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NEWS 
FREEBOOTERZ 

orr to the printers any day now is 
Freebooterz, a book of Warhammer 
40,000 Ork army lists. 

The book contains the complete Ork 
Freebooten anny list, including details 
of mobz such as Renegade Meks. 
Wildboy Outlaws, Bad Ork Bikeboy~ 
Weirdboy WlIIJ>headz and Ork Mutants 
- elsewhere in this issue you'1I find a 
taster o f the Freebooterz list. 

Also in the Fteebooterz book are the 
Ork clan army lists for Bad Moons, 
Death Skulls and Evil Sunz. 

The army lists for Goffs, Snake-Bites 
and Blood-Axes are in Ere We Go 
which should be available in the stores 
early in March. The Freebooten book 
will follow later in the spring. 

HEROQUEST 
COMPUTER GAME 

MB Games' Heroqucst is " being turned 
into a computer game by Gremlin. 

We don' t have any details of the game 
yet, but it's due out around Easter. 
Watch this space for more info. 

PRICE RISES 
Regrettably we have to annOWlce price 
rises for all our games and miniatures. 

It's been three years since our last price 
rise and, in the meantime, inflation and 
the cost oflead have risen dramatically, 
increasing OUT costs. 

To give you an idea of some of the new 
prices: Advanced Space Crusade and 
Advanced Heroquest are going to be 
£24.99; other large boxed games, such 
as Space Marine and Blood Bowl will 
cost £22.99; Warhammer 40,000 will 
be £ 11.99; and a typical blister pack 
will now be £3.99 for 4 miniatures. 

These new prices will take effect from 
the 18th of March. 

IAN WATSON 
Ian Watson, author of the Warhammer 
40,000 novel Inquisitor, is currently 
working on a Space Marine novel, 

Ian's been busy for a few months doing 
some work on a science fiction movie 
with Stanley Kubrick, director of 2(0).­

A Space Odyssey and FuJI Metal Jackel. 

Jan's already written a 15,000 word 
Space Marine shorl slory and we've 
asked him to develop it to full novel 
length. 

D-ROK 
D-ROK have completed final mixing 
on Ob li vion, the first album to be 
released on the Warhammer label. 

We've now heard the finished album at 
the Studio and we're very excited about 
iL As well as the album, there will be 
special 7" and 12" mixes of the first 
single, Get Outta My Way. 

GAMES WORKSHOP 
VANCOUVER 

We're about to open our second 
Canadian Games Workshop store, 
this time in Vancouver - in fac t, by 
the time you read this, il'll probably 
already be open. 

At the time of writing, wedon' l have 
a finn address for the shop, but we 
can tell you that it will be in the Gas 
Town area. 

For more details, ring our Toronto 
store on 416 5951159. 

CANADIAN 
MAIL ORDER 

Games Wor kshop Toronto is now 
r unning a Mail Order service and 
they'll be able to supply you with 
any Games Workshop games or 
Citadel M iniatures. 

You can telephone the store on 416 
595 1159 10 place Mastercard or 
Visa credil card orders Monday to 
Saturday, llam to 8pm (EST). 

Please note that the store can only 
accept credit card phone orders. If 
you want to write in. send your order 
to our US Mail Order Service - see 
the Mail Order page at the back of 
the magazine for details. 

Heroquest Expansion: the Citadel M iniatures designers have just finished some new models for an expansion to 
MB Games' HeroqueSL We haven ' t got fmal details of what's appearing in the sel, but we thought you 'd like to see 
some of the new models: a Man-at-Arms, Wizard, Chaos Sorcerer and Ore Sorcerer. 

• 

• 



GOLDEN DEMON AWARDS 
G DFINALS 
mE 41H INTERNATIONAL CITADEL MINIATIJRES PAINTING CHAMPIONSHIPS 

ASSEMBLY ROOMS DERBY, lOam - 6pm SAT 25TH MAY 

TICKETS AVAILABLE NOW - £3.50 ON THE DOOR OR 12.SO IN ADVANCE FROM GAMES 
WORKSHOP STORES AND GAMES WORKSHOP MAIL ORDER (0773 760462 or 0773 713213) 

• Thousands of superbly-painted Citadel Miniatures 
• Magnificent Games Workshop art displays 

• All the latest releases on sale from Games Workshop and Citadel Miniatures 
• Seminars by Games Workshop games designers 

• Demonstration and participation games 

SPECIAL COACHES TO DERBY ARE BEING ARRANGED BY ALL GAMES WORKSHOP 
STORES - SEE YOUR LOCAL STORE MANAGER FOR MORE DETAILS 
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So.lItlt _ w .. __ , .... , _ Ill., '.' Boaie: 

Ao. a>Iminotion of oIl)'OUthonl...,.tr. _'U be ......... . 
J*U<;p..;on ..... r ... ,..", ... wty.poin .............. To toIto 

PllI. conllGt R ... or Slit " "'" Mop. 

BRlSTOL 
So. lad _ M""IJ E.,lra: n.. ... or BrinoI'. --=io. 
MiJluy EnopiruIW .. h ........ F ...... y 8.lt!o <""']>Ai .... 
Coli in .. "'" t1Iop too funha: detoilo. 

s . t Urd - M ..... IUn. 0 ........ 1 ... ""': Como Ilona "'" 
I .... IIow '0 ""ild • .,iou, pi •• ". of ...... ., for ,ou • 
w~4O,000..u. ...... 

DUDLEY 
So, ,,_ - Ad._ s,... er-dc M _ Cc. ..... : If 
you' .. ,lo .. dy joinod our Ad ..... od Sp .... en. .. ck 
Lup )'OIl'U ltovo ........ )'OIn<If. fno' '-" poiouo or 
_ ......... If J"" ko .... • .. thea now', 'f"IZJ <:b.orieo to 

_f"'tho..-~"'tho~C_ 
..... r .......... detoilo. 

LtrrON 
So, 1600 _ Spo<o Hulk K_koot: 0ur.0f)' popuI_"... • <loy ____ <:oIItinYe Ihis _ with SJ*'I 

H~lk. Bri •• 0""'1 0 "V'ocI of p.iaLed Spocc MaiM 
T ............ -.dboalolhoirold_IhooGentoaim. 

S .. Dr. _ o.li0 A. A'-I Dq: U ,.... ... 11.0.~ trOUble 
..M .. y .. poet or .""y ""' ..... this is .... doy '" «l1li0 '" ""',lOre. W.·ll ", •• 011 .... li ... from W."..,.".,..,40.000. 
WIf1Iomm .. F ...... y B.II\. """ Spoc:c M.u... II _U .. 
-'" .... icc r.- Looo<o. MOIt....r JoIwL 

HARROW 
Sot:Je\l! _ Bloud Bowl Cloollo ... : n.. Kum·n·O .. U • 
Cteetl M.ooIIiM <tIoIl"'l~ any B_ Bowl ...... '" ....,.. • 
,;"'10 "'""t.dn"", in. ,,..,;rtod omou." of bm. q ..... , 
ItOJal....a·,0..: ...... 

MANCHFSTER 
Sat"~ _ 'ol. U •• CII.It: A.-.pleto poln'ina .... l ... 
COIIOtI'IrnlinI on Humans. Orco ..... a.- rKCt. 'Nbooha 
you' .. poi~tin. to Gold ... Demon ,london! Of pollllln, 
... 1101< ..",;... __ aloft. to 10 .......... ";'U to brin& 
)'010' IIIloIimno '" lifo. 

S.ll3nI M .... , _ hi." •• CIIok: T1Iio _ed: ... ·U bo 
conce ... -'''' ormoUl oncI .bield •• Fe.1 f..., .. brin, 
IiMI )'0lIl' minWur .. for discw1ion. 



UK RETAIL STORES 
SCOTLAND 

EDINBURGH 
I:.IHlGHCT, 

EOIteUAGH. EH1 lOS 
CWB NIGHT; TKJRSOAY 

CONTACT: tMRC 
m, M1211O..o 

GLASGOW 
"ClUEENSl. 

GLASGOW, 01 306 
CLUB NQHJ,TKJRSO.'IY 

CONTACT:AlI60 .... A 
11L: 0.1 z:M tm 

THE NORTH 
LEEDS 

lMeCE~RO. 
lEEDS. LSI tOE 

CUMNOHT: WEDNESO .... Y 
CONTACT:TIM 

TEL: c.3243Dno1 

SHEFFIELD 
le FfTZWIU.lAN GATE. 

SHEFFELD 
CLUB NIGHT: llfJASMY 
-~, 

CONTACT: RlCI( 
TEL:0142nDl1. 

NEWCASTLE 
e3cu.YTON8T. 

~~­CLUII NIGHT: Tl-fJA6(),t, Y 
CONTACT: IAN 

TEL: 0112:111 :MI. 

HULL 
30 PARAGON STREET. 
~ 

CLUB NGHl": E'o'ERY N1GHl" 
COHTACT: OAH 
TEL! o.I2~ 

YORK 
2t GQOOR"'-'GATE. 

'I'ORK.. Y01 2t.G 
CU8 NGHT: !'ADA Y 

COHTACT: evAN TEl..:_"'" 
PRESTON 

151011.l.EAARC.o\OE, 
PRESTON, PRI 2QA 

CLUB NGHT: Tlf..IRSIloI.y 
ca.rTACT: SPEHCER 

TIL: 1172 .al_ 

LIV£RPOOL 
23Il0l.0 ST, 

UVERI'OOI.. L j oII)J 

ClU8 NGtfT; Ttf..IRSIloI.y 
CONTACT:SlEVE 
TlL, IIII'7OIe.J 

MANCHESTER 
Ut<n 1. 3 BROWN ST. 

MANCHESTER. "" :wi 
CLUB NIGHT: TH..IRSIloI.V 

CONTACT; KAII. 
TlL:011 1iI2_ 

THE SOUTH 
TOROUAY 

12 1oWI1(E'f ST, 
TOAOUAY, TO lAO 

CLV8 ~IGHT: TVE80AY 
ANOTliURSIlAY 
OONTACT: ROe 
TEL:_201_ 

LUTON 
lZPAAI(8T. 

LUTON. LVI 3EP 
CLUBNQI{f: 

IIIONOAYTOFRIOA.Y 
CONTACT: LAHCE 
TEL: C •• Ul1n. 

BRIGHTON 
7 NILE PAVIlIONS, ~ILE ST. 

BRIGHTON, eNl 1 HW, 
CLUB NIGHT: FRlDAY 

CONTACT: CHRIS 
TEL:o:rn~ 

SOIITHAMPTON 
23EASTST, 

SOUTHAIoI'TON,SOllHG 
CLUB MGtlT; 'OfJRSOAY 

CONTACT: CHIUS 
TI:L:_mea 

BRISTOL 
13 BRO.O.O WEIR. BRISTOl 
CLUII NGtfT: ntJRSOAY 

CONTACT: SHANE 
TEL:W12ztl'" 

CENTRAL LONDON 
UNTfl0,lltE PI.AZA, 
11"'1280XfOAOST, 
lON::lOf,l, W1A lP .... 

CUJ8 MGHT$: IlION· FRI 
CONTACT: PHI. 

TEL: 071 ... 0I:Ie 

I&AlOSTONE 
LtIrr .. I.e PU)CING lAM: 

MAlOSTONE 
CWBNIGHTS: 

",","OAYIO FRIDAY 
CON'TACT:GIJ'I' 
m: 0G2 f774a' 

READING 
UNT S. CHEAPSIOE. 
~,~ 

CLUe M:lH1":W'EONEIiOA'" 
NIOTHJRSOA" 
TU;""'~ 

OXFORD 
,ASUSHHOUSE, 

NEWIHN Ho\LLSTREIOT, 
OXf ORD 

CLUB NIGHT: 
IoIONDAYTO FFlIlAY 

CONTACT:Sln'E 
TEl..: _2IU18:1 

HAMMERSMITH 
1 DALUNG In, -LOHDOH. \W IU) 

CLUe NIGHT: llilIASOAY 
COHTACT:JOE 

TEL, 011 741:MU 

WHERE TO FIND YOUR LOCAL 
GAMES WORKSHOP STORE AT A GLANCE 

LONDON 
HARROW 

_STATION~. 

~. 
1oI00000SEX, HAl~" 

CUM NGHl; MClN)AY 
CONTACT: DAVE 
TEL; OI'.' nao 

l££OS . 

MIDLANDS 
NOTTINGHAM 
;M.\FAWllNIE, 

NO~N(h3OU 

CLUB NIGHT: niURSDAY 
CONTACT: CIf'IIS 
TEL: 0102 4iOMl 

BIAMINGHAM 
51.IIRIDGEtNt 

BLU RING CENTRE. 
BIRMINQHo\M 

CONfIlCT:TEO 
TEL: 021 .,241104 

DERBY 
USADL£RQATe 
DERBY, DEI :IN!. 

CLUBNlGHT:~Y 
CONT.ACT; DOMINIC 

TEL: o:rn 21111f1 

DUDLEY 
KIOSI< U. UPPER LEVEL. .....,'"-""" .... 
IIRl£fILEY IkL.IlUIlI..EY 

CW8NIGHT8: 

DERBY . • NOno<~~_ .... 
Iof()HOAVTO FRIDAY 
CONTACT:SIMON 
nL;03MU"" 

DLIO'-.EY •• BlRt,IINGHAIoI 

OXFORO • 

READING • 

BECKENH ..... 
:lIII2_HlGHST. 

BECKEHHAM., 
KEHT, BR310Y 

CLUB NIGHI': Tli1..JlSOAY 
CONTACT; GARY 
TEL:0I1 .... ,0:1 

CROYDON 

""'" ORU~CEHTAE. 
KEELEY _0. &AOYOOH 

CLue NICltfT: EVERY ~IGHT 
CONTACT: PAI.A. 
TlL:(iflUO...oo 



USA ~ CANADA 
EVENTS FOR APRIL 

Over the next few weeks, Games Workshop stores are hosting 
the American Golden Demon Awards. Each Games Workshop 
store will continue to run its own gaming evenr.s and there will 
be special emphasis on painting and modelling clinics. 

JUdging will be at each store on Saturday April 20th. There 
will be plenty of exciting gaming and modelling events and 
the winners wilt be announced at the end of the day. Each 
winner will receive a Golden Demon badge and certificate. 

HOWTOENTER REGIONAL FINALS 
Pick up an entry form from YOIlf local Games Workshop store. 
You'U fmd full details of the seven categories in last month's 
issue of White Dwarf - you can only enter once into each 
category. 

Winning entries from each Games Workshop store qualify 10 

enter !he Regional Fma1s on Saturday May 25th. The Regional 
Finals wiD be held in three locaLions: 

East Coast - Laurel, Maryland 
West Coast - Santa Monica, Calirornia 

Canada - Toronto, Ontario 
Entries must be al the store by the following d ates: 

Marth 30th - Single Miniature and Mounted Miniature 
April 6th - Monster, Command Group and Vehicle 

April 13th - Epic Battleforce and Vignette 
Regional winners will receive Golden Demon trophies a10ng 
wi!h the admiration of !heir fellow gamers. 

GAMES WORKSHOP STORES 
CALIFURNIA 

313 SANTA MONICA BOULEVARD 
SANTA MONICA, CA 90404 

CLUB NIGHT: MONDAY TO FRIDAY 
CONTACf: OA VIO 
TEL: (lU) 3956111 

FAIRFAX 
FAIR ClTY MAlL 

""'" MAIN S1l\EIIT 
FAIRFAX, VA 22031 

CLUB NlGlIT: MONDA YTO FRIDAY 
CO~ACf:OWEN 

TEL: (11).5f3 nI4 

COLLEGE PARK 
UNIVERSITY OP MARYLAND 

LElIlGIl ROAD 
COlllGE PARK, MD 20740 

CLUB NIGHT: MONDAY TO FRIDAY 
CONTACf: SEAN 

TEL: (JII ) U.(~" 

PHILADELPIIIA 
-42A SaLmi STREET 

PHIlADELPI-OA, PA 191.(1 
CLUB NIGIIT: MONDAY TO flI.lDAY 

CONTACT: JEREMY 
TEL: (lU) 129 0:5S.t 

INDEPENDENT STORES 

LAUREL 
U.URELCEN"TER MAlL 

141151 BAL TlMORE-W ASHlNGroN BL YO 
LAUREl., MD '1tJ7(11 

CWB J\lGHr: MONDAY TO FRIDA Y 
COl'ITACT: FRANK 
TEL: (3111)49'''$3 

TORONTO 
331 QUEEN STREET WEST 

lORONTO, ONTARIO MSV 2A4 
CWB l'olGIIT:EVERY NIGIIT 

COl'ITACT: MIKE 
TEL: (-41'> US-lIS' 

The foUowint ~I SIOIeS IIrC P'JUCip&Ull& in !he Golden Danon Awards 91, Con\peIiUons will be held in these suns 01 SIIlurdly 
April20dl and !he wimers will quaUfy lOeruet!he Regional FII\.IJs 01\ M.y 2Sch. Call your _I Jlort for IIICn infom..tion. 

US STORES 
Al.PftA OMEGA GAMES 

1'96S PlUMA AVEmiE 
CERIITOS. CAUfORNIA 

(lll) 809 68ol9 

AilMADJU.O GAMES 
ZZlO BROADWAY 

SCHENECTADY. NEW YORK 
(!I11))1161].f t. __ .. o-~,,_ ........ o... ______ ...... -.n.r_:IIII,..... _ .. -.. _ .... ---_ ..... 

...... -1 .......... .,.. 

ATOMIC COMICS 
:s9 WESTMECURY IIOUUiVAIlD 

HAMYT'ON, VlJI;GlNtA 
(804) 723 jOOJ 

COMICSTOIlEWES'T 
91j lOCKS ROAD 

YORK. PENNSYLVANIA 
(717)~919f1 

DlUGON'S t.AlR 
j66(I PACIFtC COAST HIGHWAY 

LONG BEACH. CA1ll'OltlaA 
(l1])~1366 

G ..... \tKROOM 
:11)\ WOODBRIDGE CEN'TER 

WOOOBRlllCi£, NEW JERSEY 
(201)6361\11 

G ..... \fKRS P.ut.UlISE 
401~ EAST PAU.TINE ROAD 

ARUNGJ'ON HElOIfl'S. IllINOIS 
(708) 577 ~16 

GAMUS I'ARADlSI! 
NORTH PAltK MALt. 

Vlu.A PAltK. ILUNOIS 
(701)1791211 

G ..... >oiERS PARADISE 
1'2 SOlmI WAUKEGAN 

"""""". o.uHOU (701)4910110 

GAM£IlS P"RADiSE 
CHICNJO RIDGE MALt. 

ODCAOO RIDGE. IUDIOIS 
(101)'991111 

GAMI!RS 'ARAOISE 
1U50RL0.ND' ...... K PU.CII 
ORLAND PARK.IUJNOIS 

(7OI)~I<'1J 

GAMERS PARADISE 
28:/:8 NORTH CLAkK STREET 

ODCA(l(), IllINOIS 
(J12)S-49U)) 

G ..... "ERS PAaAOISE 
.llM NORTH HAJ.Ll!MAUE 

NORRJDGE,!U.lN01S 
(7OI)~I'21 

G ..... \fi,TOWN 
~ IWtHEY mtEET 

SAN DIEGO. CAl.JR)RN]A 
(619)291 lti66 

LAST GRENAOl£.Jt 
]]S NORTH SAN FERNANDO BOULEVARD 

BURBANK, CAUA:lItN\A 
(811)1<'891401 

usrGRItNADIU 
liD RESENDA BClUl.EV AltO 
NORTHRIDGE, CA1JI'OIlNIA 

(11')1163639 

QUARTERSTAFF GAMES 
In CHURCH STREET 

SOlmI BUauJIGTON. VERMClt(f 

(101) 16:11666 

CANADIAN STORES 
.USIOtA. ... G ..... \fES 

2fl QUEEN STREET SOlmI 
STREEl'SVlUJ!, OHTARJO 

('16)1511$07 

u: v AU:T O'COEUR 
dl2STDEMS 

MONTIt6AL. QU~BEC 
(51,),99997(1 

SILVEJI SNAlL 
)91 BANK STREET 

otTAWA,OHTAlUO 
(613)2322609 

SILVU: S."AlL 
111 KING STREET EAST 
HAMILTON.ONTAJUO 

('16)5:1:U366 

TROLLSIANE 
m sntAND BClUl.EV AI.D 

KINGSTON. ONTARIO 
(61))31906011 
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Continuing the nightmare 
conspiracy first introduced in 

DEMON DOWNLOAD 
and 

KROKOOIL TEARS 

1998, and the King of Rock'n' 
Roll is still aJivc. After a twenty 

year hitch in the US anny, 
Colonel Elvis Aron Presley is 

back in circulation, his musical 
career long behind him, carving 

out a legend as the toughest 
independent Sanctioned Op in 

the South. 
Presley's new employer is 

Krokodil, and his latest 
commission is a lot trickier than 

it sounds. 

Under two inches of rancid 
water at Cape Canaveral, the 

computer guidance systems arc 
still operalionaJ and Nguyen 

Seth, evil avatar of the 
apocalypse, is struggling to gain 
control of a near-obsolete system 

of orbitaJ weapons. 

Can Presley prevent the world 
from being encircled by a fist of 

high-tech death wielded by a 
madman? He will have to face 

the Ku Klux Klan, swamp-
dwelling mutants, voodoo 

worshippers and a world-class 
terrorist to find out. 

ALSO 
AVAILABLE 
THROUGH 

W.H. SMITHS AND 
OTHER lEADING 

BOOKSHOPS 

Cop~tl1C 1991 Gam •• Workshop ltd. All rights AlI8f'led 

ow ..... 
3oIWIII1S~. 

Brlgllon. E_ s ........ 
8NI2AE 

GII!'M WOIkIhop Mall 
Ord.. CI-. Sir". 

HIItop, EaIMIOd. 
NoIIr.gI\am. NG I. 31-« 

GamM Warkahop Inc, 
3431 s.n..on Av.,ue. 
S .. lmor., ~D2'227 
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WAYNE ENGLAND'S DWARF LONG BEARDS 
Games Workshop artists Wayne England and Stephen Tappin are 
currently building a huge Imperial Dwarf army for War hammer 
Fantasy Battle. When it's finished, it will be 5,000 points including 
allies. Wayne and Steve chose Dwarfs as there seemed to be lots of 
Ore, Chaos, Elf and Skaven armies around but no·one at the Studio 
was fighting with a Dwarf army. The large range of Dwarf Citadel 
Miniatures also gave them plenty of scope for painting, from bare· 
fleshed Troll Slayers to fully.armoured Hammerers. 

Before they started, me)' decided on an overdl feel for Ihe 
whole ann)" focusing on blue as the household colour of the 
Dwarf king - all the units will have blue somewhere on them. 

The farst models Wayne's fmished are a unit of Longbeards: 
elite Dwarfs in heavy annour. Wayne's chosen to give them a 
strong heraldic colour schei'ne using white and the household 
blue. Using blue for gloves, helmets and scabbards on some of 
the Dwarfs helps to reinforce the unifying theme. 

Although Wayne's a brilliant artist, as you'll know from his 
work on our games and in White Dwarf. he didn't want to go 

Note the addition or lhe 
,run and yellow band on the 
hebnet - the same coloun as 
on the pennant flying from 
the banner pole. Details like 
this give individuality to the 
modeh without denroying 
the unit theme. 

mad with his skills on these miniatures - after all, hc's still got 
!.he rcst of an ann)' to paint! 

He wanted I quick method of painting so he could get the unit 
onto the tabletop and inlo playas soon as possible. It'll like 
him quile a while to fmish off lhe whole army, but he can start 
playing small baules once he's gollwo or three wllts ready. 

So, rather than paint intricate symbols on tabards and shields, 
he chose a strong geometric pauem that will stand out clearly 
when the whole army's fielded. This is quick 10 painl and 
produces a neat, clean finish. 

He decided to use simple solid colours as much as possible 
combined with quick drybrushing straight onto the undercoat 
where appropriate. This means that once he' s lmdercoated the 
models. most areas need just one or two COlts of paint In fact, 
because the first COlt defines all the main areas of colour, he 
can begin fighting battles with his Dwarfs even before he adds 
the second COlt. 

He started off by cleaning up the miniatures, sticking them to 
their bases and luaching their shields. He Wldercoated them 
with thinned-down Chaos Black and drybrushed the areas of 
mail and armour with Mithril Silver. Because the Dwarfs are 
heavily-annoured. he quiclcly produced good results. 

Next Wayne used Skull White to neatly undercoat tunics, 
faces and so on. He mlde sure this coat opaquely oovered the 
black to give a good base for the next stage. He left black 
showing around the edges of gloves. helmets etc so he didn't 
need to line these areas later. 

The faces were painted with Bronzed Aesh and then given a 
thin wash of Brown Ink. The whites of the eyes and a small 

• 
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Thil Lonabeard with iron 
helmet and breastplate clearly 
moWI how aood Wayne'l metal 
tc:<:hn.iquc 1ookI; simply Milhril 
Silver drybrus.hed over a 01_ 
Black undercoat.. NOI.e the white 
line painted on the dark mouth 
for teeth. 

An occ .. ionaJ W<lUnded model 
in a unit is very effective. This 
Iwn h .. been made by a llTIall 
blood. of red paint on a wet 
lurface which allOWI the paint 
10 Ipread and looks very 
realistic. It's best 10 underplay 
thue effects - a whole unit 
drowned in gon: looks terrible. 

dot for the pupils were painted with a steady hand using a very 
fine brush - a thin black line was then added round the eyes to 
neaten Ihem up. 

The tunics and shields were painted in the unit's distinctive 
blue and white halved pattern. The blue areas were first 
painted wi!h Moody Blue. Wayne !hen quickly blocked in Ihe 
highlights, adding Skull White to Moody Blue for Ihese. Once 
Ihe paint was dry, the blue areas are completed wi!h a wash of 
thinned Moody Blue. For the white areas, Wayne's simply 
added a thin wash of Brown Ink. 

The Dwarfs ' hair and beards hadn' t been painted white so 
they were just given a drybrush of Elf Grey over the black. 

Weapons and equipmcnt were painted with browns, silver and 
gold as required. The black undercoat was left showing in the 
depressions, such as between the fingers, and at the edge of 
belts etc. 

You'llonotice that there's a mix of weapons carried by !he 
Dwarfs but !heir unit profile lists them as armed with hand 
weapons. Wayne included some Dwarfs with double-handed 
weapons - and even one firing a pistol - to add variety to the 
Dwarfs' appearance. This is perfectly fine because the 
majority of the unit are armed with hand weapons such as 
swords, hammers and axes. On the tabletop, Ihey an count as 
armed with hand weapons, whatever the model is actually 
carrying. 

This model finn, a pinal has 
his.xe sluna LO his belt.. Variant 
armamentl and poses in a unit 
add realism, interest and 
movemmt.. 

Prince Kararim, the unil's 
champion, is a member of the 
royal household, shown by his 
CI'O'Ir"!led helm. 

You can see that Wayne's clever choice of a black tmderc:oat 
has simplified the work he needs to do right the way through 
the painting, from Ihe large areas of armour down to the small 
details. Although this is a fast and simple technique, the 
models look striking and make a great unit. 

The bases were painted with Bestial Brown and Woodland 
Green. When this was dry, Wayne painted PVA glue onto the 
bases and sprinlded. sand over them. Once the glue had set, he 
brushed off the excess sand and dtybrushed the bases with a 
mix of Sunburst Yellow and Bilious Green. 

Wayne cut the banner out of the metal foil of a tube of tomato 
puree. He deliberately kept the design simple, painting it with 
quarters of blue and white, the same colours used for the 
shields and lunics. The edge of the banner wu frayed by 
making a lot small euts very e1o.se together and this fringe wu 
painted with Shining Gold. 

Wayne fixed the banner to a piece of stiff, thick wire and then 
glued it into a hole he'd driDed in Ihe top of the Dwarfs hand. 

All in all, an impressive unit that will look 8reat on the 
tabletop, painted wilh quick simple techniques . 

We look forward to seeing more of this Dwarf anny. 

The dark lines lert showing from the unden:oat clearly dd"me the 
differenlaJUI of colour and provide effective s.hadews. 

PRINCE KARGRIM'S LONGBEARDS 
These Longbeards are going to be a oore unit in our Dwarf 
army, so we chose the maximum unit size. A musician and 
standard bearer are essential parIS of the unit -the bonusea 
they give on the tabletop are well worth the points and the 
models give us me chance to add extra colour and character 
to Ihe unit. Because we want the Longbeards to stand rock 
solid in combat, we made the standard a magical war 
banner. We've chosen to make Prince Kargrim a level 10 
hero to get the unit's leadership up to the maximum IO. 

19 LONGBEARDS - +2 DWARF SHOCK ELITE 
MWSBS S T W I A LdIruCIWP 
35334 319799 

Hand weapon, heavy InTIOUr and shield - unit includes musician 
and standard beater with magic standard (WIT banner) 

PRINCE KARGRIM - LEVEL 10 DWARF HERO 
MWSBSS TW I A LdlntCIWP 
3 6 4 4 5 2 3 3 10+1 7 9 9 

Hand weapon, heavy armour and JhieId 

TOTAL UNIT VALUE - 407 POINTS 

w"" 



The ongoing Studio Mighty Empires game is really 
gathering pace with the coming year promising 
renewed conflict between the rival empires of Orks and 
High Elves in the north and Skaven and The Empire in 
the south. It's been quite a violent and bloody affair so 
far with two huge battles and countless smaller 
skinnishes. We've set up a large game by pooling four 
of our Mighty Empires sets and by buying some extra 
sets of plastic pieces on top. 

Battles have so far proven decisive, with the Undead 
quickly disappearing from the face of the map 
following the destruction of their controlling Liehe. The 
Priestley controlled Orks have not done quite as well as 
they might (must do something about that!), In 
particular Ork Warlord Badbog Elf-Krusha managed to 
get himself captwed by the Elves after his entire army 
ran away. This humiliating event was made even worse 
by the Elven King's insistence on treating the prisoner 
with tYPically fastidious Elven hospitality and forcing 
him to wear silk undergarments (the shame was 
unbearable). 

Maybe in a few months' time we'll write up our 
campaign for White Dwarf, or present you with an 
account of any interesting battles from it. Meanwhile 
we thought you might like to hear about some of the 
developments which we've found necessary. Many of 
these new and revised rules are designed to take into 
account our extra-large playing area. This, together 
with an inexhaustible supply of pieces means that OUT 

empires are quite large,jlnd the armies they support are 
also fairly vast - so vast in fact that they strain the far 
reaches of the combat table! However, even a game 
with one set of pieces will benefit from these new and 
revised rules. 

AGENTS 
It is a good idea to limit the number of operatives 
available for espionage to the number of counters in the 
game - as we had several sets the world quickly became 
flooded with assassins whose activities were often far 
more costly in terms of life than the average battle! We 
found that no-one much bothered to try and stop 
assassins by means of agents because these were not 
felt to be sufficiently effective. In fact, most playen find 
agents rather dull, preferring- to take an aggressive 
stance by flooding their enemy's empire with assassins. 

To off-set this we came up with a new chart for agents 
which makes them more interesting and effective. In 
particular we introduced the notion of agents moving 
from settlement to settlement to root out spies, 
saboteurs, assassins and enemy agents. We also came 
up with a double-agent rule that allows your agent to 
take over enemy operatives and use them against him. 
This double-agent rule is particularly appropriate 

because it means players who want to use operatives 
must face the possibility that they might be turned 
against them. The result is that the Espionage Phase 
becomes less of a wholesale slaughter and more 
challenging into the bargain. It is suggested that you 
photocopy this article and keep the new rules inside 
your Mighty Empires rulebook, or alternatively you can 
cut out and paste the new agent rules over the existing 
oncs. 

The purpose of agents is to uncover plots against your 
empire and to infiltrate and root out networks of enemy 
operatives. Agents can be placed in your own 
settlements to protect them against enemy activity, and 
they can also be placed in enemy settlements in order to 
act against enemy operatives who might be there -
notably other agents. The main difference between 
agents and other operatives is that agents can 
sometimes be used several times during the espionage 
phase. The player may usc an agent only once during 
his turn of the espionage phase, but can return to the 
same piece in a subsequent turn if he wishes. Roll a D6 
to determine the effect of an agent. Unless they are 
destroyed beforehand agent counters are removed from 
play once espionage is over. 

I 
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AGENTS TABLE 

D6 Result 

1 The agent is uncovered by local authorities 
and quietly silenced. The agent is 
eliminated. Remove the munter. 

2 The agent infiltrates a nest of enemy 
operatives and destroys one of them. You 
may look at all the operatives in the tile, 
choose and discard anyone operative 
counter YOu wish and replace the rest face 
down. Your agent remains in place and may 
be used again in a subsequent tum. 

3 The agent infiltrates and destroys an enemy 
espionage network. You may look at all the 
operatives in the tile, and remove all of one 
player's operative counters. Your agent 
remains in place and may be used. again in a 
subsequent tum. 

4 The agent is ruthlessly efficient and runs to 
ground aU enemy operatives in the area. 
Remove all enemy operative counters from 
the tile. Your agent remains in place and 
may be used again in a subsequent tum. 

S Your agent smashes the local espionage ring 
and destroys all enemy agents in the tile. 
Remove all enemy operative counters from 
the tile. In the process your agent obtains 
vital information which enables him to 
follow up his operations in another 
settlement. The agent counter may be 
moved into any of your own .settlements or 
to any settlement belonging to a player 
whose operatives the agent has destroyed 

• this tum. The agent counter may be used 
again in a subsequent tum. 

6 Your agent establishes a countcr-espionage 
network of double agents, traitors, and 
other infiltrators. All the operative counters 
in the tile immediately become yours - the 
counters are removed and replaced with 
your own equivalents. Any operatives in 
the tile, including the original agent, may be 
placed immediately on any of your own 
settlements or any settlements belonging to 
players whose operatives have been taken 
over by the agent this turn. 

An agent counter may be activated and 
moved back to any of his own side's 
settlements on the roll of a 5 or 6 even if 
there are no enemy operatives in the tile he 
is in. However, a roll of a 1 still leads to his 
being uncovered and destroyed 
presumably by agitators, local militia, 
police or some other mysterious enemy. 

MlGIITY EMPIRES 

BATTLE RESULT 
We have found that especially large forces don't do 
very well out of the Battle Result Table because 
casualties are not relative to the number of troops 
fighting. Obviously a battle involving 1000 points on 
each side would not necessarily result in the same 
casualties as a battle involving 5000 points on each side. 
To represent this, the casualties caused on the Battle 
Result Table (p27 of the Mighty Empires rulebook) are 
f!\wtiplied by a further 1 for each full 1000 points in the 
opposing force at the start of the battle. For example, a 
force of less than 1000 points will inflict the casualties 
indicated on the table, a force of 1()()()..1999 will inflict 
twice as many casualties, a force of 2000-2999 will inflict 
three times as many, and so on. This new rule makes it 
harder for small forces to take on very large ones 
without suffering considerable losses - although with 
luck it is still possible to obtain a favourable result. 

For example: A Dwarf force of 2500 points attacks an 
Elven force of 1500 points. The Combat Table indicates 
a +1 (favouring the Dwarfs), the Strategic Modifiers are 
equal, and the 206 dice roll is 8 - with the +1 this gives 
a result of 9: Attacker Wins. The Dwarfs have won the 
battle but lost 06x50 points. RoIling a 4 this equals 200 
points multiplied by 2 because of the Elves' points 
va lue, which results in 400 points of casualties. The 
Elves have lost and so suffer SO+D6xSO paints of 
casualties. Rolling a 2 this equals 150 points multiplied 
by 3 because of the Dwarfs' points value this results in 
450 points of casualties. 

WDl1 
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MIGIITY EMPIRES 

RULES CLARIFICATIONS 
P30. Add the following new rule under Starvation. This 
allows players to conduct sieges against independent 
settlements. 

When conducting a siege against an independent 
fortress or city it is necessary to establish how much 
baggage the settlement has. At the start of the siege roll 
D6-2 to establish the amount of baggage held by the 
defenders - a score of less than 0 is always taken as O. 

P39. First paragraph. Deltfe from 'In artiLr for a banner to 
retire .. .' to end of paragraph. Replilce.wil.h the rule below. We 
found thai. with our large map it was too easy to retire using 
the old rules, and so decided to alter the rule governing the 
mDtJe to Winter QUl2rterS. 

In order for a banner to retire unhindered to Winter 
Quarters it must be able to trace a dear route through ' 
its own side's territory from its position at the end of 
the year to any unrazed tile in its own realm. There 
must be no blocking mountains or rivers. A route may 
not be traced through enemy, unknown, or razed 
territory. If a banner cannot trace a route to its realm via 
its own territory it must make a special Winter Retreat 
before it can move to Winter Quarters. 

P39, Add the following new section to accommodate the 
inclusion of islands and Oversea5 extensions to your empire. 
This allows banners cut off by ocean to return to Winter 
Quarters without making a Winter Retreat if tire Empire 
contains sufficient sea transport. 

SEA 
Banners separated from their realm by sea may move to 
Winter Quarters withQut suffering the hardships of a 
Winter Retreat if there is sufficient sea transportation in 
the empire. For every ship counter in the empire, the 
player may retreat 1 banner across the sea, In order to 
return successfully to Winter Quarters the banner must 
still be able to trace a route from its position at the end 
of the year to a coast tile, and from the coast on the 
other side to its own realm. Banners returning to Winter 
Quarters from overseas do not have to trace their route 
via harbours - any coastal tiles in their empire will do. 

Note that the prqcess involved is not a literal oI:le of a 
specific ship carrying a specific banner, rather the 
number of ship models is taken as standing for the 
general maritime capacity of the nation and its ability to 
move troops and supplies overseas. Banners unable to 
retreat in this way must make a Winter Retreat 
representing the haphazard requisitioning of boats and 
supplies from local sources. 

P39 Winter Retreat - first paragraph, first senlence, delete 
'or blodcing enemy.' As it is no longer possible to retire over 
enemy territory willwut making a Winter Retreat roll it is 
obviously impossible to retire over te"itory oa::upied by an 
enemy banner. 
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P39. Winter RetreRt - add the following new rule. 

If a force has baggage left when making its Winter 
Retreat then the player may add +1 to the dice roll for 
each point of baggage carried . Any result of 6 or more 
counts as 6. 

This makes Winter Retreats easier to cope with if you are 
properly prepared, and ensures that it is possible. to invade 
flfJer heavily razed terTitory with at least some possibility of 
making it back alive. 

P47. Deployment. First paragraph, sentence beginning 
'Sanners cannot be deployed in barren tiles .. .' replace with: 

Banners cannot be deployed in barren or razed. tiles. 

P47. Deployment, Replace last paragraph with the 
following. 

If a player wishes to deplOY a banner in a settlement 
that is entirely separated from his Realm by water (say 
on an offshore island or part of a peninsula that is cut 
off by an opposing empire) then he must also deploy 
one of his ships into a harbour in the same or an 
adjacent tile. If there is no harbour available it is still 
possible to deploy a banner into a settlement, but only 
if a newly constructed ship is also deployed in the same 
or an adjacent tile. 

This rule represents the ctJmmitment to building new ships 
which is required to undertake maritime conquests in 
undenewped terTitory. 

P58. Orcs and Goblins. Fou.rth paragraph, replace sentence 
beginning 'If the force successfully scouts .. .' with the 
following new rule. 

If the force successfully scouts an adjacent tile it must 
move into it regardless of what settlements or barren 
areas it contains. This represents the fact that the force 
has no time to put out proper outriders to investigate 
the local territory and so may stumble across enemy 
forces or hostile territory and be unable to avoid it. 

This prevents Orc I Goblin players from exploiting the forced 
march rules to scout around them as they move, and explore 
new territory twice as fast as other races without making any 
real commitment to forced march. 

P58. Skaven. Add to beginning of last paragraph. 

In a Skaven Empire razed settlements are still 
considered to be part of the empire - so it is important 
to leave territory markers in place. Skaven banners may 
trace a route over these razed areas when they retire to 
Winter Quarters. If forced to retire over razed tiles 
which are not part of their empire Skaven banners are 
obliged to make a Winter Retreat just like any other 
race. This is because areas razed by them are in fact 
riddled with underground tunnels, food hoards, and 
other sub-surface supply sources which are unusable or 
undetectable by other forces. 

• 
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STORM WARRIORS 
BRIAN CRAIG 

When a group of elves is marooned on the shore of 
his westerly realm, King Herla sends his bard 10 

meet them, and the elves agree to attend the king's 
wedding. They bring three mysterious gifts: a bow, 

a cup and a seed from which will sprout an 
unearthly tree. But a fearsome wind blows from the 
northern Chaos Wastes and lends a terrible energy 
to the supematuraJ horsemen of the Storm Hunl 

In his third and final tale, the minstrel Orfeo 
recounts a dark and magical story from the island of 
Morien, one of the Isles of Albion. Orfoo's fmt two 

tales of horror and magic, Zaragoz and Plague 
Daemon, are also available from GW Books. 
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RUINED TEMPLE 

BY DAVE ANDREWS AND PHIL LEWIS 
This month we show you how to make a ruined temple. The temple can be used in either 
Warhammer Fantasy Battle or Warhammer 40,000 games - there are many planets throughout the 
Warhammer 40,000 universe containing the crumbling remnants of ancient civilisations. The temple 
is made with separate sections so you can expand or contract it to suit the size of your battle. 

If you're an inexperienced modeller and you want some advice on 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 help you. 

The ruined temple is made in several separate pieces: there are 
four comer sections, which can be long or short and may 
include archways, a number of broken pillars. IIfld an altar as a 
cenb'cpiece for the temple. When you use the ruined temple on 
the tabletop, you can choose some or all of these pieces as 
terrain. You could place just a single comer piece to represent 
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the temple's last remnants, or construct a large edifice with a 
colonnaded nave. Of course, you can make more than four 
comers and use the extra ones to represent wings off the main 
building, and you can choose any mix or ShOTt, long and 
arched comers. Using the basic instructions here, you can 
build as simple or as complex a ruined temple as you want. 

• 
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SHORT CORNER SECTIONS 
For the short comer sections. you 'n need: 

5mm Foam Card 
I.5mm Balsa Wood 

Scenic Scatter Material 
PYA Glue 

Mounting Board 
Coral Sand 

AlI-PuJpose Glue 

Take your foam card and cut out a square about lOOmm x 
lOOmm. Cut this diagonally so Ihat you end up with two equal 
triangles. Draw a fagged line (similar to the one in the phOlo 
above) dO\\lTl the longest edge of each triangle and cut it away 
with yOW" modelling knife. This gives you the initial stage of 
Ihe broken brickwork effect you're aiming fot. 

Next, c~efully peel back small areas of the card from the 
foam and Lear these away exposing the foam undemealh. With 
your fmgemails or the tip of your modelling knife pick away 
the exposed foam. This will give you a ragged finish suitable 
for a broken-down wall. 

, 

Referring to the exploded diagram above, you can now 
assemble the two triangular halves and fix them to a base of 
ffimmting card. Cut two strips offaarn card to the same height 
as the top comer of the wall, making one about 15mm in width 
and the other about lOmm. Assemble the pieces as shown, 
making sure that you rough the top of each strip me same as 
before. Allow the glue to dry thoroughly before moving on to 
the next step. 

RUINED TEMPLE 

To add a decorative ledge to the inside and outside of the 
temple wall, cut several 5mm wide strips from a sheet of 
l.5mm thick balsa wood. Attach mem at grouni level and at a 
convenient height just below half way up the wall with all­
purpose glue . 

Once the glue's set, wash the walls with Tetrion filler and 
leave to dry. ll,like us, you want to include further detail, you 
can add sections of rubble by using chopped up pieces offoam 
card offcuts glued into place with aU-purpose glue. Then 
liberally brush PV A glue over the area and sprinkle on coral 
sand for a fine rubble texture. Shake off any excess sand after 
the glue has sel 

If you want to make some separate smaller patches of rubble, 
you can use me same techniques. Cut out an irregular piece of 
mounting card, then spread foam card offcuts and coral sand 
as before. You can place these rubble patches around your 
temple to give me effect of broken ground. 

LONG CORNER SECTIONS 

To make a longer comer section of wall, cut out a rectangle 
lOOmm x l50mm and follow the same steps as for the shorter 
wall. With our longer wall, we squared off one of the sides 
(see the photo above) to make it look like it had been part of a 
section with archways. although there is no reason why you 
can't keep both sides as they are. 
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To build !he comer section containing the archways follow !he 
same basic steps as for !he previous comer sections. However,. 
for !his section, one of !he walls (it doesn't matler which) 
should be cut and shaped as in the diagram above. 

Once you've cut the shape of !he arches, roughed the wall top 
and fixed the decorative ledges, you're ready to add some 
ruined butlresses. Cut !he basic triangle shape shown above 
from foam card and attach it to !he wall above !he ledge on 
each of !he pillars. It's entirely up to you how much you 'ruin' 
!he buttress. 

We decided to add further detail to !his section by fixing a 
broken window frame to the top of !he wall. This was simply 
made by using a plastic tab from a Citadel paint pot (the bit 
!hat you have to tear off before you open the pot). 

1be paving stones are small squares cut out of !hin crud and 
stuck onto the base before the PYA and coral sand was used. 
More rubble was added to the base of !he wall using the same 
method as before. 
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THE ALTAR 
For Ihe altar, you'll need: 

5mm Foam Card 
Coral Sand 

All Purpose Glue 
All-Purpose Filler 

Mounting Card 
Scenic Scatter Material 

PVAGlue 

You'll also fmd Ihe following useful: 

Half Round Plastic Tubing 
Thin Plastic or Card Strips 

Plastic Shields 

Assemble Ihe altar following Ihe diagram. Note that although 
the base is made from mounting card, Ihe rest of the altar is 
made from foam card. U you want, the lid can be left loose so 
you can open it. The pillars of Ihe altar are made by fixing 
5mm half round plastic tubing to each of Ihe comers. Furlher 
decoration can be added by using plastic shields (we used Ihe 
Marauder Miniatures ones with raised emblems) spaced 
between strips of 15mm thick balsa wood. A lhinned wash of 
Tellion can be painted over the whole structure to give it a 
stonework effect as well as covering any joins or cracks. 

Upper lid 70mm I 30mm 

Altar Sides 70mm ~ 20mm 

Using the exploded diagram above as a guide, cut all the 
pieces for the altar out of foam card. 

• 
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THE PILLARS 

For the p illars. you'll need 

Plaster Wedding Cake Decoralions 
Coral Sand 

Scenic Scaucr Material 
PVAGiue 

Take the plaster pillars and carefully break them into two at 
different heights. We found the best way to do lhis is to place 
the edge of a steel ruler at the chosen point and give it a short 
light tap with a hammer. Remember you'll make two broken 
pillars for every CU I you make. Don' t use plastic pillars as 
these will shatter when you cut them rather lh/III breaking willi 
the desired rough edge. 

Oix:e you've broken the pillars, fix them to bases of mounting 
card and add rubble as described for the walls. 

PAINTING 
Any appropriate light colour is ideal as a base COal. for these 
ruins. We've used Skull White with a little Elf Grey added. 
Once this is dry, paint on very thin washes of green (coming 
down the walls to represenllichen and algae) and brown 
(gQing up to represent mould). For our gTeen washes we used 
varioul combinations of Green Ink, Woodland Green and 
Goblin Green mixed with a tiny amount of Hobgoblin Orange 
to dull the green slightly. A useful tip h ere is to begin by 
painting around the area you're going to stain with clean water 
and keep the frrst washes well within this area while the water 
is still wet This makes the wash bleed into the clean water at 
the edges, diluting the wash even more and giving a nice 
gradual lightening of colour. 

We painted the rubble a d arker colour to contrast with the 
walls, using a Bestial Brown/Chaos Black base colour mix, 
dtybrushed with Ore Brown and finally drybrushed with a mix 
of Ore Brown and Skull White. 

The altar has been painted by slarting with a base coat of 
Chaos Black/Elf Grey, and then drybrushing with a Skull 
White/Bestial Brown/Ghoul Grey mix. If you change the 
proportion s of these colours for different parIS of the altar, 
you'll get a good weathered effect. Once dry, this was stained 
as described before. 

Finally, the bases of all the structures have been painted with a 
mixture of Gobl in Green/Sunburst Yellow and then 
drybrushed a slightly lighter green by adding more Sunburst 
Yellow to the original mix. 

RUINED TEMPLE 

TOOLS AND MATERIALS 
We used lhe following tools lind materials to make our ruined 
!emple. 1bey're aU easy to buy and fairly cheap. If you me a 
problem finding any of these items. ask !he staff at your Games 
Workshop store for the be5t place to find them 1oc.lly. 

Wherevupossible, we've listed altema1ive materials - these are 
usually things that you can find lying around your house. 
Although we use lhe materials me11lioned in the article, we 
know ii' S not Jlways easy to get hold of some of these items. It' s 
perlectJy alright to subst.ilUlc 0Ihc:r malcrials and use whatever 
you 've got to hand. 

Model ling knife with replacellbJe blades (remember to work 
with new sharp blades - these are much $&fer than. blunl blades). 

Steel ruler (a plastic or W<lO<k:n rukf will be ruined in a very 
short lime). 

Smm foa m card - a thin l andwich of foam between card 
sheets, available from art and graphic supplien at around £6.00 
for a 800mm x IOOOmm sheet . Ah em alively. you can UK 
polystyrene celUng tOes from DIY and hardware shops. 

Mounting eard can be bought III an shops for around £l..S0 for 
a 500mm x SOOmm sheet. A sheet of cardbolWd will do if YOll 
can' l gei mounting card - the thicker the betta. 

Balsa wood in a sheet about 1.5mm thick, avai1able from model 
shop$. Again, a sheet of card could be used instead. 

Plaster wedd ing cake d«or atlons cost around £2.50 fOf <4 
from department .tores. 

Coral sand is available from pet shops - a big bag costs lIboot 
.£3.00. Any sort of coane sand 01' grit will do just as welL 

Scenic scaUer material - small pieces of coloured roam, 
....ailable from model smp. at. about £1.00 per bag (01' you can 
make your OWl'l by shredding some foam 01' polystyrene). 

Plas tic shields. either Ci tadel Miniatures or Marauder 
Miniaaures, available from Games Workshop stores and Games 
Workshop Mail Order. 

Half round plastic tublng - semici:rcular section plastic tubing 
.... ailable from model. shops at about 60p for 300-400mm. Or 
you could cut a large plastic $Ira,. in two. 

Thin plastic stTlps, available hom model shops - or use sllveMI 
01 th in card. which work just as we1L 

AII·purpose glue suilable for card, plastic, bah ... wood etc, 
available from model or statiOf1CJ)' shops. 

PVA glue - the white glue used for woodworking. available 
from DIY StoleS and hardWaM shops. 

A11·purpose nil«, such as Tetrion or Polyfilla. available from 
DIY and hardware shops. 

SAFETY FIRST 
It's w<B'th reminding you that modelling 100h can be dlUlgerous 
ifthey're care1esdy used. Remember, they're sharp and they cut 
-and it 's $0 much easierlo make these models if you've still got 
fmgen.. 

lhe most important aafety Nle is: make all cub a"a, from 
your n ngeMl. II's much $&fu to cut through a sheet of card with 
K veral light strokes than with one heavy woke. You' re far 
more likely to slip when pressing 100 hard so you'U find thai. 
you acwally get a much straigter cut with light strokes. 

Always UK a new sharp blade - shup blades are a lol Ie" 
dangerous than old blunt ones which you have 10 press very 
hard 10 cuI through anything. 

H you're unsun: of what you're doing, then uk for some help, 
especially if you're a young modeUCI'. 

WDtT 



FREE800TERZ 
reeboolerz are Orks who have abandoned 
their tribes to (orm roving bands of 
outcasts. The composition of Freebooter 
bands varies greatly depending on Iheir 
origin and history. Some are fugitives 
from Ork society, others eccentrics, while 
some will be the remnants of shattered 
armies. A lot of Frcebooterz are vcry 
treacherous and unpleasant characters 

indeed and nolme sort of individuals that would be toleraled 
in normal Ork society. Many of the Freebooterz are available 
for hire as mercenaries. others arc easily persuaded to join in 
• banle with promises of loot and a good fight. 

Freebooten forsak their old clan allegiances and wear I 

distinctive style of dress 10 emphasise Ihis. Even though an 
Ork may once have been a Goff or a Death Skull. once he 
bcoomes a Freebooter he no longer holds any loyalties for his 
old dan. To emphasise his identity as an outcast, a Freebooter 
may wear stripy trousers and may decorate himself with 
eartnose rings and Jolly Ork tatlOOS. Being a pretly rough 101 
Freeboolerz are forever fighting amongst themselves, so most 
of them have scars, eye-patches, and even the sorry 
reminders of more severe injuries such as missing limbs. 
Because they don't alwlYs have access to Painboyz and 
Mekboyz, missing limbs are often replaced with crude peg­
legs Ind hook arms, although this is only I temporary 
measure until the Freebooter cln buy or steal himself 
something better. 

Freebooter Kaptins are extremely tough and aggressive Orks 
with fiery tempers. They command tremendous loyally from 
their Boyz, who nOI only don't object to their bullying and 
violent ways but actually expect their commanders to behave 
in this fashion. The Kaplin's occasionally murderous 
outbursts serve only 10 impress the Boyz and remind them 
whit I fine leader they have. K.ptins dress in an even more 
flamboyant style than Freebooter Boyz, favouring luge 
decorated hats and voluminous COlts in which they conceal 
numerous weapons and flasks of Fungus Rum (I particularly 
potent and indigestible kind of Ork Brew favoured by 
Freebooterz - it can also be used as fuel in emergencies). 

The universal symbol of the Ork Frecbooten is the Jolly Ork 
- an Ork Skull and Crossbones design which they paint on 
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their nags, clothes A!'id vehicles. Each Kaplin makes up his 
own version of the Jolly Ork theme so that he can be 
identified on the battlefield aM so thlt the enemy know who 
they are up Igainst. Often the K.ptin will fix upon a 
conspicuous and well known feature of his own 10 add to the 
Jolly Ork design - for example. spectacularly bearded Ork 
might add a spiky beard to his Jolly Ork flag. while a Kaptin 
notoriously armed with a unique Kombi Weapon might 
include a picture of the weapon on his fllg. 

fREEBOOTERZ fOR HIRE 
Freebooterz can be included in an Ork Warband IS described 
in the Army Lists. If the player wishes to include I 
Freebooter Mob in his Wuband he first rolls a 0 I 00 10 
determine what kind of Freebooten offer themse1ves for hire. 
If the player does not have appropriate models 10 represent 
the Mob he has generaled, then the pllyer should roll again 
until he obtains I Mob of Freebooter Pirates or any other 
Mob for which he has models. As the player is allowed to re­
roll in this w.y he can always field I Mob of Freebooter 
Pirltes if he wishes. Freebooter Pirates are lhe most common 
type of Freeboottt. Once a player has generated a Mob for 
one battle he may alWIYS include that same Mob in furure 
Warbands because the Freebooten are slill in the area and 
can be hired .gain. 

DIOO FREEBOOTERZ MOB 

Ol -IS Freebooter Pirates 

16·20 Stormboyz of )(home 

21 -25 Outcast Oddboyz 
Ui-30 Renegade Mekaniaks 
31 -35 Renegade. Rtmtberdz 
36-40 ... """ 
41-45 AashGilZ 

" -SO Gretchin Bandits 
51-55 Outcast Retinue 

56-60 Renegade Speed Freck! 
61-65 Wildboy OutllwS 

66·70 Bad Ork Bikeboyz 
71 ·75 Weirdboy Warpheadz + Madboyz 

76-78 Il=dmob 
79-83 Freebooter Minden 
84-88 ()[t. Chaos Renegade and Retinue 

89·91 O!:k Mutan.15 

92-94 Possessed Warphead 
95 Ork-Genestealer Brood 
96-100 Hwnan Mercenaries 

• 
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Fruboottr Plrates. The most common Freebootef7. of all are 
the Mobz of Pirates or Banditz which roam from settlement 
to settlement in search of • good scrap and plenty of lOOL 
They are led by an e.spocially roguish Kaplin who affects a 
colourful and distinctive style of dress often featuring a large 
Kaptin's 'At with lheJoUy Ork symbol painted on it 

Stormboyz or Kboroe. These are mature Stormboyz who 
have taken their cult of military virtue to the e~tJeme and 
begun worshipping the Chaos Power Khome as patJon of 
their wanior code. They are no longer immarure. posturing 
juveniles laughed II by older, tougher. Orks behind their 
backs. These Orks are really hard and no mistake! 

Outcast Oddboyz. A motley crew of Oddboyz who have 
been thrown OUi of their tribe, or who have deserted their 
homes to take up a life as Freebooterz. Many Oddboyz earn 
themselves the disapproval of their fellow Orks for one 
reason or another· • Painhoy might lose one too many 
patients, a Mekboy's ncw Kombi.Weapon may blow up in 
the face of the Warboss. a Runlherd might be chucked OUI for 
being LOa soft with the Runtz and leading them into bad 
wa),s . 

Renegade Mekanlaks. Meks from different tribes meet 
during the Waa-Orks and pool their slcills LO build Gargants 
and other weapons for the Wu. Some of these bands lose 
touch with their originaJtribes, or their households are wiped 
out in action, and so they remain together, hiring out their 
tochnica1 expertise to Warbosses who want them. 

Renegade Runtberdz. Runtherdz become very protective 
Ulwanis !.heir Runtz and sometimes cannot bear to part wi!.h 
them - which is bad news when other Orks want RunlZ for 
Sholl Attack Teanu or to clear mine fields. Sometimes a 
Runtherd will run away Cram his tribe rather than see his 
charges wasted in this way. 

Bad Does. These are dangerous, untrustworthy and deranged 
Painboyl., whose 'cksperimentz' have resulted in the other 
Orks throwing them out of the tribe. Now the)' offer their 
services to unscrupulous Warlords. The)' are accompanied by 
Ork henchmen whose brains have been transplanted with 
Squigs~ 

Flash Gltz. These Freebooter? have struck it lucky and are 
now considerabl)' well equipped as weD as being dressed in a 
eompletel), over the top manner even by Freebooter 
standards. Th~y literall), drip with jewels and war gear 
ornamented in the richest and most ostentatious W3.)' possible. 
They are a real hard fighting, dangerous mob and a right 
bunch of show~ffs. 

Grelchln Bandi ts. All Greu:hin reall), Wan! to hang around 
wJth their Ork masters and prove just how good they are. To 
this end those Gretchin that can afford to do so arm 
themselves with simple rlrearms and foHow the Boyz Mobz 
into battle. The Bo),z hate this and find the Gretchin's 
constant mimicry a real pain in the neck. It is quite common 
for the Orks 10 get so fed up that lhey 'accidentall)" forget to 
tell the Gretchin next time lhey break camp, and the poor old 
Gretchin wlke up to find themselves abandoned. The 
Gretchin adapt by seeking out Warbands that will allow them 
to fight alongside. and they soon develop a quite distinct and 
independent charac;ter as Freebooterz. 

O utcast Retinue. An ousted Warboss and his personal 
retainers sometimes rmd themselves distinctly out of favour 
when a new, younger, and meaner Warboss takes over the 
tribe. The old Warboss and the toughest Nobz fro m his 
household have litt1e choice but to leave the tribe and fend 
for themselves as disinherited Freebooterz.. 

FREEBOOTERZ 

Renegade Speed Freeks. Speed Freeks have wholly given 
themselves over to the Ork Cult of Speed. their tr ibal 
loyalties are naturally eroded as they immerse lhemselves in 
a world of fast machines, engines, and dangerous acts of 
bravado. Many Speed Freeks abandon their tribes and set-up 
with others of lheir kind as daring. speed mad. cut-throat 
Orks riding an assortment of souped up Hot-Rods. 

Wlldboy Outlaws. These are Wildboyz who have been 
found by Freebooterz before a 'civilised' tribe could get to 
them. Introduced 10 the rough end of Ork Kulrur, they have 
learned some really bad ways. 

Bad Ork Blkeboyz. These are the ultimate Ork Speed 
Freeks, addicted to the sensation of speed and the noise of 
blttle. They ride huge, low-slung bikes adorned with 
gleaming paintworlc and carefully polished chrome. 

Welrdboy Warpbeadz. These are Weirdboyz whose minds 
have been permanently unsettled by contact wilh the warp 
and the horrendous and dermitely un.Ork)' things that live 
there. They are KCOmpanied by a psychic circus of barmy 
Madboyz. 

Dreadmob. Building Dreadnoughts requires the cooperation 
of a Mekaniak and a Painboy. Some rmd that they enjoy the 
challenge so much that they devote the lives to building, 
repairing and hiring out these Gretchin driven machines. 

Freebooter Minden. U yer needz protekshun and )'er got da 
teef ter spare calion 'Oa Management,' ifyer knows wotz 
gud for ),er. 

Ork Chaos Renegade. An Ork Kaplin who has thrown in his 
lot with one of the Chlos Gods and become a Chaos 
Champion. He is accompanied by his Chaos Warband. 

Ork M utants. Ork mutants lurk on the fringe of Ork society 
and just want to be among 'da Boyz.' again. A courageous 
Warlord rna)' employ their undoubted fighting talents if he 
can tolerate their freaky appearance. 

Possessed Welrdboyz. Weirdbo)'z sometimes become 
possessed by daemons from the warp. This is a tragedy for 
both panies, as daemons find it completely impossible to 
supplant the single-minded Ork personality. The daemon 
becomes trapped and helpless in the Ork's mind. having 
realised his mistake and desperate to escape. As for the 
Weirdboy ... he talb to himself a lot. 

Ork-Genestealer Hybrids. The Green Brood, shunned b)' 
any proper Orb, but hired by Warbosses with the lowest 
cunning. Orks are not the best host for the Genestealers 
because their life--cyc1e is too slow to suit the alien's purpose. 
The Patriarch is determined to lead his band to where they 
can rmd a new and more suitable host species. 



FREEBOOTER ARMY LIST 

SAD DO(S 
Not content with fixing bioniks and mending the wounded with rivets, some Painboyz are tempted into aU kinds of deranged 
experimentation. Some breed strange kinds of blood-sucking squi!s (the so-called 'vampire' squigs) which they use as leeches 10 
bleed patients and suck out pus from festering wounds. Others milk venom from snakes and spiders and there are those who go 
rather too far when tinkering with patients unfortunate enough to be wounded in the head. Eventually other Orb become 
suspicious when the number of patients who have had their brains replaced by a squig increases, or a frighteningly large 
proportion of wounded Orb become Madboyz soon after the bandages are off their heads. Soon no one trusts Ihese Docs 10 do 
anything, even at a knockdown price. The Doc may be forced to ply his trade elsewhere as his reputation plwrunets and other 
Orb .voKi him. He will meet others of his kind. sharing his interest in ekspcrimentz, and another cen of the insidious cult of Bad 
Docs is born. However, lhere are depraved Warbosses only too pleased to hire a band of cruy Painboyz.. especially those who 
are lIying to hold down the tribe or I subject population. because Bad Docs tend to be expert interrogators. 

Bad Docs are accompanied by • retinue of squig-brained Orks. who have Iitlle option but to follow the Doc after the operation. 
since they lose mosl of their ability to think for themselves or cope without the Doc's guidance. 1be Doe of coune benefits from 
this retinue of devoted and mindless Orks who protect him, since they are pa1hetically devoted to their master and not at all 
lacking in brute force or aggression (especially if the brains of ferocious carnivorous squigs were transplanted into their heads), 
Bad Does are often seen riding in a sort of sedan chair carried by four squig-brained retainers_ The brain-transplant is not the last 
eksperimenl that me Wlfortunate rClainers have to experience. for they are frequently the guinea-pigs for any of the Doc's lunatic 
bionik inventions. . 

FOR 15 POINTS 
I BOSS DOC ARMED WITH fLAK ARMOUR, A BOLTGUN OR BOLT PISTOL (CHOOSE WHICH YOU WANT), A 

SUITABLE HAND WEAPON (SUCH AS A KNIFE. CLUB OR SWORD). 

AND 
UP TO 2 APPRENTICE PAINBOYZ ARMED WITH FLAK ARMOUR, A BOLTGUN OR BOLT PISTOL (CHOOSE WHICH 

YOU WANT), A SUITABLE HAND WEAPON (SUCH AS A KNIFE, CLUB OR SWORD). 

AND 
A RETINUE OF 5 SQUIO-BRAlNED aRK FOLLOWERS ARMED WITH FLAK ARMOUR, A BOLT GUN OR BOLT 

PISTOL (CHOOSE wmCH YOU WANT) A SUITABLE HAND WEAPON (SUCH AS KNIFE, CLUB. SWORD). 

WD20 

AND 
ANY NUMBER OF EXTRA SQUIG-BRAINED ORK R)ll..OWERS AT 4 POrNTS EACH 

BOSS DOC 
APPRENTICE PAINBOYZ 
SQUIG-BRAINED ORKS 

• 

M WS BS 
4 , 4 
4 4 3 
432 

s , 
4 
6 

T , 
4 
6 

W 
2 
2 
2 

I 
4 
3 
2 

A 
I 
I 
2 

Ld Int 
8 9 
1 8 
3 3 

CI WP 
8 1 
1 1 
8 3 

• 

• 
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FREEBOOTER ARMY UST 

OPTIONAL WARGEAR: Bad Docs are able to buy or clIchange equipment from the profits of their Freebooting. If you want 
you may generate equipment from the charts indicated below. Choose any chart and randomly generate a bit of equipment for the 
points indicated. You can roll as many times as you like on as many charts as you wish. and any items generated may be 
distributed among the Mob as required. Any equipment not used must still be paid for; it is assumed to be left at home and may 
be used in future games. 

CHART 
ASSAUU' WEM'ONS 
rnxxBOMZ 
POWERAELDS 

COST PER RANDOM ROLL , , , 
CHART 
BIONlKSITZ 
KUnoM WEAPONS 

COST PER RANDOM ROLL , 
" 

GEAR FOR SQUIG-BRAINED ORKS. Bad Docs can also buy extta gear for their Squig-brained Ork Followers. All 
followers may be equipped wid! the item indicated at the cost indicated For example. a single roll on lhe Assawt Chari for 5 
points couJd gi'lc all the Squig-brained Orks a Chainsword. 

CHART 
ASSAUll' WE.U'ONS 
PAINBQYZBIONlK BITL 

• 

COST PER RANDOM ROLL , 
UPTO 03 am FREE 

SPECIAL RULES FOR SQUIG-BRAINED ORKS. The brain of a squig was never intended to cope with the same stresses 
and strains of life as an Ork, so it's not surprising that Squig-brained Orks are subject to occasional bouts of confusion. Any time 
that one of these rolls a 1 on any dice roll, for whate ... er reason and whatever the result, it also means that he has suddenly 
become confused. VIrtUally anything, from frustration to random noises couid trigger this reaction. Once confused. the Ork 
wanders at half his normal rate in a random direction, and will attack any model he is touching during the close combat phase on 
a D6 foil of 4 or more. He won't shoot any weapons except in close combat. This means he may well end up anacking other 
Orl,s and even oilier Squig-brained Orks! Once confused, the Squig.brained Ork doesn't bother with unit coherency but moves 
as a rather dazed individual. The Ork remains confused for the rest of the game - bUi will come round in time for the next game 
ifhesurvives. 

SQUlG·BRAlNEO DREADNOUGHT: The Bad Doc's Mob may include I Dreadnought chosen from the Freebooter OddbilZ 
Lis!. However, this is no ordinary Dreadnought but a Squig-brained Dreadnoughl Although it hardly beats thinking about, some 
Mad Docs are sufficiently crazed to experiment with using Squigs instead of GrelChin to coruml a Dreadnought. Naturally the 
result is rather extraordinary - one minute you're a big fat Squig settling down for a kip in the drop!! and the next thing you know 
you're a fifteen foot high metal fighting machine festooned with potent weapons of destruction. It's hardly swpising if the 
Squig-brained Dreadnought tends to behave a bit erratically! Every tum the Squig-brained Dreadnought moves 06 M in a 
direction nominated by the Ork player. howe ... er if a I is rolled it instead moves 06 inches in a random direction. If the 
Dreadnought moves inlO a model it will fight it on the 06 roll of a 4 or more, whether the model is a friend or foe (the Squig 
can't teU the difference anyway). If the Dreadnought is armed with weapons it can fire in the shooting phase, then roll for each 
weapon. On the score o f 4, 5 Of 6 the Dreadnought flTes that weapon in a random direction. It doesn't matlet which way the 
Dreadnought is facing. it's probably spinning round a bit anyway as the Squig tries to cope with its inexplicable transfonnatiolL 

ATTENDANTS: The Bad Docs can be accompanied by unarmed and non-combatant GrelChin and Snotling orderlies, some of 
which may have been experimented on by their masters. The Bad Docs always make sure they have a good supply of Squigs 
carried in big jars by GrelChin servants. 

WD2' 



FREEBOOTER ARMY LIST 

ORK GENESTEALER HYBRIDS 
Orks are not an ideal host race for Geneslealm and evenrually any Genestealers who infect them will realise that the Orks are a 
dead end as far as the prospects for furthering the Genestea1er species is concerned. 0rIt society is not sbUC:tW'ed like Human 
society and the sophisticated techniques of infiltration around a secure power base will not necessarily work:. Sometimes 
Genestcalers fmel that they must infect Orks simply becausc no better hosts are available. Orb find and board drifting space 
hulb and delve into deserted ruins which are exactly the sort of places wh~e Genestealen mighllW'L If the Genesteale:r has 
been waiting for centuries to infect a host and a party of just happen to Orb tum up. the Genestealcrs will simply follow lheir 
instinct to procreate their race. They are just unlucky it was Orkst 

Sometimes, albeit rarely. a Gmestea1er..Qrk hybrid brood grows and prospers. Genestcaler broods are usually oruy successful 
once a breeding community o(Wild Orb has been infected. If a 'civilised' community is infC(:ted, it has a catalytic effect on the 
{)rk bruding urge (due 10 !he influence of the Genestealer gene) and Ort hybrids occur eventually, but usually the Genesteale:r 
incursion simply dies out. It is very rare for the b"ood to sun'ive long enough for Purestrains to emerge, and !hen there are few. 
This is because the Crk life cycle simply does not favour the propagation of. Genestealer Brood. Ork.s do not breed untillhe end 
of their lives and so the development of a brood is very slow. Also hybrid whelps are unlikely 10 be adopted by the 'civilised' 
Orb. A Patriarch who realises his mistake will tend to use the Ork brood as a temporary stage in making contact with more 
suitable hosts. 

A brood that does begin to thrive, and has suffICient technology to be of use LO the Patriarch in spreading the gene further into the 
universe, is also likely 10 make contact with other Orks. When SUJTOuOOing tribes notice thatlhere is 'sumfU1lt wrong' wilh Ihe 
brood tribe, that they are 'not proper Orlcses ' and have been 'taken over by da Bug-eyez', they will probably wipe them out 
pretty quickly. Thus prospects are bleak for an Ork hybrid brood even if they go over 10 Chaos worship in a desperate effort to 

• 

survive, since Chaos, like Genestealers is also of little threat to the Otk race as a whole. Occasionally Hybrid bands are • 
encountered wandering on the fringes of Ork society wondering what Ihey can do about their predicament. This Mob represents 
just such a group. who might be recruited by a Warboss of exceptional low cunning to unIeuh against his most biUCl" enemy. 

The chart below lists the characteristics of Ork Hybrids of different generations. The natural colouring of the Genestealer is 
pinkish.mauve with bluish-pwple carapace. Ork hybrids tend to gain a greenish hue as the generations progress until the fourth 
generation. which are very much like genuine Orks . . 

GENERATION FIRST SECOND THIRD FOURTH 

HEAD Bulbous Bulbous Bulbous Orkoid 

BODY Carapace Carapace Crouch"" Orkoid 

LEGS Long Long Orkoid Orkoid 

ARMS 4 30r4 2",3 2 

FANGS y" y", y" Orkteeth 

CLAWS y" y" y" Ork hands 

OVIPOSITOR y" y" y" No 

HYPNOTIC GAZE y" y" y" No 

TELEPATHY y" y" y" y" 
PSYCHOLOGY Immune Immune Immune Immune 

W02' 
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FREEBOOTER ARMY LIST 

HEAVY WEAPONS: The Boy with I heavy weapon can have any weaJXln chosen fIOm the Ii&( below. Extra points are paid for 
Ihi.s weapon so it's up 10 you how much you spend 

WEAPON 
Avro<:ANNON 
I!I!AVY IIOLlER 
HEAVY PUr.SMA GUN 
HEAVY STUBBER 
u.s CANNON 
MlSSll..E u..UNOIER 

• 

COST FOa WEAPON 

" " " 10 
90 

" 

WEAPON 
MUUl-MELTA 
FRAO MlSSIUlS 
KRAK M1SSIlBS 
MELrA MlSSIlBS 
SMOKE MISSILES 

COST FOR WEAPON 

" 1 
211 , 
1 

EXTRA WARGEAR: The Mob can be exceptionally well mmcd due to the loot captured in many battles and raids. The Boyz 
equip themselves pretty much to their lUte. with all kinds of exotic and expensive gear. To repr-esent this the player may roll as 
many times he wishes on any of the charu listed below, paying the points cost indicated for each roll. The gear generated in this 
way may be distributed among any of the Aash GilZ as you please. You may decide nOI 10 use the gear you gena-&te, in which 
case it is left behind in the Mob', stash. but you must still pay the points for iL Naturally any of this reserve equipnent can be 
used in future games. 

CIIART 
RANGED WEAPONS 
ASSAUlIWEAPONS 
HEAVY WEAPONS 
STIKKBOMZ 

COST/ROLL , , 
" , 

CHART 
PORCE FIELDS 
BIONIKBITZ 
KUSfOM WEAPONS 

Any of the Aash Gilz may also wear Powered Annour or carry extra Bolt Pistols at the cost noled below. 

BOll' Plrn:>!.. I 
POWERED ARMOUR 6 

COSTfROLL 
10 
10 
10 

VEtuCLES: 1be entire Mob may ride in a Battle Wagon free of charge . a Flash Gill. Banle Wagon is always painted in !he 
most spectacular manner and adorned with uophies and momentoes of past successes. Any weapons generated on behalf or the 
Mob may be fined 10 the Batde Wagon if you wish. 

ATIENDANTS: The Flash Gill. need lots of servants 10 carry lhe masses or geu lhey have. TIle Mob is accompanied by any 
number or non-combatant Snotlings and Gretchin. Even the Flash Gill. RunlZ drip with pendants and jewels, with carefully 
engraved teeth studs, and all kinds of snazzy decoration. The RunlZ are excessively proud of their wealthy masters and delight in 
showing off their posh geu to other less fonunale Grotz. 



FREEB()()1llR ARMY LIST 

ORK G£N£ST£AL£R HYBRIDS 
Orks are not an ideal host race for Genestcalcrs and evenlually any Genestealers who infect them will realise dlat the Orks arc a 
dead end as far as the prospects for furthering the Genestealer species is concerned. Ork society is not stJ'\lClUrCd like Human 
society and the sophisticated techniques of infiltration around a secure power base will not necessarily work. Sometimes 
Genestealers fmd that they must infect Ortcs simply because no better hosts arc available. Orks fmd and board drifting space 
hulks and delve into deserted ruins which are exactly the sort of places where Genestcalen might lurk. If the Genestealer has 
been waiting for centuries to infect a host and a party of just happen to Orb rum up. the Genestealers will simply follow their 
inslincr. ID procreale their race. They are just unlucky it was Orks1 

Somelimes, albeit rarely. a Gencstealer.Qrk hybrid brood grows and prospers. Geneslealer broods are usually only successful 
once a breeding community of Wild Orles has been infected. U. 'civilised' community is infected, it has a catalytic effcct on the 
Orle breeding urge (due 10 the influence of the Oenestcaler gene) and 0rIc hybrids occur evenrually. but usually the Genestcaler 
incursion simply dies out. It is very rare for the brood to survive long enough for Putestrains to tmerge, and then there are few. 
This is because !he Ort life cycle simply does tK)( favour the propagation of a Genestealer Brood. 0rXs do not breed until the end 
of their lives and so the development of a brood is very slow. Also hybrid whelps are unlikely to be adopted by the 'civilised' 
Orla. A Patriarch who realises his mistake will tend to use !he Ork brood as a temporary stage in making contact with more 
suitable hosts. 

A brood that does begin to Wive, and has sufficient tedU'lology 10 be of use to the Patriarch in spreading the gene further into the 
universe, is also likely 10 make contact wi!h other Orb. When surrounding tribes notice !hat !here is 'sumfmk wrong' wi!h the 
brood tribe, that they are 'not proper Orkscs' and have been 'taken over by da Bug..eyez', they will probably wipe them out 
pretty quickly. Thus prospects are bleak for an Ork hybrid brood even if !hey go over 10 Chaos worship in a desperate effon 10 
survive, since Chaos, like Genestealers is 1150 of little threat to the Ork race as a whole. Occasionally Hybrid bands are 
encountered wandering on the fringes of Ork society wondering what !hey can do about !heir predicament. This Mob represents 
just such a group, who might be recruited by a Warboss of exceptional low cmming to unleash against his most biuer enemy. 

The chlJt below lists the characteristics of Ork Hybrids of different generations. 1be natural colouring of the Genestealer is 
pinkish-mauve with bluish-purple carapace. Ork hybrids tend 10 glin a greenish hue IS the generations progress until the fourth 
generation. which are very much like genuine Orks . . 

GENERATION FIRST SECOND THIRD FOURTH 

HEAD Bulbous Bulbous Bulbous Orkoid 

BODY Carapace C~_ Crouched Orkoid 

LEGS Long Long Orkoid Orkoid 

ARMS 4 30r4 20r3 2 

FANGS y" y" y", Orktee!h 

CLAWS y" y" y" Orkhmds 

OVIPOSITOR y" y" y" No 

HYPNanC GAZE y" y" y" No 

TELEPATHY y" y" y" y" 
PSYCHOLOGY Immune Immune Immu", Immune 
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FREEBOOTER ARMY LIST 

FOR 60 POINTS 
1 PURESTRAIN GENESTEALER PATRIARCH 

AND 
1 FOURTH GENERATION HYBRID ARMED WITH BOLTGUN OR BOLTPISTOL (CHOOSE WIDeH YOU WANI') AND 

A HAND WEAPON (SUCH AS A KNIFE. CLUB OR SWORD). 

AND 
1 TInRD GENERATION ARMED WITH BOLTGUN OR BOLTPISTOL (CHOOSE WIDeH YOU WANT), AND A HAND 

WEAPON (SUCH AS A KNIFE, CLUB OR SWORD). 

AND 
ANY NUMBER OF SECOND GENERATION ARMED WITH SOlTGUN OR BOLTPISTOL (CHOOSE WInCH YOU 

WANT), AND A HAND WEAPON (SUCH AS A KNIFE, CLUB OR SWORD) AT 10 POINTS EACH. 

PLUS 
ANY NUMBER OF FIRST GENERATION HYBRIDS ARMED WITH BOLTGUN OR BOLTPISTOL (CHOOSE WlDCH 

YOU WANT). AND A HAND WEAPON (SUCH AS A KNIFE. CLUB OR SWORD) AT IS POINTS EACH. 

PLUS 
ANY NUMBER OF PURESTRAIN GENESTEALERS AT 40 POINTS EACH. 

PLUS 
ANY NUMBER OF ORK BOYZ WEARING FLAK ARMOUR AND ARMED WITH A BOLT GUN OR BOLT PISTOL 

(CHOOSE WHICH YOU WANT) AT A COST OF 7 POINTS EACH . 

M WS BS S T W I A Ld Int CI WP 
FOURTH GEN. HYBRID 4 3 3 4 4 I 4 I 7 8 7 8 
THIRD GEN. HYBRID 4 4 2 4 4 I 3 I 6 7 6 7 
SECOND GEN. HYBRID 5 5 I 5 4 I 4 2 7 6 7 7 
FIRST OEN. HYBRID 6 6 I 6 4 I 5 3 8 6 8 7 
PURESTRAIN 6 7 0 6 4 2 7 4 10 7 10 8 
PATRIARCH 6 7 0 6 5 2 7 4 10 8 10 9 
ORKBOY 4 3 3 3 4 1 2 1 7 6 7 7 

EXTRA WARGEAR: The player may generate any amount of clI:tra wargear from !he charu below, paying the points shown 
for each roll. Due to !he difficulties Genestealers have in trading and interacting wi!h ordinary Ork sociel)' these rolLs cost a lot 
more !han !hey do for some other types of Freebooter. Any of !his cquipnent may be distributed between the thlrd and fourth 
generation hybrids and Ork Boyz as you wish. Other Hybrids and Purestrains may not carry !hese weapons. Any weapons not 
used may be left in !he Genestealers' stash, but must still be paid for. This cquipnent may be used in futwe games if the player 
wishes. 

CHART 
ASSAULT WEAPONS 

- S11XXBOMZ 
FQRCEAELOS 

COST PER ROLL .. .. 
IS 

CIIART 
BIONlK BITZ 
KUSTOM WEAPONS 

COST PER ROlL 

" 30 
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MODELLING GUIDE 

Citadel Miniatures make more models than anyone could possibly paint and rield on a 
wargames table. Even so, there may be certain models that you need to romplete your anny 
thai Citadel haven't made yet. Or, as many people do, you may wish to field a unit that [s 
completely Individual or Is Just simply fun to create. To get these unavallable or lndlvldual 
miniatures, you need 10 convert some of your existing miniatures. 

Converting miniatures Is fUD and It Isn't as dlmcult or as expensive as you might Imagine. 
Everyone bas miniatures tbat they never get around to painting or playing with - and every 
plastic set that Citadel make lea'yes you with extra bits. These can fMm the basis of what we 
atU a bits box, II great resource for conversions. And, of course, our Mall Order department • 
can supply you with any part or any model that we make, metal or plastic, large or small. 

Althougb In this Issue we tell you bow to use various tools for modelling and converting, all you need to start are a palr of 
cutters or nail clippers, a sman file, a modelling knife, a tube of supergJue, some plasticine and a pencn or wooden cocktail 
stick. I can bonestly say that I've never used any tools more sophisticated than tbese when creating indlvklual minlatuus. 
But, tbere again, I'm known for my minimalist approach _ I'd much rather spend my money on new models and get 
started right away! Like I said, converting miniatures Is guat run. 

GETTING STARTED 
You 'll probably already have p lenty of ideas about the miniatures 
you'd like to convert (or the w ugames unill you're collecting. 
~rhap:s yoo 've gOla miniature that you wanl to use as a champion but 
you 'd like him 10 hold another weapon - or perhaps you 've rolled up 
• kU ltom weapon for an Ork Nob Illd you Willi to make a suitably 
over·the·top MeIc: ·built ClItI'1l·S1'tooty gun. 

In this article we describe how we converted the models for l ome o( 
OIIr own wargame.s unilS and we describe the tools Ind techniques 
used. 1hiJ should give you plenty of ideas (or how to convert models 
for your armies. 

Most of the tools we describe can be bought from your local Games 
Workshop store. IT yOll can't get to a Games Workshop, you'll find 
simillJ" tools in most bobby stores , such u modcJ n.ilway shops. DIY 
Illd hardware shops are also a good source (or lools Illd modelling 
mllerials. 

H you have Illy difficulty finding the lools we 've described, or you 
Wanl $OIlle help with modclling techniques, the fricndly staff 1I your 
local Gamel Wod;shop store will be only too pleased to help. AU oor 
staff are enthusiastic gamcn Illd modellen Illd they'll be able to give 
you useful tips. 

Abo at you r Games Workshop store, you'll (and regular converting 
and painting clinics wherc local modellers show you an the 
techniques you'll need. 1bese of"l.cn include a hands-on IItSsioo, where 
yoo can take aloog your own modcJs and get expert advice to help you 
IOI.ve Illy problcnl$. 

Look al the SI(R'S nruceboard or phone the store to (U1d out the date 
of the next modelling evenl - and keep an eye on the Games 
Workshop Store News in White Dwarf for announcements of special 
events. 

Every month in White Dwarf, there are modelling I nd painting 
articlcs where we cxplain how lome of our own model! werc 
converted and painted. Thesc are (ull of useful runts and tips that 
you'U fUid invaluable in helping you with your own convenions. 

WD .. 

SAFETY 
When you're converting miniatu~, always have safety in mind - it' l 
all IOOtaSy to djpand hurt yourJdfif you're nOl. paying aUentlon. BuI. 
with a liule care, and using well·maintained tooll, you should be 
pcrfeuJy safe . 

Knivcs and IIWS should always be kept clelll Illd sharp - a shlrp 

blade is mud! saferthlll a blunt one. Anycutting should bedone aWl y 
from your (Ulgen and preferably down ooto a $Olid surface. A cutting 
mat is the best thing to wod; 00 but these are quite expa1live; a thick 
piece of card will do just II wcll. Make sure you don't cut directly 
onto a tablc . 

Whencvcr you're using glue, work in a well·ventilated area; if you 
don't the fumes can he dangerou • . Be particularly careful with 
luperglue -not only can YOllltick your(mgen together, but the (urnes 
can .ffeu the eyes and lungs. You should al!lO be careful about what 
you lei glue drip onlO as il can remove fumiture polish if it soaks 
through absorbenl surfaocs luch II paper and card. 

And always keep your work area clean and tidy - there's nothing 
more lllDoying than cutting a delicate part off a miniature and losing it 
amongst the mess on your desk I 

In thi , guide we cover the teehn.iques and tools we've found useful for 
converting Citadel Miniature •. BUI for every 1001 and technique 
there', alway. an alternative - if you've gOi. a different way of doing 
something, thai', fme. In fact, if you've gOl. any handy modclling tips 
that you think might be worth paning on to othcr gamen, why nOi 
write in Illd let UI know. Write to: 

Modelling lips 
Games Workshop Design Studio 

Enfield QUlInben, 14·161»w Pavement 
Nottingham NGI 7DL 

We won't be able to reply individually to all your lenen, but we'll 
certainly read them with interest and we 'll pan on Illy good tips in 
fUUlre issues of White Dwarf. 

• 
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MODELLING GUIDE 

TZEENTCH CHAOS WARBAND 
MODELLED AND PAINTED BY DALE HURST 

This Chaos Warband was 
dcdicaled to Tzeentch, the Lord of 
Change, because I wanted a 
colourful unit painled in the typical 
Tzeentch colours of blue and 
purple with strong yellow and red 
decorations. I wanted to give full 
rein to my passion for converting 
Citadel Miniatures and including 
unique models as part of my 
wargames armies. Chaos warbands 
are perfect for this because their 

mutations give me plenty of scope for creative modelling 
while the small number of models involved means I can rmish 
the wllband offready to play fairly quickly. 

As I wanted to get them on the wargames table as soon as 
possible, I kept the paiming simple, restricting myself to 
blocking out the different areas in solid colour and adding 
black lining to bring out the dcrmition between the colours. 
Once I'd blocked in these areas of colour, the wllband was 
ready to fight - in fact, I fought. couple of battles using the 
warband before I even got around to pUlling on the black 
lining. ~ you can see. this warband shows that you can create 
a really striking and effective unit that looks great on the 
tabletop wiihoU! spending hours painting every model. Even if 
you decide to add highlights and shading. you can playa game 
with the models as soon as you've got the basic solid colours 
painted on. You'll have plenty of time between battles to add 
more detail if you want to - though. of course, it's perfectly 
fine to never go any further than a simple block colour scheme 
if that's all you want to paint. 
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For Mutarchus, Champion of T zeentch and leader of the 
warband, I combined parts from three miniatures. I chose the 
body of one Tzeentch Champion and the head from another. I 
wanted the body of a Champion holding a spell book to fit 
with MUiarchus' Gift o f Magic and I liked the idea of the 
crested helmet to tie in with the image offlames I'd decided to 
use for M Ularchus ' banner. I also added the arm from a Horror 
to match another of Muwchus' gifts, his Hand ofTzeentch. 

The flfst stage in converting this model was 10 assemble the 
parts . I snipped the head J nd right ann off the body I was 
using with a pair o f cutters, and then CUi the new head and the 
Horror ann off their bodies. I didn' t want to take a chance on 
damaging the new head, so I used a fTet saw to get a more 
accurate cut. 

Before I continued, J put al l the pieces I wasn' t using into my 
bilS box where I keep all my spare model parts, ready to be 
used for fu ture conversions. 

To assemble the model, 1 decided to pin the head and arm to 
the body to give the ~ins greater strength. This is a technique 
I'd recommend when you're joining together two large parts 
bul it 's not essential for small parts. I could have just glued the 
head and ann in place bul, because. the model 's probably 
going to get some fairly rough handling on the wargames 
table. I decided not to take any chances and really make sure 
the joins held. 

(h:e I'd assembled my Champion I painted it with a striking 
combination of blue, purple., red and yellow and finished il off 
with a banner, 

We've included a black and white copy of the banner here so 
that you can photocopy and paint it for your own models. I 
attached the banner to a stiff wire pole by folding the tabs at 
the top over the cross.piece and gluing them to the back of the 
banner. Finally, I drilled a small hole in the model's back and 
superglucd the pole in place. 

wo" 

You can photocopy !his banner 
to paint for use on your own 
Champion ofTzeentch 

CUTTING MODELS 
There arc lhree tools that are handy fo r this: I pair o f 
cutlers, a fret saw and a modell ing knife. You' ll certainly • 
need culters and a modelling lcnife for any conversion 
work- a fret saw is I bit of a luxury and you shouldn't be 
put off converting if you haven't got one. 

Cullers are great for snipping off small parts of models 
such as arms, legs, weapoN and heads. Electrician's wire 
cutters or nail clippen arc fmc. for !his son of work - it's 
best if !hey have a straight edge to give I clean CUL Don' t 
use scissors or culters with blades that overlap as they ' ll 
twist your miniature out of shape while you're cutting iL 

Removing. hood wil1u fr« ..... 

If you're remov inl larler areas, or if you want to make 
sure o f an accurate cut, it's better to use a fret saw. You'll 
find a fre l saw is preferable to a hacksaw because it 
allows you 10 change direction when you're sawing so 
you get a more accurate cut. Always take great care when 
using I saw. Make lUre you've you've got a sharp blade 
and don't put too much pressure on the blade - it may 
map if you're too violent with iL 

You shouldn' t use a modelling lcnife for cutting pieces 
off miniatures as you'll have trouble geUing a clean cut 
and there's a chance the blade will snap and fly off 
dangerously! A modelling knife is fine, however, for 
trimming small areas of excess metal or plastic. Always 
cut IWly thin slivers rather than make onedeep cut as this 
is bo!h safer and neater. 

When you're cutting with a modelling knife, only use 
new sharp blades. Old blunt blades arc more dangerous­
you have to press harder and they're lilcely 10 snap oCf. 
Always cut away from your rmgers and cut down onto a 
suitable surface lilce a cuning board or a sheet of card­
don't go cutting big holes in your dining room table! 

• 
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I gave the two Chaos Thugs head swaps to match their Bestial 
Face mutation. The eagle heads ue particularly appropriate 
for followen of Tzeentch. echoing one of the Power's 
symbols and the head of a Lord of Change - you'll note that 
I've also used an eagle's skull as one of the images on 
Mutarchus' banner. 

I prepared Ihese conversions by cutting the heads off the Thug 
miniatures and then cutting the two replacement heads from 
eagle models. Once I'd removed the heads from the Thug 
torsos, I filed the surfaces to be joined until I had a smooth 
finish. I decided that the eagle necks gave me a large enough 
area for gluing to not require pinning so I made sure I got a 
good clean fit between the heads and the torsos. As you can 
see from the photo, I used the flat side a needle file. Needle 
files are small modelling files that come wi th nat and rounded 
sides. When you 're filing ajorn smooth, IIy to keep your filing 
action straight and level so you don' t produce a rounded 
fmish. 

Once the two parts filted snugly, J applied a small amount of 
supergJue to the stub of the Thug's neck - just enough glue to 
cover both parts but not so much that it would spill out allover 
the rest'Of the model. I pressed the two parts firm ly together 
and held them in place for a fcw seconds to let the glue 
""don. 

Remember when you're using supergJue that it's suong and 
fast-acting swff - tty to keep it on the things you're about to 
stick! The most important thing with superglue is to make sure 
you don't get any in your eyes by accident - I always keep a 
rag handy to clean my fingers after I've glued the models 
together. 

The only other change I made to these Thug models was to 
move their shields round so they faced more to the front - I 
wanted the designs to show clearly when they were on the 
tabletop. This was simply a mailer of cUlting away the shield 
bosses from the models' urns using a pair of cutters or a fret 
saw and then using a me to clean up the fmish. The shield was 
then glued into ils new position with superglue. If you're 
gluing onto an area of the model that's a bit rough, file the 
area smooth before gluing to make sure there's a clean surface 
for the glue to stick. 

MODELLING GUIDE 

PINNING JOINS 
To pin ajoin you simply drill a small hole in both parts of 
the model and then pl8C% a piece of thick wile into the 
holes when the model 's glued. The wire re inforces the 
glue and stops any sideways shift of the join. A good 
pinned join will be just as strong as an unconverted 
model. We defmitely recommend pinning when you're 
adding large parts though it's by no means essential for 
small parts. 

GIllins Ihe ann (n1O plocc The r ... iahcd join 

To drill the holes, you'll need a pin-vice and some small 
drill bits. A pin-vice is a miniature hand-operated d rill 
that's perfect for fine work like this. You ' ll also need 
some thin sliff brass wire to fit into the holes you're 
going 10 drill. If you can't get hold of brass wire, thick: 
fuse·wire, dress·making pins or paper-clips will do just 
as well. 

Before drilling any holes, make sure the two surfaces to 
be joined fit together properly. If they don 't, file them 
smooth until you've gol a good. neat fit. A small file 
known as a needle file is besl for this - you can get 
needle files with both flat and rounded sides. 

Use your pin-vice to drill a shallow hole into the centre of 
one of the surfaces to be jo ined _ we fi nd that a hole 
about 5-6mm ('10 deep is best. Insert a short length of 
wire, slightly longer than the hole itseU so that the lop 
just pokes out Line up the o!her piece of !he model and 
genlly press Ihe two together. The point of the wire 
marks where to drill into the second piece. 

When you 've drilled the second hole, put in a longer 
section of wire - this should be just long enough to fill 
both holes when the model is assembled. Now you can 
superglue !he two pieces together - hold !hem in place 
for a few seconds until the glue sets. 
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With the four Beastmen, I chose to use the same basic 
miniature to get a strong unit feeling but conven ed each of the 
miniarures to give it an individuaJ head. Citadel Miniatures are 
sold in blister packs containing assorted miniatures but if you 
want a wtit all made up of the same miniature you can order 
them from Mail Order - you can get u many of the same 
model as you want. M we've already seen. head swaps are 
really easy to do and you can have great Fun choosing and 
positioning the new heads. Because they're quick 
conversions, I was been able to make use of this technique for 
all the models I've described so far. Even so, if I was working 
on a larger unit, say 10 or 20 models, I wouldn't dream of 
converting every one like this - at moSl, I'd change just a few 
models so the unit looked like it was made up of individuals. 
It's sU1prising how just a iffiall number of lillie changes can 
have quite a large visual impact on the IablelOp _ with a bit of 
thought, you'll find that simple changes to two or three 
miniatures can make all the difference. Of course. with the 
huge range of Citadel Miniatures available, you'll often be 
able 10 field a varied but consistent unit without having to do 
any conversions at all. 

For three of the Beastmen, I swapped their heads with animal 
heads taken from a Citadel Miniarures ChimerL I used eltactly 
the same technique here as we've already described for the 
two Thugs. Again, I felt the surfaces to be joined were large 
enough for pinning to be unnecessary so the parIS were simply 
cleaned up with a flat needle file and superglued into place. 
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J used the head of a plastic Ciladel MinialUfes Skeleton to give 
the fourth Beasunan iLl Skull Face mutation. I cut away the 
face of the Beasunan model with a razor saw. A razor saw is a 
small stiff-bladed saw without the fleltibilily of a fret saw. It's 
just as useful as a fret saw for cutting away IItgish pieces of a 
model provided there's nothing in the way - because a fret 
saw has a thin blade held at each end you can cut on the other 
side of arms.. for eumple. by slipping the saw over the ann. 

Once Ihe front of the Beastroan's head was removed. I flied 
the surface smooth with a needle file. To prepare the 
Skeleton's head, I simply trimmed away some or the plastic at 
Ihe back with my modelling knife until I had a nat surface to 
glue to the Beastman. The two parts were joined with 
supergluc which is just as good for sticking plastic to metal as 
for gluing two metal parIS. 

When I painted the Beastmen, I reinforced my use or the same 
basic miniatures by painting them in identical colour schemes, 
keeping their armour, tunics etc to the blue, yellow and red 
colours I'd chosen for the warbllfld. Notice how the 
Beasunen's shields ma1ch those carried by the Thugs, and that 
they all echo Ihe prominent flame symbol on Mutarchus' 
banner. • 

For this splendid winged Minotaur, I used the wings from the 
same Chimera Ihat provided the Beasunan heads. To filt the 
wings in place, I used the pinning and gluing technique I've 
already covered. Because Ihe wings are quite heavy, I used a 
longer pin than berore - I wanted to make sure Ihe wings 
stayed in place as the model was moved around. 

Once both wings were in position. J used plasticine to hide the 
join, shaping it so thlt illooked like a hump or muscle at the 
base of the wings. I pushed roughly the right amount into 
place wilh my fingen and then used a cocktail stick to get it 
into the cracks and shape it. 

• 
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FILLING GAPS 
Sometimes when you're joining (wo parts of a model 
you'll find that you've got a largish gap between them. 
For these joins, it's easier to filllhe gap rather than file 
the parts Wltil they fit. The best thing for ruling gaps is 
plasticine. Roll out a thin sausage of plasticine and wrap 
it around the join. Then use a modelling tool, cocktail 
stick, or the point of a pencil to spread out the plasticine 
and make a smooth join. If you've used 100 much, simply 
scrape off the excess to avoid an ugly bulge. 

If you want, you can sculpt 
detail into the plasticine. 

If you 're joining two areas 
of chainrnail or fur. for 
cJlample, you could sculpt 
the plasticine to match the 
surroWlding tex ture. 

This is qu'ite easy to do 
with a modelling tool, 
cocktail stick, blunt pin or 
the end of a penciL 

Once your plasticine is in place.. give it a lhin coat of 
supergluc - Ihis seals the plasticine hard. 

Finally. I painted the wings blue and yellow in keeping with 
the colours o f the rest of the warband. and painted a black and 
white zebra pattern on the Minotaur 's body for its BrighLly 
Coloured Skin attr ibute. These zebra strips are very eye· 
catching bUi really simple to paint - just black wedges painted 
over the white tmdercoat of the model. 

The last model in the warband is a Chaos Spawn. This is ideal 
for modelling and is the miniature that I spent most time on. 
Chaos Spawn can be wildly mutated and there are endless 
possibilities for their appearance, so it's impossible for Citadel 
Miniatures to make a range of Spawn. This means that if 
you're putting logelher a Chaos warband that contailU one or 
more Chaos Spawn you've got 8 chance to really go to town 
with a conversion and g ive full rein to your slrangest visions. 
And it docsn't have to be a complicated model-two or three 
very weird changes will make it look totally unique, such as 
moving the head to another part of the body, giving it multiple 
arms or legs, mixing limbs and bodies from different models. 
Roll up a few Chaos Spawn from the charts in Realm of Chaos 
and you'll see whal l mean - they ' ll all look radically 
different • . 
If you ''Ie got a large bits box with plen ty of remnants fTom 
earlier conversions, you'll already have an excellent resource 
for C haos Spawn paris. If nOl, you can order any Citadel 
Miniatures parts through our Mail Order Service. The wide 
range of multi-part models are perfect for this. You don ' I have 
to order whole models - provided you know which part you 
want, you can order just a head or an arm or whatever. All the 
separate part numbers are listed in the C itadel Catalogue (soo 
the pages at the end of this magazine for an example of how 
models are numbeTed). Of course, you can only order 8 head if 
it 's casl separately, not if it's cast as part of a whole model! 

My Chaos Spawn had to match the attributes that I'd Tolled up 
for it. lbis still left me with plenty of leeway to decide exactly 
how it looked. With some imaginative interpretation of its 
altributes, I ended up with this very slrange-looking creature. 

MODELLING GUIDE 

Drillin, holco for \be lcp Otllitl& the lcp inLO pocition 

The model started with the head and torso of a Minotaur Lord. 
To this, I added a Dragon's tail for the left arm. You'll notice 
that in the conversion photos, I used the ' sting' of a p lastic 
Tyranid Warrior for the left hand - I decided that this didn't 
look as good as I'd hoped and replaced it with the Dragon's 
tail 10 create a greal-looking whip--lilce tentacle. 
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To the Minotaur' s chest, I attached the head of a Horror, 
rumed upside-down for a weird appearance with the mouth 
above the eyes. And to make it even weirder, I replaced the 
Honor's ann wi!h plastic Skeleton heads. Finally, I used four 
Horror arms fo r the Chaos Spawn's legs giving it a sort of 
crabby-spidery look. 

All of Ihese parts WhCIe pinned and glued, just as I've already 
described. Any gaps in the joins were filled with plasticine 
and smoothed over the make the join invisible. As you can 
see, although there' s quile a lot of parts to this oonversion, and 
it took a little bit of thought to pose it right, the modelling 
techniques are no more difficult than used clsewhere in the 
warband. 

To fmishmy ChBOS Spawn off, I painted it with the warband's 
main colours of blue, purple. yellow and red - notice how 
Mutarchus' fl ame motif appears once more on the Spawn's 
annoured shoulder plate. It's this sort of simple but important 
detail that gives the warband such a strong impression of 
cohesion. Look again at the photo of the whole warband -
despite the huge d ifferences in appearance between the 
vuious models, it' s immediately obvious thai they all belong 
10 the same unil. On the tabletop. nobody 's going to be in any 
doubt as to whose warband they're facing! 

[picked. T'leenIch warbInd for ",....-&I re&IOIIS. One wu!be chance 10 painI . llllil in 
• s lrOng colour ICheme willi lou of brijhL primary colours. MoM wu LllaL t ·m 
pll yinl in • Chaos " Irband. campai," aL Lbe Oellgn Sindio. I rolled up my 
Champkln'. swtlnJ profile and ,ot • level 10 wizanl _ II !be IJIOS( IIIIgic&L of !he 
0II00f Powers, "h:eerudI 'IOU II>c otMOIa o;:holee for I paLmn. We·d dt:cidtd LlIIL all 
new warbands .. ere 'oin& 10 bq;hl wiLh I MiJbLy OWnp;oo, "' LllaL delemtined Ibc 
numba- ol rewuds and folio ....... I _ going 10 receive and LlIc w:UL'S poinu vallie ol 
400. I'", allO puuina lotethet. Slaane$II ormy aDd, when I' ve 10' entI!.Igh SIaane$b 
unitS wiLb buic: peinL scbernes ready 10 SW1 pLo.ylna.l'm inlelldlna 10 .,., Lhls.....ro.nd 
uanallied ~L 

j've only pLo.)'l'd . <XIUple of JIITICI wiLb!he watWJd u yet."' I'm 1li1l refining my 
u.cLla, but "-', • fOIIIh idea of bow t in1tncIlO depk>y Lbo. wartI&nd The Bcastmo:n. 
'IbugI.u>d CIlIa Spin ... Cornia line or lUIck wiLb Ibc 8e:asur>en 10 LlIc coure and Ibc 
l1Iuas being ..,.,. qaiNL \be..eaJ<g wemy flank. I """ LlIcO>aol Spawn against !be 
~ memy flank, haping lO tnaI: iL mil move 0010 UlI<:k LlIc cenae _ \be OwlS 
Spa ...... hu • good speed 10 movt &IOUIId LlIc llbie and wlLb 7 Feat Poinu !L , rands • 
.casmable eIIInce of ""'1inJ enemy unitS. The wlfljed Miroxaur, DoomgOfc. is my 
JlmlliesL"'urior &lid itscnt agaIM Lhc rncmy Ownpkn With aflyingspeedof II" 
and I Weap<:m StIll of 10. he c:an ... in10 axnblol fUl UId do • lot of d&m.ogc. 

Muw.:hus him.sc:lf it "'y n>OII ~\CI". I ..... 10m 10 weak~ !he enemy wiLlI 
m.sic u Lhc Lwo warbond, close and Lhen gel stuck in 10 hand·l<>-hand comb. t if 
occ.caAf)'. He'l gOi a.aos ArInoIlr mill maaio 1_ wiLh Cmolbladc ancL pvryinJ 
abiliLieol _ 1his IIIWlI ~'I golng '0 ~$OII"Ie bWlng. Even 50. I Lr)' 10 toep him wL or 
!be way el <alLy powerfvl oppooenu.. leavina ~ 10 l>ocmJIore. 

Mu larchlolS, OuImpion of T7ffnlch - w ei 15 C haos Sor«rtr 
MWS BSS TW IA LdlllLOWP 
• 5 3 443. 19-.-29+2 9 .. 29+2 

0.- """","" M.pc S _ _ Fmo. Bloo::1o. hnyin, . AIbi .... ' .. , ......, 0(. Flamef, Blo::>d 

S~boIililliDn, I'omi!iar -Combo!. Gift of M_pe. 
CODIh l F .... LILar: 

MWS BSS TW I A LdIoIClWP 
460 5 5162L021010 

Doomgort - Level 10 Minotaur Hero 
MWS BS STWI 
6104554 4 

A Ld Ial CI WP 
4 \(1+ 1 576 

UIII' Atn-<IuI", M .. " Ma<c - En<1v.nU>d Wound. AltrlbuLn: Bri&Jldy I'aIIeme<! Skin_ 
Zebra. Woap>n MUla, WiIlp _ Min Spoedl", "''''-'!-I 11", ~6". 

2ChIIos Thup 
MWSBSS 
• 4 4 3 

T • , , , . A Ld l al Cl WP 
2 7 7 7 7 

l.iJ;hI """""' . SI!;dd. Hone! Woapon. ALLrlbuLOI: Bestial 1'.,. - EaY<. R"I'id Re, ...... Ilon. 

4 Chaos S-tmen 
MWS BS S 
4 4 3 4 

T WI A LdIALOWP 
5132' 7676 

U&hl """""', Shield, Hone! Woopon. AllrLllu ... : a •• bo.) 1' __ S •• to (poioanoIu ""~). 

R ..... S-, Sb>U Foce(OI aIIKk <>Dly). 

Chaos Spawn 
MWSBSS 
6 4 3 4 

T • , . , , , , Ld tnl CI W P 
9 5 7 6 

AlbibuleE Hand ofTuenI<h. HooribLe SLm<b. Umb Lou _ Lop. Umb Tr .... lcronco _ 
AmI> '" Hip&. MarUkin. Multiple Anno, Roan""od Fau, R ..... of TteenlCIi. TOD...,le, 
ViridlyCoDnd Skin. 7 FoarPoiots. 
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BANNERS 
There are three basic types ofbanner pole: a straight pole 
with the banner hanging from the side; a pole with a 
righl.angled bend giving a horizontal bar from which to 
hang the banner; and aT-shaped pole. giving a double­
width horizontal bar for really large and splendid 
banners, 

Banner poles should be made from stirf wire. Straight 
and right-angled poles are easily made from a single 
piece of wire, with or without a bend in it. The mosl 
impressive banners hang from T -poles with a central 
upright and a cross-piece at the top. 

For this you simply need to glue two lengths of wire 
Iogether. First, mark a point on the centre.pole where the 
cross-piece is to join. Then, using a round needle file, cuI 
a shallow ro\Dlded groove just big enough for the wire to 
fit in. This increases the gluing surface of the two wires 
and makes a much stronger join. 

Wrapping fuse wire around the join once it's fixed helps 
10 strengthen the bond and looles just like rope if you 
paint it in the appropriate colours. Once you've put the 
banner pole together, the next step is to draw and paint 
the banner itself and fu: it to the pole, 

We've already published a huge range of banner designs 
in White Dwarf and our game rulebooks, both as colour 
versions and as black and white outlines. All you need to 
do is photocopy the outlines and colour them in with 
Citadel Paints, using the colour bannen as guides, 

Using the ready.drawn banners is a great quick way to 
come up with finished designs. Once you're used to 
working with these. you'll want to start designing your 
own banners as well. First roughly sketch out the design 
that you wanl, then draw it out neatly and paint in the 
appropriale colours. You don't have to stick to paper to 
paint on - why not try to metal foil. Foil is useful 
because it allows you to bend il into folds to get a feeling 
of movement and of wind blowing against the banner. 
All you have to do is give it a coat of white paint before 
you slart as this gives you a good surface to draw your 
design on. 

• 
When you're cUlting OUI your banners. make sure you 
leave a few long tags to attach the banner to the pole, 
These are on the side for straight poles, and on the top for 
right-angled and T -poles. Once you've finished the 
banner, bend the tabs over the pole and glue them back 
onto themselves. 

You can add any amO\Dlt of decoration and adornment 10 

the pole. For example. skulls and severed heads look 
good on Chaotic or Goblinoid standards, whereas eagles 
are more approJriale for Empire barmers. 

You can make smaller versions of all these sorts of 
banners for individual characters in your annies, such as 
Ork Nobz or unit commanders. You make these in just 
!he same way as the larger banners. Drill a small hole in 
the back of Ihe model and superglue the pole in place. 

• 
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ORK-GfNfS TfALfR HYBRIDS 
Ork-Genestealer Hybrids, known as the Green Brood, are shunned by proper Orks and 
only hired by Warbosses with the lowest cunning. Orks are not the best host for 
Genestealers because their Jife..cycle is too slow to suit the aliens' purpose. The Patriarch of 
a Hybrid Freebooter mob is therefore determined to lead his band to where they can find a 
new and more suitable host species. Here we describe how we modelled and painted 
Zodgog's Brood, a typical Hybrid Freebooter mob. 

A unit of Ork-Genestealer Hybrids is a good subject for 
converting as it contains a whole range of variants from 
Purestrain Genestealers through Hybrids of various 
generations, down to pure-blooded Ork Boyz. The readily­
available plastic parts for Orks. Genestealc:rs and Hybrids give 
you lots of potential vuiants and plenty of scope for simple 
but effective modelling. \ 

'J1te Ork-Genestealer Hybrids section of the Ork Freebooter 
list has a table lhat tells you what the Hybrids of different 
generations look like. It gives you details of the appearance of 
a Hybrid's head, body. legs. anns. fangs and claws. Using this 
table as a guide, you can work out how Orky your Hybrids 
will look - a first generation Hybrid is very close a Purestrain 
Genestealer in appearance whereas a founh generation Hybrid 
looks almost like a nonnal Ork. 

PAINTING THE HYBRIDS 
The Patriarch, Purestrain Genestealers and first generation 
Hybrids have all been painted using shading and highlighting. 
1be rest of the mob have simply had the main areas blocked 
out in solid colour with black lining between colours and in 
areas of deep shadow. 

Even though all the models haven't been painted with shading 
and highlights, the unit's ready to field in a game of 
Warhammer 40,000. When you're building an anny you want 
to get your models onto the tabletop as soon as possible. We 
always stan gaming with models once they 've been given 
their basic colour schemes, Anything more detailed is left for 
later when we've got enough models painted to play and 
there's time to go back and add extra detail to heroes. 
champions and other character models. 

The green flesh colour of the Orks was darkened with blue the 
nearer lhe Hybrid was to a Purestrain (so fust generation 
Hybrids are the bluest). The basic Ork flesh colour is a SO/SO 
mix of Bilious Green and Goblin Green with Enchanted Blue 
added as required to darken the mix. We experimented with 
mauve colouring for the Hybrid's heacls but found this made 
them look rather false and unrealistic. Instead we opted for an 
overall green-blue colour on heads Uld limbs, though you'll 
notice there's mauve dappling on some of the heads to unify 
the colouring of the Hybrids with that of the Purestrain 
Genestealers. 

We used Enchanted Blue for tunics and trousers ID complete 
the Genestealer feel. Typical OeneSlealet wedge-shaped 
decoration was painted on ID tunics and shoulder pads - bright 
rod and white were used for these symbols, in true Orky style. 
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The Patriarch is a standard meal Ciadel Miniatures 
Genestealer model. We wanled him 10 sllnd out from the 
olher two Purestrain Gene.<;tealers, so we painted his claws red 
and painled a while dappled pattern over his head. The two 
Purestrain GeneSlealers, also both metal Citadel Miniatures, 
were painted in the u.~ual Genestealer colour scheme of blue­
grey carapaces and mauve area~ of flesh. 

The rust generation Hybrid was based on a melll Purestrain 
Genestealer model. Its left Irms are taken from a Hybrid 
model. The c1lwed right arm is from the original metal 
Pure!'ilJain model but the lower right ann is a plastic Ork: arm 
holding a pla.~tic Ork boIler. To fit this Inn to the Hybrid, we 
first ttimmed. away its sleeve with a modelling knife. When 
you're CUlling away excess mater ial like Ihis, it's beSllO 
whittle the arm down slowly by taking off thin slivers of 
plastic each time. You're much more likely 10 damage the 
model or snap the blAde if you try 10 cut it all oIT in one go. 

The arms were fitted by pinning and gluing them into place so 
that they were holding the bolter forwards in an allaek 
position. We didn't worry too much about the fit al the 
shoulders and just aimed 10 gel the pose of the bolter correct. 
Once we were happy with the pose, we filled any gaps with 
pla.~licine and t.hm smoothed the plasticine flush using the tip 
of pencil. 

wo,. 

The sword and bolter Inned second generation Hybrid is 
based on a plastic Ciladel Miniaturcs Hybrid model. Its right 
arms are both plastic Ork arms. Its clawed left ann is a plastic 
Purestrain ann and below that is a plastic Hybrid arm. The 
weapons are a plastic Ork boller and chainsword. We've 
trimmed al\ the mechanical-looking workings off the 
chainsword to make il into a saw-toothed sword. 

The other second generation Hybrid has been made using a 
Plastic Hybrid body and three plastic Ork anns. With both of 
!.hese models. we trimmed the topS of the arms until we got a 
comfortable fit at the shoulder. Once they were superglued in 
place, we filled any gaps with plasticine. The plasticine was 
covered with a thin coat of superglue - this seals the plasticine 

h"". 

3rd ........ Iion lIybrid befotcrillina Side view showing runic and 
.boulder pad d<lC(lJlOtion 

The fmilllcd miniature 

The third generation Hybrid was constructed from a metal Ork 
Freebooter Hybrid model, adding plastic Genestealer Hybrid 
anns, a plutic Ork bolter and I plastic Ork shoulder pad. 

The arm!: were fined in the same wly IS for the earlier 
generation!:. Thi!: time, to get the pose we wanted, we cut 
nicb out of the middle of the anns and bent them inlo the 
desired posilion. The gaps were filled with plasticine and then 
covered with a thin layer of superglue. 

• 

• 
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For the fourth generation Hybrid, we used a metal Ork Nob 
model with plastic Hybrid arnu. The arms were pilUled to the 
body and then posed as already explained. One ann holds a 
plastic Ork chainsword, the other a komhi-weapon made by 
gluing two bolt pistols side-by-side - one side of each bolter 
was trimmed flat with a modelling knife before gluing them 
together. The model is rmished off with an impressive back 
banner in Nob tradition. The banner pole is simply a length of 
thin stiff wire glued into a hole lhat we drilled with a pin-vice 
just above the Nob's backplate. Before gluing !he cross-piece 
in place, we med a small nick out of the middle using a round 
needle me - this fitted around the vertical pole and gave us 
more surface area for the glue to hold. To finish the banner 
pole off we added a plastic Gcnestealer's claw to the top. 

MODELUNG GUIDE 

For the two normal Ork Boyz we used standard plastic Ork 
models. We chose the bald heads to fit in with the look of the 
Hybrids. 

We trimmed the sleeves at the tops of the Orks' plastic IIJlllS 

so that we could position them with both hands holding their 
bolters. As usual. we filled any gaps with plasticine and sealed 
it with a thin coat of superglue. 

ZODGOG'S BROOD - 264 points 
1 Patriarch 

I Fourth Generation Hybrid - chainsword, knife, smoke 
stikkbombz, bionik bit - targeter eye, kustom weapon 
Kustom Weapon - 2 bolt pistols; 

Range To Hit 
S L S LSD Sv C H S F A 
8" 16" +3 +1 4 1 -I X 

I Third Generation Hybrid - boltgWl and knife 

1 Second Generation Hybrids - boltgun (1 with sword) 

1 Flr-st Generation Hybrid - boJtgun 

1 Purest rains 

1 Ork 80yz - flak armour and boltgun 

lodgog's Brood is a fairly large Ork-Genestealer Hybrid 
unit because we wanted to include at least one of each 
generation and two of most. The basic brood at 60 points is 
only 3 models; a Patriarch. a 4th generation Hybrid and a 
3rd generation Hybrid so these were the models that we 
converted and painted firsl This meant we could get the 
brood into play while working on the other models. 

It'll make an interesting unit (0 play on Ihe Labletop because 
of the wide variety of characteristics and armaments. These 
range from the Purestrain Genestealers with th.eir high 
Weapon Skills and Strengths who'll be excellent in hand­
(O-hand combat, to the Ork Boyz and 4th generation Hybrid 
who are better suited to shooting with their boltguns and 
boll pistols. 

WD35 



MODELLING GUIDE 

KAPTIN BADRUKK'S FLASH GITZ 
Kaplin Badruk.k', Aash Gitz ve part of the Dcsigl Studio's Ork forces. 
Up lillno'W they've fought &I part of our Goff anny, Waa·Ghughkull, 
but one oCthe great things lbout Freeboou,r mobt is you CllI1 use them 
with any Ork lmIy - just like Freebooterz themselves, selling Iheir 
serviccs to whoever offers the lI"I0I1 ted! 

We stlr1ed off with I basic squad of Gitz: Kaplin Badrukk himself pIlls 
five Boyl, oneol whom carried I heavy weapon. We wanted this mobto 
be outrageously fllSh and dec ided that everybody would have a lrustom 
weapon, including the Boy with the heavy ~Ipon (who'd therefore 
have to Ihandon his heavy weapon - though il can be left behind at the 
mob's base and lIsed in fuwre gamel ifreqllired). 

The next ltage WII to roll on the Equipment Charts 10 find out whal 
kUliom weapons, bionik bilz and 10 forth our Gilz posselscd. We 
rerolled • couple of the bionik bitt to luit the Freebooter models we had. 
We were quite hippy with whatever we ra Ued for the IruSlom weapons­
II we were going 10 convert the models, the more over-the.lop Ind 
Wlusllll the weapons the beller. 

Once we'd found out what the wupons were, we looked Ihrough our 
bitz box to see what uscfuJ weapon pans we could find _ anything we 
didn't have was ordered as specific part through Ml.i l Order. Based on 
the ltats we'd rolled up, we exercised a bil ofimagilllllion to decide what 
the guns looked like. For example, the heavy plilma gun with +12" 
range, D6 damage and +2 to hit 110'11 obviously I weapon 10 be reckoned 
with _ we decided !his was going to BIG - so big. the Boy holding il 
needed • GretclJin to hold up the fv end. 

M soon as we'd gOi Kaplin Badruklt and his five Gitz modelled and 
painled in their basic colour scliemcs we fielded Ihan II pan of Waa. 
Ghlzghkull. Their kuSlom weapons looked great and worked we ll, if 
erratical ly, on the tabletop. In fact, we were so imprcslICd with the Gitz 
that we got carried IWIY and decided 10 make some more. 

We've pllyed I few games with them now, uying out the mobellCh lime 
we add I new mode l. In fUlure gimes we've got the choice of using 
some or all of the Gitz depending on the size of the bailie. 

Kaplin Badrukk and the original five Boyt came 10 I total of 235 points 
- with the extra three Boyz (Zodgrol, Gounik and Lugwort) the full 
mob of nine flash Gitz now tol.Ils 321 poinu. 

For details ot side effects lee the KusIOm Wupons rules in this il sue. 
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MODELLING GUIDE 

KAPliN 8ADRUKK'S fLASH GllZ 

Flash Gitz are the flashiest of Freebootcrz, flamboyant in 
appearance and armed to the teeth - and Kaplin Badrukk's 
mercenaries are no exception. Most of the conversions on 
these Models centre on their weapons - every Crk is armed 
with a kombi.weapon or a kustom speshul. wilh a handful of 
snazzy bitz thrown in for good measure. 

Weapon conversions and additions are fast, easy and fun to 
do. Flash Gitz are good for this sort of modelling work 
because of their choice of eccentric and exotic weapons. All 
you need are spare weapons from your bitz box - or you can 
order extra plastic weapon sprues from Mail Order. 

Lengths of thin brass rod are also eJl:lremcly useful- these are 
~ily available from most model shops at a modest price. The 
basic models arc all Citadel Miniatures Freebootcrz. Once 
you've got your components. all you nced 10 do is clean up the 
models and extra pariS and then glue them together with 
superglue - il couldn't be easier! 

PAINTING THE FLASH GITZ 
There's no denying !hal Badrukk's Rash Gitz look greal and 
present an imposing s ight on the wargames table. At first 
glance. it might seem thaI the work that's gone into them is 
really complicated. Actually, it's all been achieved by the use 
of large banners. striking colour schemes and the check and 
hoop palterns on the models. The painting itself is simply a 
single solid coat of lIle right colours with a thin line of black 
paint around each edge where two colours join. 

There's no highlighting, shading or blending and, as you can 
see, the effect is more than acceptable for a unit you can use 
when fighting a tabletop battle. 

Once the main areas of colour have been blocked in, the 
models Ite ready for gaming. You can add extra detail at a 
later date if you want, but in the meantime you can field the 
models as pan oCyour anny. 

The main colours that have been used are I 50150 mix of 
Bilious Green and Goblin Green for the Orb' flesh, Striking 
Scorpion Green for checks and flags, Go Fasta Red, 
Uluamarine Blue and Bad Moon Yellow. 

We've provided black and white copies ofall the banners used 
by Kaplin Badrukk's Rash Gitt. You can photocopy these and 
use them on your own Orks if you wanl. Or use them as a 
source of inspiration for your own banner designs. 
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Kapli.ll 804n1kk', 1"'1 ;, I combiMQon oil IlIppe.r 0\111 from "" 
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...,..,.b&mllod _pea. 

Kapcia BodNkk b.uthnocb&oncn becI ... ""·.vfIr/ nub _c:vca..,. 
Ihc NIIdordt 01 Flllh Giu. AD u..... b&oo .... _ VuiU.1I 01 the 
Freoboolcr lolly ()It; .ymbol. 1M nWo c:oIwn of a red IbIJ on • 
ycIlow t..ek~ wilb blue .... d IJ"CD bonao Ind 1"'1' run II. 
IlIane tIuo.tJhotll the mob. 

Zodpu.ll warinJ. !;Iat juA Iik" B.<iIu.kk·. - it R'I 
100<1 anou'" ror u.. BOil. it"lood CIlOU'" ror 
lDdgrot.. 1M hat "at cut «f anoU...- Fnocbootc:r ........ 
-Zodpu·. head " .. filed flat.:llbehal~ .-
His wapon it bucd on. pl .. tlc boiler. The lIIimtl 
head awl 010 photic o..o-lUIOCaIInOa bat bcm added 
10 thoboluz', bamllnelo muki·.IIundlcrfrom an Epic 
1ICaI" Knip boo boom aJDocI on Iolp. 

Zod,pot h .. olio boom pVeII v.tiouI Ptra plutie biu: 
from the ()It; 'pru" (o1OCh at 1'".11:1 .... and .Iill:·bom~). 
.. hi"" m",y of the ......... Ott. in !he mob. ThiI ia co:::.: 
they'" Flull Oia ... elthe mon: bitt llley'"" ,ot 1hc 
fluhcr th"y arc. 

Lul"ort', bc!t-fed WCllpon hal 
bcCIII COOUll\leted from UI Epie 
.eol. LlI"'t "eapllft. plo,tie 
\"1""" th"loanel of I plollie 
Clao-._ with the heael 
nmo¥od. tnd \be mopziM from 
a Sf*'" Marine. boI.u::r.. The bWIit 
belt "" mode by Alctml 
p1utic:irIo onlO I Ihin Itrip 01 foll 
tnd thai .....u., c:anDcI", obopco 
inlO it with a needk. A thin ~I 
of lUpersb.Ie _Iba top ......... 
wtllll> pluticinc I<~ itt lhapc. 

All Illimil h .... d II .. bun .deled II • Inluy billo 
Bad..,', IJ"'I - thit hot been taken r ..... th" mel of. 
pluti~ Ouo- l\ltocIMon. Tb" Immo i:1ip h .. been 
.. _ ort the hottom or Bld,or', oripRlt ...... and 
stued bod< on Iolp. 

00..n.ik',1"" hal boom _Wf:Ied from all to!U 01 
.pen: "aopono: a mcu.I mcha· .... n. bolter .... ,azinca. 
an Epi~ IICI-k 1ue00on Ind the I"" from an Epk 
Kole Eld.u Kni",\. The chimne,. Iw bocn C1II off 
Oonn.ik', aheJuld ... and added 10 tho Iq> ollbc pili. 

NUMI hat sot • bian.iI< Ie&- ThiJ hu bom mlde 
Ill .... the q I ...... an Epic KniaJ!t model. with a 
pllllie: Spaco MuiDo ..thaw pad fined II the lOp 
to hdp tho: bimilt etroct. Whew. the origin.ol q 
.... r=>OVCcI uain, CUIUD. !be. dow·buc lab 
"u lcI\ intact 10 help llabi1Wc Ihc. model. in i .. 
bue - thi, Ibo meaDI !.hal no pimlin, "" 
rrqui.red 10 flllhll biortiI< Ics. 

B.dp it 8&cINkt.', oidcmd<. bin be "MillO lad !he 
mob JWno.eII, To ,bow hiI indepcndmcc be', ca..a. a 
h.a.o .... that eleviat .... r..- th~ mob', unol deli", 
(Iboolp DOCioc is maino: tho: red·atWlood loUy Ork). 

W038 

n... &iypb pllte 00 his risbt ohoW.dcr "u 'imply 
mlde from • ball 01 pluticinc thlt "" preaecI flal 
and thea &Jued inlO p1occ. A Ihin COlt 01 ou.pcraI .... 
.,.. ... 1hc.1olp boMb; !he p1utlcinc in wpe. NamK' ..... ill buecI OIl I gp- MuiDC bolter 

(ClpGU'IId in &II Gu!ic:r """""-Icr) 10 whim hu 
boom acI.s..d • I ........ and • 111M pie.ce 01 In. 
lUhc WI ""' ...... 10 th" riahl IenJlh Ind the 
.....sa fi10d .-II. 

• 

• 



• 

• 

For Rotnob', I"n, \w .. pl .. tic bohcnluove boM 
filed 011 one eidc and IUpaJIuocl ... eIh ..... The. ... 
of melLI-IUD barrch line been added and. cut­
.so- p1uti<: 0..... ._~ 011 top. 

One orB.drukk', O~ reainen curi" hi. 
"""'-pole iDIo bo.n1c.. ThiI impreuivc banner bowl 
llIe liu of Badrukk'. FrccbooIer mob, the llca.;"... 
oC iu ""'" and <if .... iu...me... 19oina all-<:Omcll: 
~. Squ..Is. 51*0 MuiDoJ md EIdu - the,-.. 
III we:loo!!:wo enemi ... n.o ccntnl irrIl,_ 011 LII .. 
baDDe!" .... llIe nod·okullcd JoDy om oa. yellow 
bu:kpolll\d that Ippelirl ill all the Oiu.' bannen 
(ClceptrorBod.ar'l,oCC<IIlfte)and an urn hoIdina 
• whi1e .... -tOOIhocl.wOfd, ~8Idruk1<'l 
own chainaooord. 

LW: &II tho. ocher bIAnca, tID ...... wu w. dA_ 
out VI p<I'<i! alld then pmled. " wu fi.lc:d 10 I T· 
IIhopcd piece of.tiff wire .. lUch ..... fuLed iJUo • 
hole WIllie! been dri.1led Ihruu.&h the Greu:hit!', 
h .... d. The venior! of III" JoUy Ort Frcd:>oolcr 
Iymbol. 011 Iq) oI1he. banncr pol .. _ ..... de w.in. 
!he: Uu.Il. of • plutic SkdcW Houc willi I p&ir of "' ....... 

n.;.. ___ I"'" ill Skmona'. a.- .pcw.hul .... LtII.Ian&· 
RnlcplMma ,un (111oout ... '- iI WOIbl). The· ..... '. bca:I.....ck 
from. pair 01 pIaomo ,UN Wok ... han .... on: Wu Bu.J&1. The 
frCIIII. cL ...... Iou hoar! iJIIC>II '" \be b.<:k ul 1110 ochor '" """",1lI1be 
uualCllJlh. The si&hl iI made from bn&a tubuli ....... 10 Icnam 
one! filed .... ooch at thc ",,4f; _ !he Itnpo that hold the Ii",! ill 
place He limply two!lun luip' of papc.r ..... "'" Il'OWUIlhc 
wbinl-

Skad" ..... h&a .'" I Clr=IUn .""'''''' 10 hold "I" Ill .. r ... lind 01 the 
I"n. B .. in, 10 cion 10 llIe .hooty end of III;' ..... pon, lh" 
ClmchU! kdf; \Indcnlo.n4&bly-*l . 

I I 

Ii 

MODELLING OUIDE 

Sn.x_', PI ;" b.Hd _ I mcuJ a:wJIi. 
... cJ. .. , A pl .. tic pl_",,_ ..... hat b .... 
tiled no< on otIC.ide.....:l .6de.d to """ 
ouuid .. oJ """ multi·mel!&. Th .......... 1 
boa hn .. bocn ct.owc>d of! pLutic 0.0. 
.. ,uponl. JUII in ""' ... tlIi .... qom .. 
"cop"" dOCln't ai"" Snot .. on en"",'" 
firepooMcr. he' .... an em. plulicholl« 
.1I.IoChcd 10 ru. hdlI 

~ 
~ 
I I 

WOJI 



KUSTOM WEAPONS 

rks make use of an kinds of weapons 
including types also used by Imperial 
forces and the Eldar. This means thal 
Orb have their own designs of Boitguns, 
Plasma weapons, Flamers, Missile 
Launchers. and so Conh. A1though Orks 
undentand and exploit laser technology, 
they don't really care very much for 
Lasguns and Laspistois, preferring 

bulkier and noisier weapons such as Boilers. 

The Ork Army Lists (fron White Dwarf 123) define exactly 
which weapons the various Clans of Ork Boyz and Nobz can 
have. Ork weapons are sometimes built by human slaves, but 
they arc more likely to be manufactured by • Mekboy. 
NalUfally !his means that the shape, size and perfonnanoe of 
• weapon will vary depending on which Mellboy made it and 
what was going on in his head at the time. Generally 
speaking. Ork weapons perfonn pretty much like human or 
Eldar equivalents • except they are prone to malfunction 
occasionally (as described in the Malfunction Rules in White 
Dwuf 133). 

Sometimes (quite often in fact) • Mekboy will have a good 
idea which he happily imagines will YASlly improve an 

ordinary weapon, giving it extra range, extra power, an 
unusual spread of frre, or several SholS al a time instead of 
just one. The enthused Mekboy will disappear into his 
workshed for hours or even several days, only re-emerging 
when he has completed his magnificent new invention. 
Occasionally this process results in a Mekboy producing an 
incredibly effective weapon which out.petfonns any ordinary 
gun. More often he will manage 10 inlfoduce a minor 
modification which slightly improves some aspect of the 
weapon's pedonnance bUI al the detriment of another: for 
e,;ample it mighl flte fasler than normal bul have a shaner 
range, or it might have a longer range bul a slower rate of 
flte. Occasionally his invention will fail on all counts, being 
substantially worse than the original version it was based on. 

Regardless of the actual effectiveness of the weapon, a 
Mekboy will be so enthusiastic about his new creation that he 
is quite unable to admit to any shortcomings il might have. A 
Mekboy is only too pleased to sell his weapon once it is 
finished. These special Kustom Weapons, as they are called, 
are much sought after by Ork Nobz who are always eager to 
obtain the best and newest eumples of Orky workmanship. 
EYen though !hese KuslOm Weapons may malfunction at any 
moment, especially in the heal of battle, many Orks consider 
it well worth taking the risk. Afler all, if the weapon 
functions all right on the day it may do incredible damage to 
the great satisfaction of the owner. Of course, now and again 
a we.pon of awesome power is produced, and ilS owner is 
sufficiently lucky to CJlploit its potential to the full, causing 
considerable devastation to the enemy's forces and winning 
the day for the Orks. Such an event, whitsl largely fortuilOUS, 
vastly increases the demand amongst o!hu Ork Nobz for 
Kustom Weapons. 

There are two different types of Kustom Weapons: Kombi 
Weapons and Kuslom Specials. Kombi Weapons consist of 
several weapons combined logether in a cunning fashion. 
Kustom Specials, on the other hand, are standard Orky 
weapons, lJibute gear or captured weapons which have been 
tinkered with by Melts to 'improve' chern (hopefully). Kombi 
Weapons are sometimes themselyes modified or made up of 
modified components. 

The Army Lists indicate which particular Orks may be 
equipped wi!h a Kuslom Weapon. In some cases the Army 
List specifies which types of Kustom Weapon may be 
chosen, but in most instances the weapon is randomly 
generated The Kustom Weapons Charts are used to randomly 
detennine the type of Kustom Weapon. whether it is a Kombi 
Weapon or Kustom Special and what son of weapon it is 
based on. These charts are given in the Army Lists along with 
che other random generation charts, b:ut they are repeated here 
so that you can refer to !hem IS you read about the different 
modifications and their effects. 

• 

• 
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KUSTOM WEAPONS 

KUSTOM WEAPON CHART 

Kustom Weapons an: specially modified by the ever inventive Mekboyz. Roll a D6 to establish the basic type. 

KOMBI WEAPON 

1·2 
3.6 

Kombi Weapons combine several individual weapons in 
one huge super-weapon! Roll a 06 to determine how 
many individal weapon barrels the Kombi Weapon has. 

D6 Number or Barrels 

1-2 2 Barrels 
34 3 Banels 
5-6 04+1 Barrels 

Once you have determined how many barrels the Kombi 
Weapon has roll a 0100 for each barrel to determine its 
'yp<. 

0100 Barrel1'ype 

In some cases a Kombi Weapon may consist of several 
weapons which are themselves modified. On the D6 roll 
of a 6 a Kombi Weapon is made from Kustomised 
weapons· roll to deoonnine the Kustom modification for 
each consituent weapon as for KusLOm Specials. If the 
weapon is being generated for a Mekboy then the player 
may choose to Kustomise the Kombi-Weapon or not as he 
pleases. 

Ty .. 

KombiWe~ 
vslo S . 

KUSTOM SPECIALS 
There are two kinds of Kustom Specials represented by 
two different charts. These are Standard Weapons and 
Heavy Weapons. If the weapon is generated for a Mekboy 
the player may choose to roll on either the Standard 
Weapon Chart or the Heavy Weapon Chart. If the weapon 
is generated for any other model then the player rolls a 06 
to determine what sort of Kustom Weapon is generated . 

06 Chart 

1·3 
4·6 Standard wea~:'i'n:"_":=::===:::J Heavy~'!S 

STANDARD WEAPONS 

Roll a D1 DO to determine what sort of weapon forms the 
basis of the Kustom Special. 

moo Weapon D100 Weapon 

HEAVY WEAPONS 

Roll a DUlO to deoonnine what sort of weapon fanns the 
basis of the Kustom Spec~i.;l~. __ ~ ____ _ 

Dloo Modified Heavy Weapons 

1-18 Auto cannon 
19 ConVCfSIon 
20 Distortion cannon 
21-23l--_-iGl;,ion~~,~om~cli~,it:::::--===:::::; 

~j24~-4iOE:._ Heavy bolter 41-55 eavY"'p:lasma gun 
56-60 Heavy: stub 
61 eavy' w bber 
62-70 Las cannon 
71·8 issile latmch&' 
86-90 Multi laser 
91-100 Multi melta 



!CUSTOM WEAPONS 

KUSTOM SPECIALS 
A Kustom Special has been modified by • Mekboy 10 
'improve' ilS perfonnance in some way. All sora o f weapons 
are modified by the Mekboys: standard Orlr.ish designs, 
tribute weaponry and captured enemy weaponry. 
Modifications take the fonn of • wide range of Mekaniak 
tinkering; anything from 'mendin' broken we.pons. 10 
complete rebuilding using parts stripped from several others. 

A Kuslom Special has at leas t one modified characteristic 
and can have up 10 three. Roll a D6 to determine the number 
of modified characteristics on Da Kuslomizin Charlo below. 

D6 Number or roUsOD Oa Kustomlzin Chart 

1 
2-3 
4-' 
o 

1 
J. 
3 

D6 

Roll on the Kustomizin Chart 10 detennine the resul ts of the 
Mek.boy's efforts. First roU a 06 10 discover which aspect of 
the weapon has been changed (this may be its range, 'to hit' 
modifier. strength value. damage, rate of fire, or its area 
effect). Then roll a f urther 06 to see what effect the 
Mekboy's endeavours have had. 

Range 

To Hit 

Strength 

Damage 

The maximwn range of the weapon is reduced 
or increased by the arnolDII shown. The short 
range is reduced or increased by half this 
amount· eg a Bolter with short range of 12" 
and long range of 24" will, on the roU o f a 4. 
have a long range of 28" and short range of 
14", A weapon's range cannot be reduced to 
less than I", 

The score indicated is added to the usual To 
Hit modifer. For example. a Bolter normally 
has +1 at short range and no modifer at long 
range; on the score of a 3 the modifa becomes 
+2 at short range and +1 at long range. 

The score indicated is added 10 the weapon's 
strength value. Strengths cannot be reduced 
below 1 or increased to more than 10 as a 
result of a modification. 

1be weapon's usual damage value is ignored 
and the value indicated is substinlled instead 
Although the range of results is quite high the 
acDJai values are random (eg the best result of 
0 12 gives a range of from 1 to 12 points of 
damage). This is quite fi tting for a Kuslom 
Weapon! 

Rate of Fire If the weapon is usu ally Slow, or has 
Following Fire, both o f these characteristics 
are ignored. The weapon 's rate of fire is now 
as indicated on the chart. Slow weapons 
cannot be moved and fired in the same tum. A 
result of 2 or 3 shots means the model may 
fire twice or three times in the shooting phase 
- aU targets must lie within the model's arc of 
fire without moving model inbelween shots. 
A result of FF indicates that the weapon now 
has Following Fire. A rcsult of nonnal means 
just thai - the weapon may move and fire like 
a normal weapon but derives no additional 
benefit. 

Area Effect Regardless of whether the weapon nonnally 
has an area e ffect or not it now has an area 
effect with a template of the radius indicated 
on the chart. 

DA KUSTOMIZIN CHART 

DO 
First Roll D6 SKond Roll 

/ 2 3 4 5 6 

Range -12" -g" -4" ...... +8" +12" 

2 To Hit -2 -1 +1 +1 +2 +3 

3 Strength -3 -2 -1 +1 +2 +3 

4 Damage OJ D4 D6 010 012 , Rate o f Fire Slow Slow N"onnal 2 Shots 3 Shots FF 

0 Area Effect None I" Radius 1" Radius I" Radius 2" Radius 3" Radius 

• 

• 
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KUSTOM WEAPONS 

SNAZZYBITZ 
A player may decide lhaJ. rather than roU on the Kustomizin 
Chan he will roll on the Snazzy Bitt Chan instead. He may 
decide to roll none, one, any number or III of his 
modifiCation of this chart if he wishes - it is totally up to the 
player. 

Snazzy BilZ Tuely have any actually battlefield effect, but 
have considerable prestige value (espe<:ialJy among Evil Sunz 
who have 'More teef dan dey knows wot Ief do wiv'). 

SIDE EFFECTS OF KUSTOMIZIN' 
A Melebo)'s tinkcrings often resuh in altogether uneJL:pectoo 
side effects which usually only come to light in the heat of 
battle. when the Kustom weapon is being pw 10 Ihe test in 
combat conditions. The flfst time the weapon is filed roll a 
06 to determine how many side errects have been 
unknowingly incorporated into its design. 

D6 

' ·3 
4 

Number or Side ErTects 

Noo, 

' ____ -::2 
• D6 

Determine what these side effects are on Ihe Side Effects 
Chan. over the page. 

S""AZZY lllTz ell \RT· Roll a DIO 

The bane) is deCOl'"aled with the gaping moum of I 
ferocioul bc:Ist (wiv rul ted!) 

2 The weapon IS plmd in lold or IlIOlher exoUc pnlCiOUI 

1 The wupon is fiued with louchpeaken which IOlplifies 

the blue whenever the ~ the lrigl,"bcc-c=-,_ 
4 The _pm u fitted with In enormwJ adc 01" axe • 

Ihil enable. me Ort 10 IWlck in hand-to-hand combat 
with. ~ 

.5 The weapon is ~Ied with sculpted Ork.ish glyphs 
and tunel. 

'The weapon u fiuc:d wilh I fbnld band II:) mcrease !he 
nash and neUe every lime il fire •. UnfonUMlely WI 

m4uca !h!;muimwn ~e byco;"~~----:::","" 
7 A sheet neel shield hali been fiucd 10 the weapon. This 

adds -+ I 10 the Ork's saving throw if he is shot al from 
the froru. 

• Tho _':pon"""hu""m::"';.r-X:~C""""~_=rchli&hl filled 10 it. The 
user CID see tlrgeu lhrouah smoke, mist, ... night and 
IhrO!&luUj~ ~ 9.9CPl fot QIind, 

9 The weapon hu a spoIu:d squiaskin handle and carrying 
cue engraved wilh the owner' , Clan Badge and 
(!Cn<lnli identifying ~ and bad,e - yc snl~1 

10 The ... eapon hu I buill·in eVlcc which projecu a 
briahtiy IXlIOIIred beam or wtuch makes shells '10 .... 
bri,hlly when they are fired. Thi' attracu attmlion 10 
the owner and abo muel il usicr for him II:) hiI II he 
can sec where hi •• hOla 'fC.loing - add -+ I II:) the firer's pJlit I'~. _ ____ _ 

• 

• 
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KUSTOM WEAPONS 

DA SIDE EFFECTS CH.\RT . Roll a 010 

Powerful Recoil. Massive recoil knocks the Ork 
off his feet. If the Ork can roll equal to or less 
than his Strength on a D6 he may immediately gel 
up again. Otherwise he must get up in his 
following movement phase and he may not Ihen 
!)'love or shoot that tum. 

Jams. The weapon jams constantly causing grief 
and frustration to its owner. On • To Hit dice roll 
of a 1 Ihe weapon jams and the shot is not fltcd. 
Roll a D6 to determine. the effecL 

In his attempb"""I0""'="j'~""""'~'w"" ... ~n"""c.:-=, 
Ork shoota himseIn Relohe the hit 
a,ainlt me Otk in the normal way. Ir 
the Ott lurvivel the weapon il now 
ftee for normal UIe. 

2 The Ork's attempts to unjam the 
weapon by bashing it hard against a 
rock onJy succeed in bending it into a 
right angle. The weapon is now useless. 

3 The Ort rlila 10 unjam the weapon. The 
weapon can be abandoned or the Otk 
can a-y 10 unjam it in his next tum by 
rollinl on this chUi a,ain. Should the 
Ork decide 10 continue 10 try md \Uljam 
~e ~~n he may neither move nor 
snootP\,.uJc 1\lJn, 

4-6 The Ork clears the fouled weapon so 
that it is ready for normal use nellOl tum. 

Overheats. The weapon is prone to overheat with 
continuous use - the more it is fll'ed the hotter and 
hotter it gets. The ftJ'S1 time the weapon is fired 
there is no risk. thereafter any To Hit roll of a I 
means that the weapon has overheated and does 
not fll'e. Roll a 06 to determine the effect 

2 

3 

The weapon explodes causing a 
stren,th 5 bit on the Ork. Even ir the 
Ork lurvives the weapon is so badly 

damII ed that it is usel;""L,--:--:-_ 
The weapon shatters with a flash and a 
great dea1 or oily smoke. The owner is 
left scorched, soot.smudged, with his 
clothes reduced to titters and an 
emblfTassed look on his race. Other 
than feeling creSI·fallen and surprised 
the Ork is nOI harmed - the weapon is 
reduced 10 a useless lump of melal. 

Some internal components melt and 
dribble out or the barrel renderinl the 
w!!lll!!!! OOTI'lp'Jetely U$C:!1"'E;. ___ ... 

4-6 1be weapon fails to fll'e as some metal 
components have eJ.panded Ind 
jammed the mechsnism. However, the 
weapon can be fued neJ.t tum as it will 
have cooled sufficiently by then to 
allow the parts to move freely once 
more. 

, 

6 

7 

8·10 

Cloud of Smoke. A huge cloud of smoke is 
released every time the weapon if fired. This 
covers an area 2" in radius around the model. 
This completely obscures visibility until the 
beginning of the Ork pl ayer's next tum. No 
mode] may see inlD or out of the smoky cloud -
even if equipped with special sights or infr.­
vision. Models wishing to move or shoot OUI of 
the cloud must move/shoot in I randomly 
determined direction. 

Armour Buster! The weapon's armour 
penetrating capabilities are uneJ.pectedly 
enhanced beyond all relSon! The Mekboy is 
naturally very proud of his invention - although 
somewhat unsure about how he achieved such 
spectacular results. Any model hit by the weapon 
suffers an eura -4 modifier on their armour 
saving throw. If a vehicle is hit by the weapon an 
e:tlla 06 is added to the penellition score (ie I 
Bohgun's penetration is normally 4+06, bUl now 
it is 4+2(6). 

Incredible Noise. When the weapon is fued it 
malees an altogether unupected and eJ.tremely 
limning noise. The fust lime the Ork fires the 
weapon the surprise is so great that he 
automatically spoils hi s aim and misses. 
1bereafter he gelS accustomed to the huge boom 
or sudden volcanic gurgling and takes 
considerable pride in his weapon's unusual 
atllibute. 

Wild ShoL The Mekboy's efforts to improve the 
weapon have seriously affected banel alignment 
and balance. The weapon is ellOllemely diffiCult to 
aim properly and sometimes it will launch a shot 
thaI is way off target. Every time the weapon is 
fired first rolla 06. On the score of 1-5 the shot is 
fired as normal. On the score of a 6 the shot has 
veered off target in some unpredictable manner. 
Rolla 06 to establish where the shot lands. 

D6 WIkI Sbot 

I 06" 10 rightof intended target 

2 D6"10 left or imcnded wg.~,,~--~ 
3 06" behind inlended target 

4 06" in front of inrended ~et 

5 06" in front of the weapon itself 

6 306" in rront of the weapon (even if 
this takes the ,hot beyond the normal 

...._.t,:! ..... ~o::f the weapon). 

WI> .. 



VEHICLE POINTS VALUES 
BY NIGEL STILLMAN 

New vehicle rules for Warhammer 40,000 are now appearing in instalments in White 
Dwarf. They introduce a new way of dealing with vehicles in the game and we hope • 
they'll prove more interesting than the rules they supersede. However, the new rules 
pose the problem of revising the points values of vehicles. Here we suggest some 
revised values 10 reflect the relative strengths of the vehicles in baltle. 

Previously. the points value of a vehicle was calculated 
acoording to a fonnula. Each characteristic of the vehicle was 
given a value and the total was added up, together with the 
value of the armament and any addlUonal equipment. The new 
rule!! require us to lake a radically different approach for the 
rcvl!cd vehicles. 

There are several significant changes in the new rules which 
aJfect points values. These include: the fact that vehicles no 
longer have power fields as part of their standard equipment; 
the nrying armour rating for different part' of the vehicle, 
shown on the data sheet; the reduced chance of hitting a small 
fasl vehlde U O)mpared to larger ' lank' style vehicles; and the 
grealer vulnerability of open vehicles a, opposed 10 enclosed 
vehldes. 

• 

Another Important consideration I, that vehicles are large 
targets compared to Infantry models and ronsequently always 
attract more enemy fire. Thi, affect, the relative value of the 
vehicle's armament compared to the equivalent weapon used 
by a foot soldier. A heavy weapon mounted on a 'vehicle 
actually becomes less valuable and less cost effective than a 
heavy weapon used by an infantry model for the following 
reason,: 

1. The vehicle p!"escnts a larger target than a foot soldier. 

2. Although the vehicle I, fa, ter, It cannol use cover a, 
cffect::ively as a foot soldier. 

3. If a ,quad of infantry are armed with Soeveral heavy 
weapons, it will take time to knod:: out each individual 
weapon operator, but a vehicle armed with several heavy 
weapons can be knocked out in one go by a single luclc:y 
hit. 

4. A vehicle transporting a lUlU of infantry actually makes • 
the infantry more vulnerable while in close range of the 
enemy, since the vehicle is a larger target and easier to hit 
than the individual solcUers It is carrying. 

The advantages that a vehicle gives to its armament or payload 
of troops are mobility and, If weI.I-armoured. a certain amount 
of survivability. 

These advantages can only be gained when the vehicle is used 
skilfully in the appropriate tactical situation. In other words, 
the vehicle could be worth all its points, and more, to a good 
player at the right lime, in the right situation and against the 
right opp09ilion. In other circumstanc:cs, If used ineptly, the 
vehicle may seem to be worth alot 1C55 than its stated points 
value. 

The points value, then, can only ever be an estimate of the 
vt'hicle', potential value to the army. If you use II correctly you 
get its full value. If not, it's likely that your own tactics or your 
opponent" skill and luck have cancelled out your points 
investment. 

One thing is clear. the points value of a vehicle can nolonger be 
calculated by allocating arbitrary values for all the 
characteristics and armament and then adding them up. That is 
just too ,imple and unrepresentative. 



• 
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After a \ot of thought, discussion, some playtCSling and a 
questionnaire which we distributed 10 all the Games Workshop 
stores to collect players' points of view, we have established a 
few basic principles for estimating points values. These 
include: 

1. The points value of each vehicle is estimated relative to 
other vehicles and infantry units, laking into account lis 
strengths and weaknesses In different circumstances, 
against dilferenl kinds of opposition. Fighting battles with 
the vehicles Is the best way to judge these relative values. 

2. The values of Ork vehides take into account the fact thai 
they arc prone 10 random breakdowns occurring as a 
result of Malfunction Cards. 

3. A vehicle with the prindpal function of transporting a 
unit of infantry into the battle zone is worth less in points 
than the unit it transports. Indeed, such vehicles can be 
considered as merely 'equipment' owned by the unit. 

For example. a squad of Imperial Guard is the result of 
long years of training and battle experience, often 
recruited hom the cream of the gang fighters on a hive 
world. They ride to batlle in a Rhino which was 
constructed from recycled scrap metal In a matter of 
minutes on the production line of a workshop on the same 
hive world. So which is more valuable to the Imperium? 
The squad probably wrote-off a dozen Rhinos while 
training! 

4. A player who opts to use vehicles is making an Investment 
of points In mobility and blitzkrieg tactics. A player who 
opts for predominantly infantry is Investing In firepower 
and static defence (or subtle infiltration In close terrain). 
Infantry are hard 10 hit, especially if in cover, so the latter 
player gains the full value of his heavy weapons. Vehicles 
move in close to the enemy, reducing the range and 
making targets of themselves. This means that the player 
using Ihem has exchanged some of the value of his 
firepower for mobility. As we've explained, a heavy 
weapon is reduced In value when mounted on a vehicle­
Infantry heavy weapons, on the other hand, become more 
useful when there are enemy vehicles to shoot at. 

This reasoning has 100. U.'I 10 the revised list of vehicle points 
values given here. We think these more realistically reflect the 
relative values of the vehicles under the new vehicle rules. 
Some litJIlly.armoured, open-topped, small and vulnerable 
vehicles have been drastically reduced in points cost. This 
makes them more cost effective to use in the correct tactical 
fa<>hion.! 

Transport vehicles In particular bcnefH from these revised 
values, making It possible for each unit in an army to have one 
-as, indeed, Is the practice In several forces in the Warhammer 
40,000 universe. 

Haven', you ever wondered how troops covered thousands of 
miles to get to battle? A common tactic among Imperial forces 
is to dismOunt from their Rhinos or Land Raiders on coming 
info heavy weapon range of the enemy and then for each squad 
to follow behind its transport vehicle, using it as a kind of 
shield while remaining Invulnerable to hits on the vehicle and 
unseen from the enemy positions until they are overrun. Only 
by revising the points values can COlTect tactics like these be 
recreated in your games. 

Thesevalues oruy represent a mean or average cost which we'U 
apply when we design new army lists. However, some future 
lists may use slightly different values to reflect the troops 
concerned. For example, an Ork Warbo" Retinue gets its 
Battlewagon free, but other Ork units pay for them. The values 
given here are not written In slone, by any means - variable 
values will be used as we see fit! 

All these adjustments will be given in the army lists and any 
points values given in army lists (such as the Ork lists we're 
about torelease in 'Ere We Co) always take precedence over the 
figures given here. 

VEHICLE WEAPONS POINTS 

NEW VEHICLE 
POINTS VALUES 

These revised points values have been designed for use 
with the new vehicle rules. 

Vehicle PV 
Bike 15 
Bike and Sidecar 25 
Eldar jet Bike 25 
Eldar War Walker 150 
Harlequin Jet Bike 35 
Imperial Baneblade 500 

Imperial jet Bike 20 
Imperial land Raider 250 
Imperial Land Speeder 100 
Imperial Predator 200 
Imperial Rhino 25 
Imperial Sabre 75 
Imperial Sentinel 50 
Imperial Spartan 250 
Imperial Vindicator 200 
Imperial Whirlwind 150 
Ork Battlewagon 50 
Ork Blitzkanon 100 
Ork Gobsmasha 200 
Ork War Buggy 75 
OrkWarbike 50 
OrkWartrak 50 
Ork Wartrak Skorcher 90 
Squat Trike 30 

This is not necessarily the last word on vehicle points 
values, as these figures are still experimental. Let us 
know what you think of the new values. If, after playing 
a battle or two with them, you think something should be 
more or less expensive, write in with your comments­
and tell us why you think the vehicle is over or under 
priced. 

Write with any comments to: 

Rick Priestley 
Warhammer 40,000 Vehicles 

Games Workshop Design Studio 
Enfield Qambers, 14-16 Low Pavement 

Nottingham, NCt 70L 

Due to Ihe volume of mall we're likely to get about 
vehicle points values, we won't be able to reply to you 
individually, but rest alIsured that we read every letter 
with great Interest. 

."" 



IMPERIAL JET BIKE DATA RECORD: IMP7 

There are several versions of the Imperial Jet Bike, but all have similar performance and are represented in the game 
by means of a single data sheet. The targeting diagram below is used for all Imperial Jet Bikes regardless of their 
specific design. The values below are for the jet bike when it is hovering just above the ground; as with the Eldar Jet 
Bike, the Imperial type can also fly - new rules are being prepared for flying vehicles in Warhammer 40,000, and 
these will be published in a future White Dwarf. Meanwhile the flying rules from the current WH40K rulebook may 
be used with the following changes: the speed of the Imperial Jet Bike is reduced to 60" and any models flying off the 
table take no further part in the game. 

Typ< 
Fast Speed 
Combat Speed 
Slow Spced 
Crew 

Weapons 

""'52 

Jet Bike 
32 
16 
10 
1 Rider 

Twin Bolters with a 450 field of fire to 
the front. These are synchronised to 
fire together. Roll once to hit - either 
both hit or both miss. 

TWIN BOLTERS 450 

• FRONT 

JET 
8 

AIDER 

• 

ENGINE 
12 

REAR 

CONTROLS 

2 X SCALE 

• 

• 
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ELDAR JET BIKE DATA RECORD; HOI 

The Eldar Jet Bike is a fast and highly manoeuvrable weaJXln of war. It is anncd with twin forward-firing shurikcn 
catapults, synchronised to fire simultaneously. The movement details below refer to its movement as it skims along 
the ground, suspended a metre or so above the surface by its gray-motor. The jet bike can also ny - new rules are 
being prepared for flying vehicles in Warhammer- 40,000, and these will be published in a future White Dwarf. 
Meanwhile the flying rules from the CUrTent WH40K rulcbook may be used with the following changes: the speed of 
the Eldar Jet Bike is reduced to 60" and any models flying off the table take no further part in the game. This prevents 
unscrupulous player.; from exploiting the ability of a jet bike to return to the table in a series of bombing runs which 
are impossible to either avoid or counter. 

Type 
Fast Speed 
Combat Speed 
SlowSpced 
Crew 

Weapons 

Jet Bike 
32 
16 
10 
1 Rider 

Twin Shuriken Catapults with a 45 0 

field of fire to the front . These are 
synchronised to fire together. Roll 
once to hit - either both hit or both 
miss. 

TWIN SHURIKEN 
CATAPULTS 450 

• 

JET 
8 

REAR 

FRONT 

ENGINE 
14 

AMMO 
14 

SHURIKEN CATAPULT 
12 

, 



STEELHOAH'S 
IlURDEAERS 
REGIMENT OF 
20BEASTMEN 

INClUOING LEADER, 
STANDARD BE,(RfR 

AM) MUSK:IAN 



HAKlN'S AEAVERS 
REGIMENT Of 10 CHAOS THUGS INClI..lOHl LEADER, CHAMPION, 

STAN)ARD BEARER ANO ~ICIAN 

DlETEA'S MAIlAUOEIlS 
REGIMENT Of 5 t.AaJNTED 

CHAOS WARRIORS INClUDING LEADER 

• 

MA4 
CHAOS ARMY 

£57 
For 1 W8I Gritloo IWld Mounted 

Chto. W8Iriot, 20 Beasrmen, 10 
Chaos Thug., 

5 MounI8<l Chao. WarriI;Q, 
20 Chaos Owarfl, 

PLUS FREE 
MOUNTED CHAOS WARRIOR, 

BEASTMASTER AND 
2 CHAOS HOUNDS 



MINIATURES KAON'S DESPOILERS 
2000 pt CHAOS ARMY 

Kaon me Idolater was once a knight defending the realms of men from Chaos. He has long since been lured away 
down unspeakable paLhs into the worship of the powers he fought against. The Gods of Chaos have been generous to 
KaOD, their pawn, and word of his strength has spread, drawing a deadly band of foUowers about him. 

Kaon has tolal confidence in his ability to meet opponents face to face and slay them. In baule he mounts his War 
Griffon and seeks out the enemy commander to destroy him and break his opponents' spirit before lhe forces meet. 
The Beasunen. Chaos Thugs and Marauder Horse are in the charge of Varshak Doombringer, Kaon's lieutenant. 
Varshak eagerly awaits the elevation or damnation of Kaon SO that he may lake over utterly - in the meantime he 
must be satisfied with command in batlle alone. 

Varshak frrst sends Grimni the Twisted and his Chaos Dwarves against thecncmy, accompanied by the Beasunen. As 
they approach, the Marauder Horse and the Beasunaster rollow behind while the Thugs their rows in 
support Once close 
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GfNfSTfALfRINUASION 
MISSIONS FOR SPACE HULK, DEATHWING AND GENESTEALER 

BY DEAN H. BASS 

This is the final part of Genestealer Invasion, a Space Hulk campaign - we published the 
first part in White Dwarf 133. These missions can either be played as stand~alone games or 
as a campaign series of linked games where the outcome of each mission affects your 
chances in the next. 

A huge space hulk has crash-landed on Septimus V. lis 
markings date from the Dark Age ofTechnoJogy. Inside there 
may be valuable knowledge, lost to humanity for millennia. 
But the derelict spaceship also contains GeneSle.leu, 
including powerful Hybrid psykers. 

The flJ'St squads in were caught by surprise, ambushed while 
they were deep within the space hulk. The Genestc.let 
defence was stronger than initiaJ scouting had indicated and 
there was a high proportion of psykers. Many squads were 
wiped out, only those containing Librarians surviving the 
onslaught. The survivors regrouped, ready to counteraltaclr: 
when the second wave arrived, bringing with it the Space 
Muines' own strong psylr:ers. The Stealers were caught 
between the fresh assault and the survivors breaking out - the 
ac lion"'asn't decisive but it bought the Space Marines time to 
plan a new attack:. 

PLAYING THE CAMPAIGN 
If you want, you can play the missions that make up this 
campaign as one·off games in any order. However, it's more 
fun to play them as a campaign. Jr you ue playing them as a 
campaign. use the following rules for how the outcome of 
each game affects the next. 

Space Marine Victory 
I£ the Space Marines win a game, the Genestealer player's 
choice of Hybrids is reduced for all the remaining games. 

The Genestealer player should take all the lettered Blips and 
place them race down. The Space Marine player now gets to 
piclr: one of the Blips without seeing whllieuer it is - this Blip 
isn't available for use by the benestealer player for the 
remainder of the campaign. 

This melll1S that if the Space Marine player keeps winning, 
after two games the Genestealer player is down to eight 
lettered Blips, after three games he's down to seven and 50 on. 

Genestealer Victory 
I£ the GeneslUler player wins a game, the number of Space 
Marines is reduced ror the neJIOt mission only (not for the rest 
of the campaign). 

Because the Space Marine fOJ"ces ue diffen:nt for each game, 
the Deployment section of the set-up instructions tells you 
which Space Marine is \D1available for that game if the Space 
Marines lost the last game. 

Variants 
For particularly skilful or experienced players, you can agree 
to increase the penalties for losing a game to two Space 
Marines or two Blips removed after each )oss. 

You can also choose to play these games using the bidding 
system from Deathwing and GenesteaJer. Both players bid 
points for !he Space Marine forces and whoever bids )owest 
plays the Space. Marines. 

The Genestea1er player receives !he expanded Blip set and 
reinforcements as given in these missions 

""'7 



GENFSfEALER INVASION 

During the fien:e fighting of the break-out action, lIOI'Ile squad5 (OI,Ioc! 
cryogenic tanks showing l igns of ~cent use. II became clear to the 
Space Marine commander thai there were many Genenealers, 
~ly ineJuding Hybrid ~yken, still in hibernation. If the Spac:e 
Marines could locate and destroy these Hybrids before they awoke. 
Ibc:ir wk in clearing the bulk W(JUJd beaJme much euier. 

Squads we~ ordered to surch for cryogenic tints AI they moved 
through the hulk. To give their commander a beuer idea d the enemy 
they we~ facing, the SPlIce Marines were ordered to ~pon on the 
con1.eU1l of any cryogenic lanksthey found. Once a tank's oontenu 
hid been invcstigated, it w .. to be destroyed. Squad Gabriel, still at 
full llrength and in a relatively clear area of the hulk, w .. one of those 
ordered to concentrate on searching for and dellroying a cryogenic 

""". 
OBJECTIVES 

The Space Marine player is Ifying to locate an occupied cryogenic 
Wlk in one of the au 100m •. n.c GeneslUlerplayer islfying to lIOp 
the SpIoce Marines from fmdin, and oellJ'oying the tank. 

FORCES 
Space Marlnes 
One Se'llc:aJl1 with stonn bo~ and power sword. 
One OUelLibfariln (Jevel4 psyker) with storm bolter and (on:e axe. 
One Space Marine with assault cannon (su Special Rules) and power 

glove. 
One Space Marine with lightning claw •. 
One Space Marine with storm bolter and power glove. 

CampaIgn Forces 
If the: Space Marines lost the last game, they don'l hive the Space 
Marine with nonn bolter and power glove. 

Genestealers • 
The ~tealer player stam with 2 Bli~ and gets I Blip per tum u 
~inIorcemenll. These are taken from the expanded Blip sel but 
ambu.h counters cannol be used. The let tered Blips represenl the 
following Hybrids: 

A LeveJ 2 psyker with bolter 
B Level 2 psyker with diainswon! 
C Level 2 p.yker with Jaspillol 
o Level 2 psyker with plasma pistol 
H level 3 psykcr with IlItocamon 
F Level 3 psyk.er with missile launcher 
G Noo-p.yker ~th lucarnon 
H Non-psyker with a .. ocannon 
I Non-psyker with mis.ile launcher 
J Non-p.yker with convenion beamer 

DEPLOYMENT 
Space Marines 
The Jquad starts in the marked area. 

11M Space Marines move nrst. 

Genestealers 
'The Genestea1en can come 00 It Illy of the marked enuy areu. 

SPECIAL RULES 
Both playen use psychic cuds. 

The Space Marine can seaJ.~ enlJy areas. 

--] 
Flndlng the Cryogenk Tank 
The finl time a Space Marine gets dilect LOS into a room thaI might 
contain the tank (as shown on !be map), the Space Marine player rolls 
a dice. U the number rolled is I 6, thlt room contains the cryogenic 
tank. If not, then that room is empty. If thn:e of the four rooms have 
wmed up empty, the sum room automatical.ly has the tank in it. Once 
the tank hu been located, the Genesteakr player plaoes the counter 
from Oeathwing in the room in any position. 

Compietlng the Mission 
Once the tank hu been found, the Space Marine player must chec:k il 
out and de.troy iL rml a Space Marine must enter a ~uare directly 
touching the tank and then spend a funher 2 A ... or CPs to report to 
the commander on the conlents of the tank. Then the tank mult be 
destroyed. Once the ~port hal been made, any Space Marine may 
de$troy the: tank. For ranged weapon. and ~ychic auac:k., count the 
tank as being as tough as I Purutnin Genestea1er. For close ISsaults, 
the auacking Space Marine must ICOR: a 7 or more to de$1roy iL 

For example: a storm bolter destroys the tank on a roll d 6 on either 
dice; a SpIoce Marine with a tlumder hammer IXltIld destroy it on a roll 
of 5 Of 6 (with the: +2 bonus giving Inuits d7 or 8); al..i&iJlning Arc 
psychic auack would give six chances, eaeb needing a 3 or more to 
succeed. 

Assault Cannon 
1be $paoe Marine with the uSlult c.nnon in thi. miss ion hIS already 
relolded the weapon once and there is therefore a chance of 
malfunction. The Space Marine IIiJl has a ~Ioad for this mission. 

VICTORY 
The Splice Marine player win. by makin, a full repon on Ihe 
Cl)'OleDK: unk and thm destroyinc it. The GenesIc:aJer player win, if 
no Space Marine. reacb the tank. If I Space Marine reaches the tank 
but fail, to report or rt:porU 001 the tank is not de&troyed, the game is 
adn.w. 

0_ A. - __ 
0 ___ _ 
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As the Space Marine commander analysed the reports from his 
squads, it became clear thai the c rashed hulk contained I high 
proportion of Hybrids - and many oCthose CIlCX)UJltered were psykers. 
At the same time, the mysterious source of psychic energy deep 
within the ship was growing eveTSlronger. All the evidence pointed 10 

the presence of a Genes tea ler Patriarch, the molt powerful of 
Gcnestcaler psyken, whose preseocc would threaten the survival of 
the Space Marines assaulting the hulk. 

It was obvious thll, II yet, the Palril.rch WII IIill partially donnant 
frorn his long voyage through space. But the stirrings of his power 
were becoming stronger. H Ihe Space Marines couldn't locate and 
de slJ"()y him before he regained his full power, their mill ion wal 
.wcly doaned. They had to strike hard and fast before the Patriarch 
awoke and took control of his brood but it wII .a dangerous race 
againn time - the Space Marines fint had to locate the dormant 
Patriarch. 

Following the guidance of their Libnllians, they closed in on the core 
of cold fury that seemed 10 bum at the heart of the ship. H they could 
socure several key areas. they WQUld win the chance 10 launch a fast 
8l\d deadly strike to deslroy the Palril.rch before !hey were overrun. 

OBJECTIVES 
The Space Marine player is attempting to secure all the Genestca1er 
entry points. The Gcnestcaler player il uying 10 kill as many Space 
Marines II possible to stop this happening. 

FORCES 
Space Marines 
One Captain with storm bolter, power sword and powe r glove with 

grenade laWleber. 
One QUe! Libnrian (Ievcl4 psyker) with storm bober and force axe. 
One EpislOlary (level) psyker) with SlOnn bolter and force axe. 
One Space Marine with nama and power glove. 
One Spat.c Mlrine with thWlder hammer and Itonn shield. 
One Space Marine with storm bolter and chain fin. 
Two Space Marines with SlOnn bobers and power gloves. 

Campaign Forces 
H the Space Marines lost the lasl garne, they don'l have the Space 
Marine with SlOnn bolter and chain fist. In addition, the Epistolary is 
replaced by I Codicier (level 2 psyker). 

GenesteaIers 
The Genestcaler player doesn't get any starting foTCC$ but receives 2 
Blips per tum IS reinforcements (unless directed otherwise by the 
Special Rules on securing areas). The lettered Blips represent the 
following Hybrids: 

A LcveJ. ) psyker v6th bolt pislOl 
B Level 3 psyker with power 'word. _______ .., 
C Level 3 psyker with,lasgWl 
D Level 4 psyker with plasma gun 
E l...cve14 payker with bow and chairuword 
F l...eve14 psyker with heavy bober.-: ___ _ 
G Non-psyker with hean' plasma gun 
H Non-payker with aUlocannon 
I Non-psyker with missile Iall!lcher 
J Non-psyker with convenion beamer 

DEPLOYMENT 
Space Marines 
The Space Marines start in the marked room. 

TIle Sp~ Marines move first. 

GENESTEALER INVASION 

Genestealers 
One Blip per tum must arrive at the special entry point (see Special 
RulC$) but the other Blip can arrive 81 any of the entry poinl$. 

SPECIAL RULES 
Both playen usc psychic cards. 

Securing Areas 
1be Space Marine player is auempting to Iccure all the GenClitcalcr 
entry points IS per the Deathwing rules. The special entry point ;' a 
Ii dder coming up from a service tunnel running under the room. Hthc 
special entry point is secured. the Genestcaler pla~r is reduced to I 
reinforcement Blip per rum. 

VICTORY 
The gamc mds II the end phlse oCtum 15. If all the entry poinl$ havc 
been secured, the Space Marine player win .. If all !he Space Marines 
a re dead ..,d at least onc entry point is still open. thc Genestealer 
player wins. Any other result is. draw. 

"l 
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GENESl'EALER INVASION 

As squ.cls secured their areas and reported them clear, the Patriarch's 

FORCES 
Space Marines 
The Space Marine player splits !he following force uno thru units of 
!hree. The two Ollef Librarians must be in different uniu. 

One Captain with storm bolter, power IWOrd and power glove with 
grerwle Launcher. 

Two Chief libnuians (level 4 Plykers) with storm bolters, force axes. 
One Space Marine wi!h assault cannon (one reload) and power glove. 
One Space Marine wi!h flamer and power glove. 
One Space Marine wi!h lighlning claws. 
One Space Marine wi!h thunder hammer and ilorm shield. 
One Space Marine with stann bolter and chain fist. 
One Space Mari.ne wi!h storm bolter and power glove. 

Campaign Fon:es • 
If the Space Muines lost the Jast game, they dQn't have the Space 
Marine with !hunder hammer and storm shield. In addition, one of the 
Oiief Ubrarians is replaced by an Epistoluy (level 3 psyker). 

Genestea1er-s 
"The Genestealerplayer Slans wi!h 3 Blips. Reinforcements are I Blip 
pertum for the firstlwolums and 2 Blips perlum from then 011. These 
are taken from the ~panded Blip ded; and ambush counters may be 
used as detailed in the Special Rulu. The leuered Blips represenl the 
following Hybrids: 

A Level 3 psyker with autocannon 
B Level 3 psyker with missile launcher 
C Level 3 psyker with conversion beamer 
D Level 4 psyker with heavy bolter 
E Level 4 psyker with plallma pistolllld power sword 
F Leve14 psyker with heavy bolter 
G Levcl4 p5)'ker with heavy plasma gWl 
H Non-psyker with autocannon 
I Non-psyker with missile laundler 
J Non-psyker with convers ion hearner 

~ ~ rr ll, 
location WII narrowed down 10 one small area of the hu1lc:. The nearest • 
Space Marines were dispaldled 10 destroy !he Patriarch before il had 
fully TUllvered from hibernation. Then: was no time toassemble I full 
allick force - Ihe Muines at hand would have to aCI flit and 
decisively to remove the threat. 

With the Patriarch destroyed, the rem.ining Stealers would be 
disorientated and without guidance - il would be along, hard to fight 
to kill them all, but in<lhe end the outcome wu ccnain. Hthe Patriarch 
survived, the Marines in the hulk were almo~t certainly doomed­
those outside would have to stand orr and destroy the hulk by 
bombardment, losing any valuable information aboul its origin that 
might have been recovered from the data bank! inside. 

While the other Space Marines were ordered 10 break OUI of their 
positions to cause a diversion, a three-pronged aUla WIS laWlched, 
led by Captain Raphael with the support of two OIier Ublllrians to 
ovel'COlIle the ever-strengthening psychic defences of the Stcalers. 
The success of this whole operation now depended upon the ICtionS of 
these few Marines who were fighting for their own and their broIhcrs' 
lives. 

OBJECTIVES 
The Space Marine player is trying to kill the Patriarch before it 
awakes and the Genestealer player is trying to wipe out the allad::ef1 
before they readltbc Patriarch's mem. 
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DEPLOYMENT 
Space Marines 
One unit stans in each of the three marked deployment areas. 

The Space Marines move first. 
• 

Genestealer 
The 3 starting Blips are placed in the room marked Guards. One 
reinfon::cment Blip mu ll <Xlme on at a primary entry poinL When 2 
Blips are aUowed, the seoond one mun come on ala 5eCOIldary enlry 
pomL A PauiaJ'(:h model is placed in the mmed room in ei!herof!he 
rearcomen. 

SPECIAL RULES 
Ps,ychic Cards 
BOIh playen use psychic cards. For the fint two !Urns, theGeneslaler 
player has a hand ol4 cards. For rums 3 10 9, the Genestealer player 
has 5 cards as the Patriarch begirulto wake. From tum lOoowards, the 
Gene.stcaler player hill 6 cards as the Patri~ rch is fully awake. 

Guards 
The 3 Blips in the room marked Guards must slay in that room. 'They 
are the last line of defence. They may be convened at any time and 
may fin: or make psychic an.acks out of the room, but cannOl leave the 
room. They are plaoed by the Genestealer player with any racing 
requirui and in overwatch if possible and if desired. 

Ambush Counters 
If the Genestea1er player uset: an ambush oounU:r and it is revealed as 
a Genellealer, the Gcnesteaier is not a Purest ... in as normal but an 
unarmed level 4 Hybrid psyker which has U:Jeported into the area. 
Obviously, the Gencslealer player has to choose whcther to draw 
ambush counU:rtI in an auempt 10 get a psykeror keep d(llwing nonnal 
Blips. 

GENESffALER fNV~ION 

The Patriarch 
'The room marked on the map contains the Patriarch. Until!Um lO, the 
Patriarch is still partially dormanl and canf1O( fighl or make psychic 
attacks itself. From !Urn 10 onwards. the Patriarch is fully awake. 

Once awake, the Patriarch has 6 APs like other Purestrain 
Genestealen bul roUs 4 dice in close a"ault, each with. +3 bonus. 
Whether it's partiaJly dormant or ruJly awake, the roll 10 ki ll the 
PlIIriaJ'(:h is the same as that for a Purestrllin Genesteale r. 

Crates/Rubble 
'The playen take it in turns (Space Marine player frnt) to place aU the 
craie and rubble counters in the 3·wide corridor sections. These 
cannot be placed where they would block movement totally - there 
must alway, be. clear roule through. 

VICTORY 
The game ends when eithcr the !>.triarch has hem killed or all of the 
Space Marines have been killed. If the Patriarch is killed before il is 
fully awake (ie before rum 10), the Space Marine player wins. If the 
Space Marines fail to even enter the Patriarch's room, the Gencstealer 
player wins. Anything else is a d(llw. 

I 
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Marienburg 

RIENB 
The Warhammer 

antasy Roleplaying city 

This' month we r()tu~'~n~t~o~p~o~t~io~n~~~::;~~~~~~==~==~=~~===~===~ 
Square, to look at a few of the area's 
smaller traders. As the Square's nick­
name suggests, the trade in medical, 
magical and alchemical ingredients is 
brisk hereabouts. 

We've already met Wilhelm Rotkopf 
the Alchemist and visited Jan van 
Arzneier's F1oracopoeia in WD128 
and 126 - this time we meet Arabian 
spice merchant Hassan. Some of the 
locals think there's more to Hassan 
than a simple foreign spice-trader 
with a gift for haggling, but that may 
be just because he's from Araby. Most 
Old Worlders are ready to believe that 
anyone from that myst&rious land is a 
dangerous sorcerer. But if you need 
anything from cooking spices to sim­
ple magical ingredients Hassan's is a 
good place to start. 

Moving on, the Sign of the Quill pro­
vides anything you could ever need in 
the way of writing implements and 
supplies - and if you can't read or 
write yourself, then proprietor Dirck 
Oester will be more than happy to do 
your reading and writing for you - fo r 
a good price, of course! 

The two cottages between the Quill 
and Drocvigger's Funeral Emporium 
(which we'll visit on a future occasion) 
are now a warehouse and caretaker's 
cottage owned by absentee landlord 
Artur Dagblad, who has at least one 
finger in the local leather trade. But 
leather isn't all that you might find in 
Dagblad's 1ockup' if you look careful­
ly! The leather trade also provides a 
living for tanner Anton Loewijer and 
his two apprentices. It's a fascinating 
craft - if a slightly malodorous one. 

051G 20 3(1 - -
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Ha8son',-SL17 

HASSAN'S SL17 
Between the Edelmoed 
Temple and Dock Road 
there stands a very strange 
little building, with an 
t!Cjually strange sign hang­
ing outside - an iron 
wedge jammed intoa 
carved wooden fruit of 
some sort. There is no 
other sign or name-plate, 
but the stoppered glass jars 
of dried fruits and pow­
ders in the windows give a 
clue that here one may buy 
spices. This impression is 
confirmed. upon entering 
the shop. The mixture of 
aromas is almost over­
whelming. 

A small, wiry, dark-skinned man rises from a chair behind 
the counter as the customer enters, bows formally, and 
speaks in cultured tones, but with a noticmble Arabian 
accent: "Enter and be ~Icome. My humbk shDp is at your 
service. How may 1 assist you?" 

Hassan's shop is a small, dark place, crammed with 
drawers and jars of herbs, spices and other ingredients. 
Upstairs, he has a small office and sitting room when:! he 
entertains 'special' customers. Some of the business which 
is transacted in the privacy of the upstairs room may not 
be entirely legal. .. 

Common Knowledge 
"It's not right, I tell you. Bringing his ~thnl practices into a 
civilisel1 country - and right next door to the temple, too! 
We're too soft on these furTiners. No good'II come of iI, you 
mmk my words!" 

"Wlwk pliu:e is the wrong way round if you ask me. 1 mean, 
look at fh.e frontage. All windows, and thnt bay poking out -
it's the natural pm for a door. But is the door there? No. It's 
round the side on Dock Road, set into a blank wall. You am't 
!ell me it's not like tlull for a purpose. There's something not 
right there, that's for sure." 

"/h a funny plilce, right enough, but Hassan's all right when 
you get to know him. Always has the best stuff, too. A lot of 
people are wary of him, but that's just because he's Arabian, I 
rechm. Don" see a lot of them around here - they mainly keep 
to their little I!11claVf! up around Havensdijk, Illong with the 
other foreign merchants." 

"They say he's connected with one of the big ArtWum mer­
chants up on Havensdijk - sewnd cousin of someone's brother­
in-law or something. He must have contacts to get hold of the 
stuff he sells. He knows his stuff, too. People come to Hassan's 
from all ewer the city, and not just the oa::asunU/1 Half/ing after 
some seasonings. If you know whizt you're doing, there's a lot 
you can get from Hllssan." 

'There's more to tlU/t one thizn meets the eye ... " 

Hassan bin Naroun al-Asred, Merchant, 
ex-Trader, ex-Herbalist, ex-Wizard's 
Apprentice (SL17a) 
"Welcome to my humble pIaa of business. Hm! most assured­
ly you will find what you seek." 

"AilIlh, but observr! - the colour, the texture, the aroma. This is 
of the very best - fit for the tilhk of the Sultan himself! Already 
I must faa the Ilngry ghnsts of my forefuthm for offering it at 
such a price! For my soul, I amnot go one penny lower." 

"Five Guilders? I would not ttW: so liltk for a singk hair from 
my betlrd! Ht2S5an does no business with thieves!" 

"What you ask is clearly impossible. The Sultan himself hils 
tkcreed that this spia is never to ~ the shDres of Araby, on 
pain of deIlth to the faithless mm:hiznt who ships it. I will do 
what! can, but the price will be high. Return in two weeks." 

"Son of a dog, you exhaust me utterly. Take it, take illlnd give 
me your filthy money. 1 betray my trllde, my nati1:m Ilnd my 
family by selling at this price - I shall starVl! Ilnd my soul be 
torn by evil spirits for such deIllinKS, but take it, you shameless 
robber! May womtS eat your guts, you bandit, and may you 
taste the poverty your deillings forrz upon my blameless kemW 

Hassan is a shortish, hawk-faced, wiry man in his late 
thirties. His black beard and moustache are impoccably 
trimmed, and he always wears a turban of black or purple 
silk secured by a ruby-topped pin. He dresses in the loose 
clothing of Araby, wearing brightly-coloured silks and 
satins in combinations that no Old Worlder could carry 
off. In winter, he adds a fine wine-coloured velvet cloak 
against the cold and damp. 

Hassan's manner is faultlessly polite when dealing with a 
customer, but he is a very spirited haggler and engages in 
bargaining with an enthusiasm that Old ,-,*,rlders some­
times find unnerving. Even the more genteel Marienburg­
ers among his clientele sometimes have trouble keeping 
up with the unending flow of refusals, threats, p leas and 
insults that ma~ up a typical Arabian bargaining session. 

Hassan deals mainly in spices brought in from Araby. 
Despite rumours of powerful connections amongst the 
resident Arabian merchants, he works more or less alone, 
dealing directly with ships' captains. They are generally 
happy to bring in an extra sack or two, and Hassan's 
extensive contacts among the Arabian C'TCWS mean that he 
is able to maintain a steady supply of almost anything. 

As well as the more conventional spices, Hassan has been 
know to deal in more exotic substances from Araby; trad­
ing Old World herbs and rarities b~ck to his homdand . 
Several of the citys wizards rely on Hassan for certain 
spell ingredients, and more than one of Marienburg's 
merchant princes has found him useful in obtainin~ Ara­
bian antiquities and other exotic items with which to 
impress friends and rivals. Despite the fact that he is not 
formally attached to any of the Arabian mercantile con­
cerns in the dty, Hassan has numerous friends and con­
tacts among the resident Arabians. 
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He occasionally obtains exotic herbs for Jan van Arzneier 
(SL9a), and Wilhelm Rotkopf (SL12a) buys ingredients 
from him regularly. He is licensed by the Guild of Wiz­
ards and Alchemists (C22) to sell spell ingredients, and a 
framed certificate to this effect hangs on the wall behind 
the counter. Hassan has never done business with Gross­
bart (SL18c) - he knows there is a drug den in the Long 
Dragon but is not inclined to become involved. Grossbart, 
for his part, is aware of Hassan's dealings, but is letting 
him be lor the moment. 

MWSBS S T W I A DexLd Int a WPFel 
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Age: 37 

Alignment: Neutral 

Skills: Acute Hearing; Ambidextrous; Arcane Language­
Magick (Arabian); Blather; Cast Spells - see below: Evalu­
ate; Haggle·; Herb Lore; Identify Plant; Law; Magical 
Sense; Manufacture Drugs; Numismatics; Prepare Poi­
sons; Read/Write; Scroll Lore; Secret Language - Ancient 
Arabian; Speak Additional Language - Old Worlder; 
Super Numerate. 

• Hassan gains a +20 modifier for this skill, instead of the 
usual +10. 

Spells: 7 Magic Poin's 
Petty Curse; Gift of Tongues; Jo...fagic Alann; Jo...fagic 

Fla~; kinfora Door; Sleep; Sounds; ZOnL 
ofWannth. 

Possessions: dagger (I +10, 0 -2, P -20) in sheath that 
automatically coats the blade with 2-dose Manbane blade 
venom when it is drawn (must be refilled after 2 uses); 
spell ingredients; personal jewellery vvorth SO Gu tota\. 

Trading at Hassan's 
As well as a range o( cu'l:inary spices, Hassan stocks a few 
herbs and ingredients for most legal spells (ie not Necro­
mantic or Daemonic) up to level 2. Spell ingredients cost 1 
Gu for Petty Magic, and 2GU per level for other spells -
this price gets enough for a single casting of the spell. You 
might want to alter this price if an ingredient is particular­
ly mundane (eg a piece of wax) or particularly exotic (eg 
the tongue of a Harpy). 

As wftve already said, Hassan is very fond of haggling. 
He will always demand twice the normal price for an 
item, and will haggle normally down to 120% of the nor­
mal price. At this point, his bargaining becomes more 
heated as he calls upon the full 20% bonus conferred by 
his exceptional Haggle skill. He can be ba rgained down to 
100% of the nonnal price, but only after a lot of protests, 
imprecations, insults and general histrionics. He never 
sells at less than 100%. It is up to you to decide exactly 
what Hassan has in stock at any time - you might have 
special reasons for wanting the adventurers to be able to 
get hold of certain spell ingredients - or not! 

If the adventurers ever need to get hold of something rare 
or exotic, there's a chance that they will find it at 
Hassan's. You might also use him to introduce them to 
various adventures connected with the stranger items 
among his stock. 
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Secrnity Measures 
Hassan does not live on the premises, and his shop is 
equipped with several anti-burglar measures. Firstly, the 
lock on the door is magical, and Hassan carries the only 
key; the enchanted lock casts the Petty Magic spells 
Magic Lock and R~tlforce Door. The lock cannot be opened 
other than with the correct key, and it also boosts its resis­
tance to being broken down, giving it T 6, 0 8. 

All the windows have a low-power enchantment in the 
glass (a variant on the Petty Magic spell Sounds). No mat­
ter how carefully a would-be burglar breaks a window, it 
always ~akes a lbud noise across the Square (SL7). The 
enchantment will even negate a 20m! of Silence 20% of the 
time. The security measures continue inside the shop. As 
he leaves, Hassan stands a decorated ceramic tile on the 
countCT - a gift from an Arabian wizard of his acquain­
tance. At first glance it looks like a fairly cheap Arabian 
objel d'art, but in fact it has two spell runes worked into it: 
Cause Panic and Cause Cuwardly Flight. The runes are acti­
vated by anyone except Has.c;an coming within 2 yards of 
the tile, and the Cause Panic rune activates slightly before 
the other. The efffects are as given in the WFRP rulebook: 

T .. , 
1st WPtt!st 
2nd WPtest 

Ld test 

p.., 
make2ndWPtcst 

no effect 
no effuct 

Fail 
A"" 

make Ld test 
A"" 

Finally, Hassan has four Enchanted Ropes imported from 
his native land. He leaves them wandering the shop at 
night, with orders to attack and bind anyone who enters 
except him. 
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The Sign of the Quill - SUO 

THE SIGN OF 
THE QUILL SL20 

This small shop stands next door to the Marienburg 
Home (or Foundlings (SL14) on Potion $guare. A nar­
row alley separates it from the orphanage, and it forms 
a block with Oagblad's Wholesale Leathers (SL19) and 
Oroevigger's Funeral Services (SL21). 

Outside the door hangs a wooden model of a quill pcn, 
about three feet long. Anyone entering the shop will 
find themselves confined to one corner by a scrubbed 
pine counter; the rest of thre shop is filled with racks 
and cupboards containing pens, inks, sa..ndboxes, sheets 
of parchment and vellum, and other writing equipment . 
Against one wall, under a pair of oil-lamps, stands a 
large writing-desk, and it is here that the proprietor will 
most oken be found working. As well as offering writ­
ing equipment to the literate, the Sign of the Quill also 
offers basic literary services to the unskilled. 

Common Knowledge 
"The Quill? Sells parchment, 1 think. Writing stuff. Never 
had much use for it myself." 

"Oester does a fair-quality vellum, but you have to watch 

him. Check e:very sheet carefully - if he's got a faulty one 
he'll of tell try to get rid of it by slippillg it ill the middle. of a 
slack so you don't notice." 

"Oh, yes, he does all that writ ill' stuff. A couple of years ago 
my Uncle Hendrik got rammed by a drullk Bretollnian ill the 
Brunwasser, an' there was all this wrilin' to go through with 
the courts an' that - well, UIICIe was quite worried. I meall, 
you don't need writin' to rim Q lighter off Stoessel, so he 
/'leVer got round to learnin'. Oester saw him right, though­
read all the stuff out to him alld writ dowlI what Uncle had 
to say for himself. Turned out sweet as ale in the end." 

"Mention my mvne Qnd tell him you're after a scroll-quality 
vellum. He'll quote you Q prl'ce alright! Don't budge J1bave a 
Guilda a sheet, though - he'll come dawn eventually." 

Dirck Oester (SL20a), Charlatan, ex­
Forger, ex-Scribe, ex-Trader (Initiate of 
Ranald) 
"The four·shillillg parchmellt? Wee/llf... it's QIt right for 
doodling, I suppose - notes and the like. But for Q finished 
piece of writing, I'd say you reQlly treed the ten-shillillg. Look 
- see the fill ish on that? Now compQre it with the four­
shilling. See what I meQn?" 

"Now here's a quill for you. TQke a look. What is it? Guess. 
You can tell at Q glance it's not swan or goose. Give up? 
Gelluille Pegasus fCQther, that is. 1 happen to brow this wiz­
Qrd ill fJftowII, you see - every so of tell I'll do him Q little 
favour and he'll send me a few of these from his slable.. Beau­
tiful quill, Pegasus -/wlds a point like nothing you've ever 
Sl'Ln. DoeslI't {Ulke or chip like a bird's quill. Master RotkDpf 
across the way there, he WOII't use allY thing else. KnDWS his 
stuff, does that gentlmum. Five Guilders, to you. ~ 

"What's that, then, GrQlllly? OhM -looks official. Seal em 
the back and everythillg. What've you bern up to, thell? You 
been oul with your little. lamp leadillg ships 01110 Breukrots 
Qgaill? Ha hat 'Course I'll read it for you - oh, don't you 
worry, just give me one of your sausages Qnd we're even." 

Dirck Ocster is a fresh-faced, slim man; his tousled gin­
ger hair and freckles make him look younger than his 
age. He was apprenticed as a scribe to one of the mer· 
chant houses, but quickly became dissatisfied with the 
pay and lack of interest in the job. He rents this small 
shop from Artur Dagblad (CK12).and makes a living 
from his knowledge of writing and writing materials. 
He is a quick-witted individual with a ccrtain roguish 
charm, and most of his customers agree that you have 
to keep your wits about you when dealing with him. 

Most of his customers and acquaintances don't know 
that Dester is an Initiate in the cult of Ranald, although 
few would be surprised to find out. He is a member of 
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Edvard Strattner's (SL.33a) shrine club, like his neigh­
bour Albert Waarmans (SL19a), and in a chest in his 
bedroom he keeps a small folding shrine dedicated to 
Ranald the Deceiver. While he is capable of all kinds of 
sharp practice, he has a soft spot for the poor and needy, 
and will work for them free of charge if they genuinely 
can't afford to pay. 

Oester supplies writing materials to many of the physi­
cians on nearby Leech Street, and Wilhelm Rotkopf 
(SL12a) is one of his regular customers. The two have 
worked together on a number of occasions to develop 
special inks for inscribing magical and arcane scrolls 
and books. He gives parchment scraps and off-cuts to 
Sister Marianne (SL14a) for use in th e orphanage'S 
classes, and has provided letters of introduction which 
have helped a few of the orphans to apprenticeships as 
scribes. Dester has contacts right across the social scale 
in Suiddock, and wiJ1 sometimes supplement the 
income from his shop by rather less respectable means­
the occasional forgery of a bill of lading or other official 
document, for instance. He also uses the warehouse 
next door to hide contraband for Matteus Pijk (SS213). 
This operation is so well hidden that even Grossbart 
(SL18c) knows nothing of it, although Lea-Jan Cobbius 
(SRSa) is aware of the operation. He finds out well in 
advance when the warehouse is to be cleared, and 
makes sure that the 'goods' are moved out beforehand­
for one thing it's too good a dodge to let it be discov­
ered, and for another he would hate Albert to get into 
trouble on his account. 

MWSBS S T W I A DexLd Int Cl WPFel 
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Age: 32 

Alignment: Neutral (Ranald) 

Skills: Arcane Language - Magick; Art; Blather; Charm; 
Evaluate; Haggle; Law; Numismatics; Read/Write; 
Scroll Lore; Secret Language - Classical; Super Numer­
ate; Theology; Wit. 

Possessions: dagger (I +10, D -2, P -20); assorted writ­
ing materials (always has a quill tucked behind his ear). 

THE GOODS 

At any time, there is a 20% chance that Oester has hid­
den some contraband in Oagblad's warehouse. The 
things he stores are alv.;ays small and of high value - it's 
not practical to hide a ship-load of untaxed corn in a 
small warehouse! Oester has no part in the smuggling 
operation, but simply provides a hiding-place for illicit 
goods until they can be moved. The contraband can 
vary widely - Bretonnian and Imperial brandy is fre­
quently smuggled in, as arc fine wines from almost 
every part of the Old World. Jewellery and preci:l?u5 
stones are small, valuable and easy to smuggle - jade 
from Lustria or Cathay and worked amber from Norsca 
- and antiquities and objects d'art from almost anywhere 
can find its way into Marienburg. A cache of contra­
band will be worth anything from a few dozen Guilders 
to a few hundred - roll a 06, note the score and roll 
0100 that many times. Add the scores together to find 
the value of the contraband in Guilders. 
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LEATHERS SL19 
The row of buildings which back onto the Poultice 
Water were all originally small houses, but many. like 
the Marienburg Home for Foundlings (SL14), have been 
adapted to other uses. Dagblad's consists of two houses, 
next-door-but-one to the orphanage. One has been con­
verted into a small warehouse, and Albert Waarmans 
the caretaker lives in the other. 

The two buildings are owned by Artur Dagblad (CK12), 
but he hardly ever visits them, having many interests 
elS(!where. Their main business is simply to store made­
up leather goods before they are moved on to other 
parts of the city for sale. Occasionally Dagblad will 
arrange for other things to be stored here, but the ware--­
house's main business is leathers from nearby Tanner's 
Alley and Shoemaker's Square. 

Albert's shack is a single-storey, two-room affair. He 
sleeps and cooks in the back, which is fitted with a 
small stove; firewood is kc!pt outside in a small roofless 
pen built into the wall of the yard. 1l\e front room is a 
blend of parlour and office, with a rickety table scat­
tered with miscellaneous paperwork and writing kit, 
and a comfortable but slightly battered chair right by 

-"I_~ POTION 
Albert', SQUARE 
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DagbladJ
• Whole.ak Leathertl - SL19 

the window. It is here that Albert spends most of his 
days, watching the world go by outside. On a fine sum­
mer day, he will even drag his chair into the doorway. 
There is a trapdoor in the floor of the back room which 
presumably leads down to some kind of celiar, bul 
Albert has never opened il and has no idea what might 
be in there. It's left to your discretion as GM to decide 
where this trapdoor really leads - the sewers, perhaps? 

The 'lockup' was originally a small two-storey house, 
bu t has been radically altered. A narrow loft, reached by 
ladder from the ground, is all that remains of the upper 
floor, and a tall double-doorway has been cut into the 
front of the building. The back door which originally 
led out to the yard has been bricked and plastered; now 
the! doorway is visible only from the outside. Neither 
Albert nor Dagblad is aware of the! secret door leading 
into Dirck Oester's shop (SUO). 

Common Knowledge 
"'That? Warehou se 0/ some kind, llhink. S4'w them 1tWt1ing 
some le.ather jerkins in there once. The old boy "ext door 
.wm5 fo be some kind of CArd-Weer." 
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~Cushifil. job ill tM docks, old Albert's gol. All ~ hils to do 
is sit there aU day in his shDck. I mt!Jl1I, who's going to rob a 
warehouse full of chmp leathns?" 

NN~ met Dagblad, but he sums to look aftu old Atbm all 
right. Still. at his age M's elltitlm to an easier life, I reckon. 
Not tluU M takes it PIlrt.iculRrly easy in the Long Dragon of 
/1"11 t'VeI1ing, but thllt's Imother story.-

Albert Waannans, Servant, ex·Labourer 
"What d'ye think to this weather, then? Not bad for t~ time 
of year, eh?" 

NGERRADAvm Ok, sorry, boss - tMugh! you was Dnoth­
er o'tltem kids from the. orphanage. 'Ave t'/cup an eye on 
them, 1 do- always muckin' about round 'm.w 

'That kid of Rotknp{'s is out at all hou1'$, y'know- t~ spot­
ty one. I reckon he.'s got a sweetheart somew~re. Up all 
nighl. lookin' at the stars, he was - an' not with a telescope 
like 'is boss, either." 

"Saw that Doctor MArkus in the Dragon /ast nighl - desr 
me, the state he uw in. Couldn't 'ave stood upright to SIltIe 

'is life - not tWI1 if 'e'd 'ad six PIlir 0' legs! Someone CQrt.m 
'im back to Koester's in tM end - slupin' like a Miry, 'e was 
- aM I'd be vny surprised if'e remembers Q thing about it." 

Albert Waarmans is a weatherbeaten, wrinkled old 
man, stooped by age but still mentally active. The job of 
looking after the warehouse (-tile. lockup" as he calls it) 
is not a demanding one, and most of the time he does 
pretty much what he pleases. He is more fortunate than 
many Marienburgers of his age without families to sup­
port them, since the job gives him free accommodation 
in the shack next to the warehouse and enough money 
for food and a few drinks in the Long Dragon (SL18). 
Albert is a contented individual, and loves nothing 
more than a few beers and a good gossip. He sees and 
hears a good deal of what goes on in and around Potion 
Square, and spends 50 much time watching his neigh· 
bours, in fact, that he is completely unaware of the fact 
that the lockup is sometimes used by smugglers work· 
ing in collusion with Dirck Oester (SL20a) next door. 

Albert is well-known in the Long Dragon, although he 
doesn't know all its secrets. His predilection for gossip 
makes him an unwitting look-out for Crossbart (SL18c) 
and his miruons. He is forever chasing orphans (SL14d) 
away from the lockup, but he does this more for his 
own enjoyment tha.n for any fear of iheft or damage. He 
makes regular small donations to the Edelmoed Temple 
(SL10) - he's fallen on his feet and found a nice little job 
to keep him going into his old age, and the donations 
are as much a bribe to keep Shallya sweet as they are 
alms for the needy. He is also a paid.up member (a 
penny a week) of Edvard Strattner's (SL33a) shrine club 
a little further down Dock Road. Albert worked on the 
docks as a younger man, and his acquaintance with 
Lca·Jan Cobbius (SRSa) goes back decades. He believes 
that Cobbius secretly keeps an eye on him, which 
accounts for thelack of trouble at the warehouse; in fact, 
Cobbius would just about remember him if the two met, 
and is much more interested in taking a share of the 
contraband that passes through there. Albert knows 
Granny Hetta (SB26a) but the two don't get on - neither 
wants to stop talking and listen to the other one! 

.,>7' 
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Note that Albert's scores in some characteristics have 
been reduced to reflect his age. 

Age: 68 

Alignment: Neutral, particularly respects both Ranald 
the Protector and 5hallya. 

Skills: Carpentry; Dodge Blow; Drive Cart; Read/Write; 
Strike to Stun; Very Resilient"'. 

Pouusions: leather jack and cap (0/1 AP, 
hc:ad/body!arms); dagger (I +10, 0 ·2, P ·20); club; 
lantern; keys; bottle of rum. 

ILLICIT DEALINGS 

More complete details of Oester's smuggling opersation 
will be found in the description of his shop (SL20). At 
any lime, there is a 20% chance that a quantity of contra· 
band of some kind is being stored in the lockup behind 
and beneath one of the piles of jerkins and aprons. 
Oester makes a habit of talking to Albert, so he always 
knows when the lockup is about to be cleared and he 
can move his contraband before that happens. If any 
contraband is found here Albert could be in serious 
trouble unless someone finds the secret door and can 
prove the connection with Ocstcr. 
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LOEWlJER'S 
TANNERY SL23 

Loewijer's is one of the many small tanneries in the 
leatherworking district ofLuydenhoek. It is set a little way 
behind Tanner's Alley, in the ma?e of side-srreets and 
alleyways. One end of the building stands on Canal Street, 
but it is without doors or windows - instead, it has a 
colourful mural of a stack of leather hides and a sign read­
ing LOEWIJER'S TANNERY - Entrance ~t Side. The sign 
doesn't say which side the entrance is on, but it docsn't 
matter since then:! are doors on both sides of the building. 

Beside each door is a pit, Sft square and SEt deep and cov­
ered over with planks. At least, it's covered over with 
planks so long as Mats remembers to put them back. Some 
late-night revellers making their way home from the Long 
Dragon through these alleys sometimes fall into a pit in 
the darkness. The pits are used for staring the tanning 
mixture, an evil-smclling concoction made from the bark 
of certain trees, sour wine and other, less pleasant sub­
stances. It is a l-yard fall into the pits, and anyone falling 
in suffers a -20 penalty to Fel tests until they get deaned 
up. If they have any unhealed wounds when they fall in, 
they must make a T test or the wounds become infected. 

The building itself consists of two large rooms connected 
by a narrow passage. The front room on the ground floor 
is used for scrytping.. trimming an ddeaning hides, and the 
back room - which has a deliver door facing towards Tan­
ners' Alley - contains three tanning pits like those outside, 
except that they now contain hides in various stages of 
tanning. A ladder leads up the upper floor from here, as 
does a. ramp from the front room. There is no passage on 
the upper level - the space is occupied by a rope drying 
rack for hanging hides when they come out of the pits. 

Anton Loewijer (SL23a) Artisan 
(Tanner), ex·Artisan's Apprentice, ex· 
Marine, ex-Mercenary Sergeant 
"Go outside ~nd look ~t the sign. Get someone to read it to you 
if you're not sure. You'U find it says 'Loewijer's T~nnery' . T~n­
npy, right? That means we t~n hides here, see? \<Vhat it doesn't 
say is 'Loewijer's Le~ther Shop'. And because it doesn't say 
'LDewijer's LeiJ.ther Shop', that 1M1ns we don't sell leathers. We 
just wn them. With me so far? G/X.id. So - if you WIlnt ro buy 
leather, try going to ~ leather shop. You'll find quite ~ few 
around here. They have signs outside saying 'L£ather Slwp'." 

"NOT THERE! Why is it that people~lways stand in the way? 
Go in the front ~nd I'll be with you when theseare pegged up." 

"Righl- what've you got, Iww many and when for? This job'll 
last for ~nother lJJI/!ek, and it's ~ regular so 1 am't hold it up for 
new trade, but if you am fit ~round that we're in business." 

"MATS! Where are you, you idle ... Just look ~t this! 1 don't put 
lids on these outside pits just beCllU5e llik the look of them, you 
know! Someone goes WIl/king down the ~11ey, not looking where 

Loewijer's Tannery - SL2a 

they're going, or maybe it's dark ~nd they've had one too many 
in the Dragon, ~nd down they go. And all because you're too 
bone idle to put ~ fr:w planks back where you found them! RighJ., 
then - you can spend the morning muclcing out Number Two 
Pit, ~nd when 1 come b«k 1 twnt to see it so clean you. could 
put a bed in ~nd charge ~ Guilder ~ week!" 

Anton l.ocwijcr is a stocky, fiery man in his late twenties. 
His servia'! in the fora:!5 of the OndCTZOCker merchant fam­
ily have left him with two missing fingersand an impres­
sive scar on his right ann, and a brusque manner with no 
time for idiots. He dresses in stout breeches and heavy 
boots, with a heavily-stained leather apron over the top. 
He only wears a shirt indoors in the coldest of weather. 

Anton served as a marine for several years, rising to the 
rank of sergeant before he retired. His father had been a 
tanner, so Anton took to the trade and applied the brusque 
efficiency he developed during his military career. 
Although his workload is increasing steadily as his reputa­
tion spreads, he still manages to keep the tannery running 
smoothly with just two apprentices. 

Occasionally, Anton will receive a balch of rare or exotic 
hides - he's had practical experience of tanning Wyvcm 
hide, for instance - and then he will visit Wilhelm Rotkopf 
(SL12a) for any special ingredients. Lisette (SL13a) some­
times buys hides from him, and while the two are not 
dose friends they do seem to have a certain rapport based 
on their directness. Like Lisette, he is a member of the 
Lcatherworkers' Guild (SL42). Sister Marianne (SL14a) 
talked Anton into taking Mats (SL23a) as an apprentice, 
and he hasn't quite forgiven her. While not uncharitable, 

won 



Marienburg 

POTION 
SQUARE 
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• 
• • 
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Anton believes has no time for scroungcn. Brother Mari­
jkus (SLtOa) has long since given up asking his surly 
neighbour for contributions. Anton's time is occupied by 
his business, and he doesn't frequent any of the local 
hQStelries, but he does occasionally buy exotic spirits from 
Ishmael (S812a) at the Pelican's Perch - he is fond of Lus­
trian mezeal, which reminds him of his travelling days. 
Anton is a member of the Reserve Militia attached to the 
House of Ondcrzoeker (01). 

MWSBS S T W I A OexLd Int d WPFel 
4 53 41 4 5· 11 48 2 39 45 41 43 37 35 

Age: 27 

Alignment: Neutral (Manann) 

Skills: Brewing; Chemistry; Consume Alcohol; Disarm; 
Dodge Blow; Drive Cart; Read/Write; Row; Secret lan­
guage - Battle Tongue, Guilder; Secret Signs - Artisan 
(Lcatherworker's Guild); Street Fighter; Strike Mighty 
Blow; Strike to Stun; Swim; Very Resilient". 

Poss6sions: Leather apron (0/1 Ap, body/legs); dagger (I 
+10,0 -2. P -20); sword, sleeveless mail shirt and shield 
kept in trunk under stairs. 

Mats Vaadsig (SL23b), Artisan 's 
Apprentice 

o About 11, scruffy, tousled straw<oloured hair. 
o Lazy, inattentive, clumsy. 

• "1 __ 

I Store 

o Avoid work and Anton's wrath, both together if 
possible. 

o "Errr ... dumw." 
o Knows most of the orphans (SL14d etc), hangs 

around the Long Dragon (SL1S). 

M WS 85 5 T W I A Dex Ld lnt CI WP Fel 
4 31 36 2 3 6 26 1 39 26 29 24 31 27 

Skills: Concealment Urban; Dodge Blow; OriveCart; Ace! 

Poss6sions: nothing of note. 

Maxentius 'Maxie' Appledown (SL23d, 
Artisan's Apprentice 

o Young. slim (for a HaIAing!), curly rod-brown hair. 
o Brisk, friendly but slightly reserved, lacks 

confidence. 
o Leam tanning. set: up in own business. 
o "No problem." 
o Runs errands to Rotkopf (SL12a) and van Arzneicr 

(SL9a). Extensive family in Halfling Row (C60). 
Hopes to marry Janna Mossfoot (SL120. 

M W5 B5 5 T W I A On: Ld Int CI WP Fel 
32533 2 355315.5 2435264247 

Skills: Brewing; Cook; Herb Lore; Drive Cart; Read/Write. 

Poss6sions: dagger (I +10, 0 -2. P -20); notebook and 
charcoal stiek. _ 



~~. 
CAREER OPPORTUNITIES 

Games Worksbop currentJy bas a Dumber of yacancles at Its busy Design Studio In the centre of Nottingham. Tills Is wbere 
Wblte Dwarf and aU our games are designed, written, edited, Illustrated and prepared (or printing. 

We are Iooklng ror comm itted and enthuslastk Individuals who an already Immersed In tbe world of bobby gaming and 
who are Intimately ramUJar with our Warhammer games and the associated ranges of Citadel Mlnlatures. 

The successful applkants will nnd themselves in a hard.worklng team, dedkated to the C1UUOD and production or tbe 
Rnest hobby games material In the world. 

PROJECT MANAGER'S 
ASSISTANT 

This bUIY depanment It the DeligD Studio handles areal such .. 
mukctins. advcrti.ing. publicity and new projects development. 
Aeitivitiel nnle from joint projec" with televis ion companies. 
C/lfeDeU Iiceruing. White Dwarf adYt:niling. and exploring new areu 
of inlCrest (suel'l IS records) through 10 administrative ad::s such u 
ensuring that the Vllt rang~ of Gamel Workshop produCIl meet 
runmt UK and European to)' safely standards. 

First and fomnosl, you need 10 be very enthuSialtiC lbout everything 
10 do with Game. WorIr.dtqI. You need I good telephone manner and 
the .bility to think on your feel- you 'U need 10 be .ble to explain who 
we.re.nd wh.1 we do in. COIIcise, practical fashion in tennl which 
m outJ;jder illikcly 10 undenlarld.. 

Vou mUlt be m.lUre, profellion.l . level-headed .nd highly­
motiv.ted. Vou 'll be expected to won: on pojccu.t every Ilige from 
initial ideas through to the fmal production of boxes, album coven etc 
- whl1evcr' l needed to see the project through. You need 10 be .ble 10 
work both on Nur own .nd under close supervision IS plrt of. 
creative te. m. You mUll .bo be .ble \0 set up . nd monitor 
adminislrlti ... e Iystems fOf mainaining ru:orW, tracking advens IJId 
10 forth. Vou should expect 10 worlr. lite 10 meet tight deadline, . 

• In short. you· ... e gOl lo be nexible, intelligent, reliable IJId . ble to 
work under pressure. Write enclosing . full cv 10 Andy Jon~11t the 
address below. 

ART EDITOR 
The job of Irt edilot invol ... et scheduling and monitoring the work of 
in-houK and fue1lJ1ce .nilll, .IKSSing the iIlustratiom requited for 
e ... ery project .nd ensuOnS thlt the iIIultr.tions contribute to the 
evoc:ation of our gaming milieus - we don't just Waln words translated 
intQ,.piclUres, we WIJII illustrations th.t complement the words IJId 
add to our game worlds in their own right. 

Vou'll be writinS briefl, coll.tinS refermce m.terial, malnllining. 
close . nd regul . r contact with the .nilll, supervising our CI"OII­
indexed . n ·filing 'yllem, keeping recordl of all commissions, IJId 
adminuterinJ p"ymentl. 

V ou need to demon.stflle an tlppfttiation of iUUlmtion and be .ble 10 
undc:nllnd the problem. of communicating with.niru in orderlO get 
lhe belt out of thell. Vou mUlt a110 be famili. r with the world of 
hobby gaminl, h.ve • lo ... e of mini.tures .nd .n enthusiasm for 
W.rbammer in aU i\.l. gUiKS. 

You must be. m.ture, responsible individual Clp"ble fA working well 
u part of. team. ~perience in. related neld would be.n advantage. 

Write enclosina. full cv to Phil Gallagher 11 the address below. 

STAFF WRITER 
We're looking for. mlture, eltperienced writer with considerable 
oommand of .... ariety oftonel and styles who can evoke the realily of 
our gllllling milieus. 

It's notabiolutely eslential to h .... e had anything publUhed. but if 
you' ... e nc ... ercven sent. piece of work lO. p.!blisher, you're unlikely 
10 h.ve the lkin. we need. 

Y 011 need to be able to produce evocative narrative .. d dialogue .t!he 
drop of. h.L Vou muS! be wi..llina and .ble to wrilc lO briefs which 
will v.ry from the extremely .... gue 1.0 t.he rigidly tigbt, to produce 
work which c.n both complement pre-e.xisitng illustrations. 
background ess.ys and rut« m.leria!, and develop the ovcnl..llClting. 

You mUlt h .... e eltperience of hobby gaming and, ideally, will be. 
Wlrh. mmer pl.yer. Vou must be prep.red to become intim.tely 
famili.r with our game WQrkis, both in tone and contmL 

Eltpcrience of word processing and/or DTP would be an advantage. 

Write, enclosing. full cv IJId sample written material, published or 
no., to Sinton Fom::stll the addrell below. 

GAMES WORKSHOP DESIGN STUDIO, ENFIELD CHAMBERS. 14·16 LOW PAVEMENT, NOTTINGHAM NGI 7DL 
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It' MAIL ORDER 
PRICE LIST 

",., OESCRlPllOH UK PRICE 000' DESCRIPTION UK PRICE 

ELDAA JET CYCLES ""'" SQUIG KATAPU.T 
071533 £lOAR JET CYCLE & RIDER ,,., (ItnUOIN:l. II..NTlEAO N(l3 RUNTZt ... " RIClER TORSO '"'' RU""Tl-IERD tl .00 

lEG, ro", KATAPULT FRONT "'" "'""" ,,,. KATAPULT BASE £1.!50 

"""" ,,," AUNT WITH 8UZ2ER SOOIG POT ID.7S 
HANDLEBARS ro", RUNT WITH DAOOER tD.7S 
ARMAMENT "'. RU,," WIlH BAG OF SOUIGS m.75 

PILE OF saUIGS ro." IMPERIAL GUARD ON 811(£$ WlNOING HANDlE ro." """n COMPLETE JET BIKE & RIDER "'" KATAPUlT ARM " .50 ","'" COMPLETE BIKE & RIDER "'" WHEEL ... " RIDER TORSO ro", 
RIDERS LEGS ro", ,,- OAK FREE800TERZ 
JET BIKE FAIRING "'" FlASH Gil NCB 'MlH POn'£R CUW 
JET ENGINE "'. AWl KUSTOM WEAPON Q." 
STA/:IllIZER FINS "'''' NfY OTHER FREEBOOTERZ NfY 2 FOR £3.99 
BIKE FAIRING ro'" 
BIKE "-" ElJ)AR ASPECT WARRIORS 

071572 ASPECT WARRIOR EXARCHS "-'" """ STOAMWARIIORS " .. 071560 ASPECT WARRIORS 
COMEBACK TOUR " .. (H(l.tIlHGWtfai I MSSU I.J.lfI()lERSI /INf .. FOR £:1.99 

HAW!( WINGS "'''' 'ERE WE GO PHONE FOR DETAILS EXARCl-i HAWK WINOS £1.00 
MISSR..E LAUNCHER "' . ., 

CHAOS SPACE MARINES NfY 2 FOR 1:3.99 

The new inaeased prices shown above come into elled from 18th Match. For detail, of new US prices phone US Mail Order. 

ORDER FORM 
CODE I DeSCRIPTION aN TOTAL PRICE 

TOTAL; POSTAGE & PACKING; GRAND TOTAL (TOTAL + PIP) _ 

NAME AND ADDRESS; ••••••• .••...••.•......... ......... . ......................................................................................................................................................... 
................................................................. .................................................................................................................................................................... 

HOW TO ORDER QTADEL .. NlATURES 
We W<IngIJ __ ... , l"'" ......,.,. i1'11"'" ,,6wt. y_ ... --. ...... .,. .. flo .... Old. 
~....,.."'-, .............. _ .. .-..."tO'I ...... IW"II ... _., .. l""'N&<ty_.1o _ .......... _._OUWOO'-... ... iI'I ... o.. .. .., .. oto_ .. f\o ........... _ .. ... l"'" _ .. yIWW'"._NO"-_o ___ •• _._...,opodoI_._ .. oybo 
~onold. __ or"""'_!Wft .. 

M ;r. """"""""~"",.,. .; .. d.t.rpl:>on+ .... U_,_ ... _ .......... l""' ......... 
......... _(lI_l_-..IIo .. ~ •• ,.,. __ ""'Ing ...... "tO'I~ OIl ... _ .,...._l TNo .. ~",-,"",H,au __ ......... ~ _ ....... 
porIolor ..... J.por1I1t.W.'_ ....... _ ... IOI ... __ ' 

ALTERNAn VES """'-_,. ..... _.I .... __ ...... ~""poot.~I1,.,. ....... " .... "" .phono .... _ ... __ ._ .. _ Tht....,. ___ .bo_ "~'I"" _I>. 
_ .. HI ____ ... _Io ... kIr9-_

on 
... ---.._.N<w_, 

~_ .. _"'""""_ .... _,Our_ ..... '-' .. "'""'_oItom.l-Ior..., .. _._ ... _ ..... ~~. 

DESPATCH AND DEUVEFrf 
Wo -.yo.". .. ......... ,.,... _._ 2d.,. aI roooIpO: '1'* __ ~ ... au''''_ 
.,. _ .. bot "at~ _ kIr9- .... _. bu.1"" _. In _01. pet,.,... "cIor _ 
_ 'Odop. w. .. -...,~_.but ... " .. oty",..,"-"' __ ....... ,.i<'_ __ "' ..... __ .. _atC_ 

FOREIGN ORDERS 
w ... -r "--... "'..".,.,. ......... _ . ... ""Ifo .... UK ... oiI Or .... ~tnont. 

POSTAGE. PACKING 
T_"P"tO'I .. dor_""'~_tovol~_ 

UK I ""1'0;" ttSO 
0.0._.1-.... &0): .. _ . w,.,.. po,,,,, .. _ _ d. PiP ... ... <I>If9Oo'.t """-

METHODS OF PAYMENT 
'tau _ "'" I>!' otooq.oe ... --' "cIor . ............ ..,.. _ ..... ___ VI ....... ""' ...... _ 
"' ..... _Indudoo ....... _ .... ...-........ _ ........ Clld .. pryd .... _ ,...., ____ .... Jf>ane ....... oIIa.-_ .. I'i"'" .. _ ......... . 

.......... ,.,.. ..... "to'I_ '" VI .. c.ord _ ,.,. _I"" fIIono. 

""" 

UK MAIL ORDER 
Our UK IoIoI Or .. __ •• _ lor _ .. cIorot ...... _ "' ''3C¥om on_yo. Tho 

...... bot. "'~ --1(773)_'" (0T13I713213 

.,......-.rwf&o>gIn_1""' ... cIor._I. 

GA ... ES WORKSHOP ..... II,.OIlDER 8ef\VIC~ 
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~O. 
NOTT.HGHAIIIloI011 3IfY 

Or,.,.. .......... ", ..... """, ... (0773( ~1" 

US MAIL ORDER ~ 
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CITL\IJEJ, 

ORK FREEBOOTERZ 

FLUH aT NOB WITH POWER 
CLAW AND KUSTOM WEAPON 

• O~14 

FREEBOOTER KAPTlH 

""""'" 

OAKMUTAHT 
0106D'10 

STOAMBOY OF KHORNE ",,,.,,, 

ALl. THE OAKS ASOVE ARE SUPPUED COIrWLETE WITH PUST1C ARMS AND 
WEAPONS WHERE APPfIOPAIATE. THE ...... TURES 8E:LOW ARE EXAMPLES OF 

JUST SOME OF TItE COMfIIl<U.lJONS YOU CAN CREATE. 

"".,," 

PlRA T£ WlTll 
1II000K BODY 

""""" 

OAK CHAOS CHAMP10H 

""""" 

WARPHEAO WanOBOY 

""""" 
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ASPECT WARRIORS 

HOWUNG BANSHEE EXARCH 
WITH POWER AXE AND LAS PISTOl. 

'''''''' 

won 

Designed by Jes Goodwin 

HOWUHG BANSHEE 'MTH HOWUHG .... NSHEE WItH 
POWER SWORD AND LASPlSTOlI POWER SWORD AND LASPlSTOL 2 POWER 

07156D'1 07156011 0715eQ/1S 

SHURlKfH PISTOL 1 

"""" 

UUTAGON 1 
01156CW> 

071580'18 
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Designed by Jes Goodwin 

WITH LASGUN I 
071560'3 

(AND HAWK WINGS) 
011560'11 

(AND HAWK WINGS) 

TOCOMPUTE YOUR SWOOPING HAWK AHD 
SWOOPING HAWK EXARCH MODELS YOU WILL 
NEED entER OF THE SEPARATE HAWK WINGS 

OR EXARCH HAWK 'MHOS 

• 

/ 

EXARCH - FIRE DRAGONS 

. ' 
EXARCHHAWK 

WO"'" 
071572'6 

EXARCH - SWOOPING HAWK 

TO COMPLETE BTMER OF THE DAJlK REAPER 
WODELS 1 AND 2 , YOU WlU NEED THE 

SEPARATE .. SSlLE LAUNCHER 

~ j 7 
..... ...,..,. OXA ... J! WlTHWEBOF SKULLSAHO 01156a14 

t.lSSlLE LAUNCHER 
071560'8 

CITADEl:" SHURIKEN PISTOl. (AND I.IISSL E 
,,,lNl.xnl1lL-S L ___ _ ---""'~""""~ __________ =::::=::... ________ "="=..,.:::E::ffl'__ _________ __l 
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ELDAR JET CYCLES 
DESIGNED BY JES GCX>DWIN 

EXA ... LES OfF THE ASSEMBLED 
JET CYCLES 

Et..DoUI JET CYCLE RIDER WITH HAALEOUIN JET CYCLE RIDER 
SHUAIKEN PISTOL .A..._ WITH POWER SWORD 

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

f\. ELJ)ARRi'~CYCLE" 
071s:n'S • 

, . ' . '. : ' . 
ELDAR RIDERS "G, 

07153:V5 

HARLEQUIN RIDERS "G, 
071ro:Yl0 

1MS MODEL WILL REQUIRE ASSEM8I...Y 
AS SHOWN IN THE EXAMPU A8OV'E 

WE KAVE YAO£ THE PIECES INTERCHANGEAIIU 

SOYOOC~~v:~~=r.CANOPY. 

HARLEOlIINJET CYCLE 
CANOPY 
011!i3l'8 

JET CYCLE .. "'" 
"""" 

SHlIIIIC£H CANHO+I 
ARMAMENT 

07,53W 

RULES FOR EWAR 
JET SIKES ARE IN 

1M! WHTE DWARF 

ELDAR JET CYCLE 

G""" 
0715.»'1 

JET CYCLE 
HAHOLEBARS 

07153)'4 

DUEl SHURIKEH 
CATAPULTARWAMENT 

071533'5 
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CITA%!i 
,YolN1ATI 

JET BIKE fAlRlI«l WItH 
lWIN8OlTERMOUHTS 

"""''' 
~ETEHG/NE 

"""''' 

THREE ElWIIPt.£II OF COMPlll£D 
JET BIKES WI1M IMP£RIAL GUARD ...... 

THE.IU BIKE. BUPPUED 
WITH A FlYING aTANO 

E] 
AU nE MODElS e.xeEPT THE GUARD 
WlntTHE GRENADE LAUMCHEA ARE 
SUPPUED WI1M PlASTK: ARMS ANO 

UEUTEHAKT'S 

roA$O """ CIWNSWOAf) 
072CJ72111 

CAPTAINS 

'''''''' ,,""'''' 

THE MODEL Will REQUIRE ASSEUBl" 
AS SHOWN IN THE UAMPl.E ASOVE 

THE PIECES ARE INTERCHANGEABLE 
SO '1'00 CAN HAVE THE CHOICE OF 

lloat AND FAIRING 

W'-"""" 

OUAADTORSO 
WlTM GREKAOE 

LAUMCHER 
""",n 

i 
.-..... 
TOfISOWlTH 

POWERSWOAD ",.W> 

THE MODEl WILL R£OUIRE ASSE.-&.., 
AS SHOWN IN THE EXAaFLE ABOVE 

THE PIECES ARE INT'ERaWoIGEABlE 
SO YOU CAM HAve llE CHOICE OF ."'" 

UEUfEHANTS COIAISSAR MEDIC TORSO 
TORSO TORSO 072Ol'2flS 

''''''''' 

~'. =;; i 
GUAAD TORSO 1 GUARDTOAS02 COMMANDERS 

f\ 
072Cfl2J9 O72072fl0 TORSO 

BIKE FAIRING 1 

"""" 
81KEFAlRlHGZ 

"""" 

072072/1. 

THREE UAIIPLES OF COMPl..E1ED 
BIKES WITH .... ERlAlOUAAO .,.'" 

AlDEASl£GS 

n""" 

WD" 



CHAOS SPACE MARINES 
MODELS SUPPlJ£D 'MTM CHAOS .... CKPACIC 

WITH CIWHSWORD AMD 80L TOUN 

by Jas Goodwin 

IEMPEROR'S CtilDfli::N 
SPACE MoUINEOFILUNESH 

'MTH BOLTaUN 

TltOUSAHD SONS 
SPACE MARINE OF 1U£HTCH 

WITH SOLTGUN 

SQUIG KATAPULT 

RUtmlEAO WITH WltP 
(SUPPUED 'MTH PU.I11C ARM! ""',.,. 

• 

RUNT WITH BUZZER 
SQUIGPOT ,,,,.., 

THE RUlES FOR THE 80UIQ KATAPtIL T ARE IN 'ERE WE GO 

"""0 

by Kev 

RUHTWITMA 
BAG Of SOUIGS 

""""'" 

THE SOUIO I(ATAPULTCOMPRlSES THESE PARTS 
AN) THE RUHnERO AND THAEE RUNTS SHOWN ABOVE 

-"'''''''' ........ 
""""" 

flIP' 

i 
.... OF 

""""" """" 
~ 

7 7 
!CATAPULT .... 
""''''''' 

I(.ATAPULT 
FRO"' 
"''''', 

KATAPUlT .. " "'_ 
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F E 
Warhammtr ~'anlasy Roleplay is a roleplay ad.enture game in the unique fantasy selling o( the Old World. The Old World $Irel~hf!l from the twisltd 
northern Chaos Wastes 10 the pirate COa<;l of soulh Tilea: 'rom the Elf-hi unted Laurelom Forost '0 the citi.s or The Empire: lands packed with Intrigue, 
danger and ad"enlUre. You play ... wizard, pll lighltr, mercenary, oulla .. - Iny o( over 100 chanCier types - sk illrd in lIN> arlS of InUll' and so rcery, an 
ad.enturt . In the ~ril\lu$ and Chaos-infl.'Sled Warllammer world, Opp<.l~ by Orcs, Goblins, Skuen, Undead crealUres of Ihe nIght and dOUDS of other 
monstrous enemits (all •• ailable as Clladd Miniatu res). Warhammer Fantasy Roleplay provides an unmatched depth or background and atmosphere. with 
a fast, detailed and nexible p me system,exdling (ombat and powuful magk. 

FLAME publish an ever-growing range of ad~fnluN book$, ru les upansions and source packs for Warham_r ~'anl!l!iY Ro leplay. From uplorallon In Ihe 
underground depths of ruined Dwarf hal ls to balUes apinst armies of Skeletons; from Intrigue in the twisting strefts of Marienburg to dark sorcery In 
mountain fort~; from advanced game ru les 10 new spells Ind magical artefacts. 

Fin IN THf. MOUNTAINS 
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