor ConIronw .... pi bill Itwy'I be conq out in Ih8 ~-IOO-d.1.anI t.au, •. IIIlM 
...wI .... you" ftncj aome oIlhIlVIM In While DwatI (Iof' .. wrpIe. gAllg goneraIion .. M _..:I In __ 132). 
n you walll, \'OIl ean ... o ..... t~ .. m ... lat.nu .. Wamammer 40.000 Ilf1)erial GlIaId,""" from r"lltmllll1l 
'*-I on I'IIwIwa<IcII IUCI'IIIII ~ « ... eeI In II-..~ oIlhtI< orIgNJ ~ ~ •• 

TECH 5 

"""'" 

fr ] 

r 
I 
1 
~ • • 
i' 

• I 
I 
I 
{ 

i 
I , 
• 
~l - - , 

• 

I • 
I 
i 
f 
i 
l 
i 

I 
~ 

i 
~ 



PLASTIC ARMS AND WEAPONS 
ORKWEAPONS 

• 

4 BOLTERS 
4 BOLT PISTOLS 
1 PLASMA GUN 
1 CHAIN SWORD 

HEAVY LASER 

1 HEAVY LASER 
2 LAS PISTOLS 
5 LAS GUNS 

GENESTEALER ARMS 

• • 

ORK HEAVY WEAPONS 

.,;.. 
~"". ~. 

1 HEAVY PLASMA GUN 
• 1 POWER CLAW 

2 STIK SOMBl 

1 PLASMA PISTOl. 
1 POWER SWORD 

HEAVY BOLTER 

.... 

, 
1 HEAVY BOLTER 
2 LAS PISTOLS 
5 LAS GUNS 

ORKARMS 

• 

f~ • • 

i 

TliE ABOVE ARMS ANOWEAPQNS WERE ORIGINAlLY MADE WITH SPECIFIC RANGES IN MIND. BUT 
THEY ARE OF SUCH A oeSGN THAT IF YOU W1Sf-I. Nf'( COMBINATION OF ARM. WEAPON AND 

MINIATURE CAN BE PUT TOGETHER. 
TI-IESE ARMS ANOWEAPONS CAN BE PURCHASED SEPARATELY THROUGH MAIL ORDER 

CHAOS HEAVY WEAPONS 

~.' "91t' 
. I· ' 

1 CONVERSION BEAMER 
1 MISSilE LAUNCHER 
1 AUlD CANN ON 
WITH MAGAZINE 

HAND WEAPONS 

~ . 
• 

3 AUTO PISTOLS 
3 BOLT PISTOLS 
2 HAND FLAMERS 
2 STUB GUMS 

1 HAND CROSSBOW 
1 SAWN OFF SHOTGUN 
1 PLASMA PISTOL 

HUMAN ARMS 

1"" ,.) JJ 
J·r ~ 
... ", -



IMPERIAL BATTLE TITANS 
BOXED SET OF 6 PLASTIC BATTLE TITANS 

The Warlord Class Battle Titan is by far the 
most popular and versatile class of Imperial 
Battle Titan, and Jhousands of Warlords saw 
action on both sides during the wars of the 
Horus Heresy. These 6 clip together. plastic 
Warlord class Battle Titans come with the 
following interchangeable weapons: 

lascannon 
Lascutter 

Macrocannon 
Heavy Plasma Gun 

Multi-Melta 
Plasma Cannon 

Multi·launcher 
Chainfist 

Support Missile 
Autocannon 

Defence laser 
Powerfist 

MODELS REQUIRE ASSEMBLY 

PLASTIC TITAN WEAPONS 

, 
~I 

PLASTlCTTTAN SODY 

i 
t 
l • z 
i • , 
• 
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i 
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! 

t 
SPRUES SHOWN AT 50'111 ACTUAL SIZE CITAn F.l: 

\\INI"TI tlO-:;­
CopytIgttc Cl ltto 0 __ hop Lid . .... rIgIQ..-..d. 
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TITAN H AND WEAPONS 

POWEAAAM' 
072912J26 

BATTLE CLAW' 
0728121« 

CHAOS TITAN T .... ll 
072812145 

. .,. 
CARAPACEMOVKT ' 

MULTl-lASars 
072812/36 

07281211i 

Ii 
TlTAHHEAD 1 

072812/15 

Designed by Colin Dixon 

DEMOLISHER' .. "' ... 
072812125 

BARRAGe' .. "' ... 
072812135 

HARPOON' .. "' ... 
0721112143 

072812131 
WRECKER' 

072812130 

CHAOS lITAN TAlL~ 
0721112141 

CANtI()+,I 

."""''' llTAN HEAD 2 
07'281218 

• WEAPOH 
HEAD 2 

072812112 

.'" " ~l -~'-
COMMAND HEAD 1 

072812111 

CHAOS TITAN T .... l S 
072812140 

RUBBLE CLAW 
072812137 

TITAN HEAD4 
072812117 

UJ) .' SLAANESH HEAD 
0n81219 

KHORNE SKUll. 

'''0 
0721112121 

MURelE HEAD 
072812/18 

FIRE CONTROL 
'OW", 

C72812128 

CHAOS ENERGY WltlP' 
072812129 

CHAOSTITANTAlL4 
072812/42 

TlTANHEAO 5 
07'281215 

TZEENTCH HEAD 
072812/10 

BANNER 

""'" 072812124 

HORNED HELM 

'''0 
072812J20 

All. THESE MlNLATlJRESCAN BE MOUNTED ON ntE PLASTIC WARLORD lITANS 
THOSE MODELS MARKED' WIll. AI.SO AT THE METAL REAVER TITANS. 

Copyrtghl CI 1990 GatMe -....... l td. 

..... ghto --...d. 



TERMINATORS 

flo-,,' 

GREY KNIGHT 800Y 1 
(SHOWN AS AN EXAIoIPlE WITH GREY KNIGHT 
RIGHT ARM 1. GREY KNIGHT LEfT ARM I AND 

NEMESIS fORCE I-W.9ERD) ,,,,,.. 

GREY KNGHT 
RIGHT ARM' 

''''''''' 

NEMESIS FORCE 
HALBERD ,,"".,. 

GREVKNGHT 
LEFT ARM I 

""""" 

CLOSE COMB.T BODY 
($HOWN AS AN EXAMPLE WITH 

THUNDER HAMME ft'SHIE"lD MOUNT 
ARM AND STORM SHIELD 2J 

0702CMl12 

GREY KNG HT BOOY 2 
(SHOWN /IS AN E.lU.MPLE WITH GREY KNIGHT 

RIGHT ARM 2. GREY KNIGHT LEFT ARM 2. 
SHIELD I ANO NEMESIS FORCE HAlBERD) 

GREYKNGHT 
RIGHT ARM 2 

"".,., 

""''''' 
NEMESIS FORCE 
GAEATSWORD 
O~\I 

ORE'!' KMGHT 
LEFT ARM 2 

(WILL TAKE SHIELD) 

""m 

GREY K NIGHT 800Y 1 
(SHOWN AS AN EXAIoIPLE WITH GREY KNGiT 

RIGHT ARM 3, GREY KNIGHT LEFT ARM~. SHELD 1 
AND NE"'ESIS FORCE OREAT SWORD) 

GAEY KNIGHT 
RIGHT "AWl 

"".,. 

""'" .. 

GREY KHlOHf 
LEFT ARMl 

(WILL TAKE SHiElD) 
01W1I1D 

OROO .... U.EUS 
DAEMON HUNTER BODY 

(SHOWN AS AN EX.tJr.IPlE WITH 
PSYCAlllNON ARt.! AHO 

FORCE ROO ARM) 

''''''''''' 

COMliI-WUPOH ARM 
070204118 

O7'D2IW17 

LEFT LlGHTNNG CLAW 
070204114 
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TERMINATORS 

TRAITOR STORM BOlTER 1 

"""" 

TRAlTOfI HEAVY FLAMeR 

CYCLONE BOOY 
(SHOWN AS AN EXAMPLE WITH 

STORM BOLTER ARM 1 AND MISSilE 
TARGETER ARM, 

"', •. " 
IoISSILE TARGETER ARM ,,,,... 

Designed by Jes Goodwin 

TRAITOR ~~~~~~,~~ {SHOWN AS I 
TRAITOR CHAIN FIST AND 

TRAITOR STORM BOLTER 21 
O7p2lW1D 

DAEMON SWORD 

TRAITOA ASSAULT CANNON 
070243/1 

To make Y0l,lr own TerminalOfl, you can order any 01 Iheae Terminator pieces separately by Mail Order. For each 
TellTlinalOl' you11 flOOd one body, one lell a!TTl and on. righl ~ - in lIOITle eases. you eat! add a shield and with !he Grey 
Knight ann. you1 also nIKId a Sllparate Nemesis Force weapon. For eKample, if I wanl a TrailOr librarian, I mighl choose 
TrailOr Terminator Body 1, Grey Knight Righi Arm 2. Grey Knight lell Afm 3,Ihe Nemesis Force Grell Sword and Shield 
2. If you wanl any ollhe example models all shaom, JUlt order !he relevant body plus Ihe parts lisled beneath IL 



TERMINATORS 

(,";>l~IIIIl()U~ 

.L"·.· .... ~A"A""L~" 
"":)ll~"'·.~;_.,,:)c'" \ . ~ 

_",,~·'5 t.'HG~.'1~Dr..lA 

""., 

MARINE BODY 2 
(SHOWN AS AN EXAMPLE WITH 

STORM BOlTER 1 AND CI-IAIN FIST) 
ATBW. 

STORM BOLTER 1 
RTBWI 

Designed by Jas Goodwin 

"t"';:S ;0 

~'-·' ~ 'OIl~!J,,'­

'rn~ 
" 

(SHOWN AS AN EXAMf'LE WITH 
HEAVY FLAMER,\NO POWER FIS" 

SERGEANT ~,"!',r,~o,,,,,. 
(WILL SHIELD) 

RT89i1. 

STORM BOLTER 2 
RTB~10 

RT8Qt5 SHlELD:Z 
RTB9o'15 

RT8!1'2 

The miniatures on this page can also be purchased as the boxed Terminator Squad , 
This box contains 1 x Captain body, 1 x Ubrnrian body, 2x Marine body 2, 2x Marine body 3, 1 x Force axe, Ix Sergeant 

Power Sword arm, Ix Captains Power Fistwilh Grenade Launcher, 3x Storm Boller 1. 3x Storm Bolter 2. Ix Heavy 
Flamer, 3x Power Fist, 2x Chain Fist, 1 x Assault Cannon, 2x Shield 3 and 1 x Shield 2. 
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• 
SPACE MARINE CAPTAINS 

Designed by Jes Goodwin 

VETERAN CAPTAIN 
WITH CO ....... ND LANYARDS 

"""'" 
, ... ARnACEA ARMOUR 

"""'" 
All. TrESE SPACE MARI NE CAPTAIHS 
ARE SUPPUED WI TH A COUGlNAnoN 

BACK PACI( _CLOAK 

, 

UlTRA .... IlHECAPT ....... 
IN AAnRCER ARMOUA ,-.. 

SPACE MARINE ARMOUR VARIANTS 
Designed by Jes Goodwin AS FEATUAED IN WMlTEOWARF 121 

M.l.RK, 
(THUNDER ARMOUR) 

0701!1M1 

MARK" 
~MPERI"'L""'~NUSS~n 

0701!i6'11 

MARK 2 
(CRUSADE sum 

07015/l11 

-" (HERESY SUIT) 
07015&'1 

..... RK ' 
(lRON SIIIl) 
0101!56'10 



01.8 FtAT1JREO IN EAVT METAL 
SKELETONS 

SWORO AND SCALE 
AAMOUR 
07~!iIn'6Q 

SWOl'lO AND CIWH 
...... L ... RMOUR' 

074503'SSI 

Designed by Roy Eastland 

UNARIroIOURED 
WlTHSPEAA 

07"56)'61 SCALE ARMOUH ANO 
DOUBLE HANDEO AXE 

C7450:Y65 

SPEAR AND CHAIN 
MAIL ARMOUR 1 

07"503162 

HOlDING AXE ANO 
SEYER£D HEAD 
07'~ 

NORSE DWARFS 

lEATM£R ARMOUR 
WlTlf SPEAR I 
074311/32 

lEATHER ARMOUR 
'NITHSOW 1 
074311r.w 

Designed by Colin Dixon 

WlTMDOUBLE 
HANDED AXE 1 

074311/35 

AS FEATURED IN u.vy METAL 

mou. SUnA wmt 
SWORO ANO AXE 1 

07~11133 

MIGHTY EMPIRES 

'MZARDS TOWER 
07510111 

RULES FOA THE WlZAAOS TOWER 
ARE IN WItTE DWARF 131 

Designed by Bob Naism~h 

SKELETON il.AIoIV 
BAHNER 
07510m 

NECAOPOUS 
075101.'8 

RULES FOR THE NECAOftOUS ANO SKE~ 
All..., BANNER APf'EAERO IN WMlTE DWARF In 

075101/2 BAlOGE 2 x.""\. 075101/1 
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PlAA TE SHrp AND SAlL ..J :;:;:;;;;;;;;;;;;;;;;;;; .. -------;::...:.::~-J 
0751011,( 07510115 RULES FOR THE PIRATE SHIP AND IIRlDGE \, ::, 

ARE IN ntS WHITE DWARF /' 
CITADEl'; 
,\'lJNIAT\fRES 

C<>P'f'islh! 1890 0 ...... WortcJl>op LId. AN ~ght. , ••• ",.,d . 



Coming Soon! 

DWARF WARS 
CIvil war Is brewing among the Dwarven kingdoms of the 
southern World's Edge. A lost Dwarfhold has been found : 
Kadar-Cravnlng, the Hold of Hargrim, a Dwarf.Klng 
without equal. To the Dwarfs of the World's Edge, there is 
no greater symbol of ruicrshtp than Hargrim's Crown. He 
who owns the Crown is the troe King. and when war 
c;omes,he that has the Crown will surely prevail ... 

But finding the Crown won't be easy. Kadar-Cravning 
was sacked a 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 swe that the 

enemy Is no t far behind. 
And while the Dwarfs fight each other, a small 

group of adventurers are making for I<adar­
Gravnin$ for reasons of their own ... 

Owllrf WAN Is a 104 pagestand·a!one adventure 
or can be used as the fourth part of the Doomstonrs 
all!1pozigl1. 

Avaifsblo soon from Gamos WOIkshop S/0I0S. 

or by Mail Order diracl from Flamo Publications. 

DEATH ROCK 
The Orcs of the B\ooda~e Alliance once again threaten the 
Yetzin Valley. Thclr target I, the monastery of Eyrie where, 
long ago. the Dwarf-mage Vazeran ned with the fabled 
Crystal of Air. 

The adventurers must reach lhe monastery and find the 
Crystal before Ore army. driven on by Its mutant master, 
attllCks Eyrie. The only problem _ apart from 600 or so 
bloodthirsty Orcs -Is solving a little puzzle that Yazeran 
left behind ... 

Dtllth Rock Is the third part of the Doomslo~s CAm1"'ign 
for WFRP, an 88-page book lnduding handouts, sample 
characters and a model of the Crystal of Air. 

Availab/6now for £6.99 from Games Workshop sforeS. 
Mail Order: make cheques payable to Flams Publications. 
Please make all payments in Pounds Sterling. Handling 
charges on UK, EiruandBFPOorders:add£2.50 4 
lor aN orders. OVerseas airmail: minimum order 
£5.00, add 40% for handling (minimum £:2.50). 
TBiephone O«Jers direct to us on (0602) SOO459, 
Monday-Fn'day 10 am·S pm. Or send SSAE 10 
FlBmo Publica/ions, 3 Derby TBmJC6, Derby Road, . " . 
Notlingham, NG7 IND, for Mail Order oo/ai/s. /n 
1110 USA conl8C/ (iamos Workshop US MailOrdBr. nJ.ME 

..._------




