




DA ORK BATTLEPLAN 
(jervis Johnson) 

I'd played quite a few games of Space Marine wilh Andy 
by now, more often than not as Orks, with fairly mixed 
results but no startling O rk victories as yet. Still, the 
experience had been educational, and I hoped to do 
better this time. Previous games had taught me that the 
Orks must nOl: split their forces up, or they gel destroyed. 
I also needed La make sure that I had good fields of fire 
for my Boyz, 50 that I could shoot with as many units as 
possible. 

Bearing these points in mind I decided that I would 
concentrate my attack on the right and attempt to draw 
the Space Marines into a fight in and around the more 
forward group of bu ildings. The large h ill on my right 
flank provided an eJ[cclient position with good fields of 
fi re for the units supporting the attack. Assuming I could 
capture the buildings I'd then wheel my units round and 
rolJ towards my left flank. 

Having got the plan sorted out, I selected my army using 
forces from the sample Ork horde 'Burzuruks Bad Boyz' 
pUblished in White Dwarf 128. I could spend a full third 
of my points on Gargants and Mekaniak speCial weapons. 
I was tempted to take two Great Gargants because they 
pack so m uch firepower, but it would mean that I 
cou ldn't a ffo rd any Me kan iak weapons, so I decided 
against it and took only one. The Gargant I chose was 
armed with autocannon, macrocannon and a gut-bu&er. I 
wanted to use him for fi re support, which meant that he'd 
mainly be stationary, so any close combat weapons 
would be a waste. I also took a Slasher (mobile enough to 
provide close support for my attack), a pair of Mekaniak 
Organ Rokkit Launchers for long range indirect fi re, and a 
couple of Shokk Attack Guns, for which we were trying 
out some new rules. 
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My main assault force would be infanuy, as they'd be best 
suited to fighting in the dense terrain in and around the 
bui ldings. To lead the first wave I took Burz Womba 
(Death Skulls) and his hordes of Gretchin, so that they 
could absorb any flak on the way in. For the second wave 
I chose Wargnash Maguk (Goro, because h is warband 
would provide me with plenly of Ork Boyz to overwhelm 
the Space Marine defenders. Wargnash's band also 
included a lot of Stormboyz, which I'd be able to spread 
around to provide support wherever needed. 

Next I needed to pick a warband to hold my left. flank. I 
wanted these guys to capture the hill in the centre, and 
then slow down any enemy moves to my leli:. In the end I 
decided to take Kargak Ratglob's (Goro warband. They 
had the benefits of being cheap and having 100 of Boyz 
with heavy plasma guns for long range firepower. To hold 
the right flank I took Fatlob Kushuk (S:ad Moons). The 
four Braincrushas in his warband could pound :anything 
that set up in the open :areas opposite my right flank, and 
the war band would be fast enough to move up quickly if 
my anack in the centre worked as planned thanks to their 
Baulewagons 

The points I had left. over were ju& enough to buy me the 
Snakebite warband Guruk's Snortaz. I decided to use the 
Boarboyz as a mobile reserve to offer some resistance to 
Andy's Terminators if they turned up, or to quickly 
support the attack on the centre if things started going 
badly. 

My final set-up is shown on the map opposite. I used the 
Shokk Attac k Guns and one of the Stormboyz 
detachments to provide a bit more firepowE;r for Kargak's 
Warband on my left, and positioned my artillery behind 
him where it could reach most areas on the table with its 
Rokkits. My Gargant, Slasher, some Stormboyz :and 
Fallob's warband all set up on the hill on my right so lhey 
could move up to the crest and support the attack in my 
centre. The rest of my troops formed up in the valley 
between these two na nking forces, and prepared to 
capture the buildings in front of them. 
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APRIL STORE NEWS 
WARHAMMER FANTASY BATTLE &.. 

WAR HAMMER 40,000 BRING'N'BATTLES 
From April, we're going to be running brlng'D'battle 
games of Warhammer Fantasy Battle and Warhammer 
40,000 every Saturday In aU of our stores.- To take part. 
Just come along with. regiment or squad of painted 
miniatures and Join ron:es wltb the other players. 

We'll be running these games with the beginner in mind: 
so It doesn't matter If you've DeYer played before - we'll 
bave an expert player on hand to show you bow the game 
works, explain tbe rules IlDd give you useful tips on tactics. 
Hyou're new to tbe bobby and haven't got a small force of 
painted modeIs, doo't wOIT)' - you'U be able to play using 
part of the store's own mlnlabJre collection. 

As weD as these regular brlng'D'battles, there will be other 
spelcal events at eacb store lncludlng demonstratloD and 
participation games, tournaments, painting workshops 
and compeUtl(lllS. Cbeck tbe store notlceboard for details 
-If you eao't get in 10 the store, give them a ring and ask 
what's going OIl OYer the coming weeks. There'll be games 
IoJoln In whether you're a novke or an expert player. 

BEGINNERS' MINIATURE PAINTING 
Every Games WOttthop stCrt hal an 111:& pennanently lei. &&ide for 
you to learn lhe basic techniques for painting )'(1Ir unlu ci Citadel and 
Marauder Miniatures, We s\Wly the paints and brushes -all you need 
to bring a1ong.re KInIe modeh to pmnL 

If you've never painted miniatures before. or you've only just .taned, 
we'll be h.ppy to show you how it', done. There'lI.lwIYs be I 
member of the .tore '1Iff on local expert painter on hand to thaw you 
what you need to know and give you helpful.dvice. 

GAMES CLUBS 
Every Itce runs • Games Oub on one or more evminas • week where 
you can fight your baw - juu hive I word with the rtore mllllger to 
died there's. table free. And if you h.vcn't got: any opponenta, your 
Ioe&J Gamel Club is the perfea place to find other pllyen _ if you 
bring along I unit of painted miniatures, there'll uJllllJy be • battle 
you can join in. 

GAMING LEAGUES 
The Gamel Workshop Gaming Lelgues Ire being contested right 
.cron the country. Each store hu ita own I...e&gues for W.mammer 
Fantasy B.u1e, W.mammer 40,000, Space M.rine, Space Hulk and 
Blood Bowl. The winnett of the local Le.gues earn • place in the 
Le.gue Ch.mpionships I t Glmel DIY with a chance to become 
N.tion&! ClwnpiOIL 

To enter the I...e&gues, cal.l in 10 your local Gamel Workshop store and 
uk for 11\ entry fonn. Once you've joined the League, you play 12 
games 10 establish your wgue position. You're more than welcone 
to pl.y lhese lames at the store - if you have .ny trouble fmding 
opponenu, talk 10 your loc.Istore manager and he'll be .b1e to help. 

'EAVY METAL LIVE 
Ivan Bartlett and Tim Prow of Games Workshop's 'Eavy 
Meal team are visiting the Croydon and Cbford llcel in April 
to demonstrate many of the techniques we show you each 
month in White Dwarf. 

Ivan and Tim will be coocmtrlting on how you can quickly get 
great results when painting unitt f«your Warhammer armies. 

Feel fn.e to bring your own miniatures to the store for lOIIle 
hands.()n advice from ourupert painten. 

IVaD Bartleet 
Oxford 

20tb April 

Tlm'row 
Croydon 

20tb April 



UK RETAIL STORES 
WHERE TO FIND YOUR LOCAL GAMES WORKSHOP STORE AT A GLANCE 

TIiENORTIi 
LEEDS 

12-ISCEtlTRAlRO. 
LEEDS. LSI 8DE 

OPEN UO .. S.30 WON TO SAT 
CLUB NOtfl': WEOllLI.OO 

CONTACT: TlM 
T£L: O!I32.Q01.301 

SHEFRELD 
Ie fITZWILLIAM GATE. 

8I'1EFFIELD 
OI'EN O.:J0..5.30 WON TO SAT 
CLUB 1oIGHT; TI-lJRS TIL 1.00 

CONTACT: RICK 
TEL:07Gl750114 

NEWCASTLE 
e.3CLA.YTONST. 

NEWCASTtE.lJPOf<i. TYtIE 
OPEN UO-~.30 WON TO SAT 
CLUB NGHT:TI-lJRS T1I.1.00 

CONTACT: IAN 
TEL: 0111 2:l:l ~II 

HULL 
30 PARAGON STREET. HULL 
OPEN 11.00-.,00 IlION TO FAI 

1.3C-5.:!O SAT 
ClUB NIClHl': r.t::)NTOFRI 

TlL 1.00 
CONTACT;OAN 

T£L,04e.:!_Je 

YORK 
28 O()()()FV.MGATE. 

YORK. VOl 2LG 
OPEHUo_~.:)O 1,ION TO SAT 

ClUB NIGI-fT: FRI T1lI.00 
CONTACT: EVAN 
Tn: 0II04f5357S 

PRESTON 
IS I.IILL£R ARCADE. 
PRElrrON. PRI 2Q,f, 

OPENUO ... 5. :)O 1,IONTO SAT 
cue N1GI1T;THIIlS TlLI.OO 

CONTACT, SPENCER 
Tn: 07n 821~ 

UVERPOOL 
:23 801..0 ST. 

UVERPOOl. II 40J 
OPEN UO-UO WON TO SAT 
CLUB N1GI1T: THUIIS TIlI,OO 

TEl; OSI7O&f087 

MANCHESTER 
UNTI.38AOWNST. 

W,NCHESTER, 1M:wI 
OI'EN e.:J0..5,30 WON TOFRI 

1I .~.30S"T 
cue N1GI1T: TWLfIS n..1.00 

CONT"CT: Ko\RL 
Tn: tiel I3:l 61163 

TIiESOUTH 
TOROUAY 

12IMRKETST, 
TORCUAV. TO 1-'0 

OI'E N II.~301,IONTO$.A.T 
CLUB NIGHT: TUES AND 

THlJ'IS Tlll.OO 
CONTACT: ROB 

T£L: 080320103& 

LUTON 
12PARKST, 

Ll1KIH. lUi :lEP 
OPEN 11.00-.,00 IlION TO FRI 

UO_~.30SAT 

CLUB NIGHTS: r.t::)N TO FAI 
CONTACT:lo\HCE 
T£L: 0S82417U4 

BRIGHTON 
7 NltE PAVILIONS. NILE ST. 

SRlGHTON, SNIIHW 
HOWOPEH 11,(IIJ..II.00 

1,ION 10FRI 
11,31)-4.:1(1 SAT 

CWB NIGIffS: r.t::)N TO FA! 
CONT"CT:CHRIS 
T£L: 0213 2D3333 

• SOUTHAMPTON 
23E1<STST. 

SOI.fTKI.WPTON. SO l II«) 
OPENO,3IJ.4301oICi1'j TO SAT 
CLUB NIGHT, T_5 TllI.OO 

CONT-'CT: REES 
TEl: 07(13 311M::! 

CENTRALLONOON 
UNIT FlO, Tl-lE PlAZ-', 
11&-I :zt10XFOROST. 
L()NI)()N. WIR IPA 

OPfN 10.00--1.00 IlION TO fRI 
10.00-7.00 SAT 

CUM NIGHTS: WON TO SAT 
CONTACT:CHfl;S 
TEl :071 <l3e0e38 

BRISTOl 
13 IIRQI,O WEIR, BRISTOl. 

OI'EN O:J0..5.30 WON TO SAT 
CLue NIGHI'. THUIISC\oI,V fl. 1.00 

CONT-'CT: S1-WOE 
TEl : 0V2 251 S33 

MAlDSTONE 
lHT II, HIPl.OOING L-'tIE 

-"""" OPEN 11.00-&00 IlION TO FAI 
1I~30SAl 

cwe NIGHTS: IlION TO FRI 
CONT"CT:GUV 

TEL: 06Z! sn435 
READING 

I,lIIrT 3. CHE.f.PSlOE, READING 
OPENUO·~.30WONlOSAl 

CWB NIGHTS:WEO AND 
TIiI...fI8 TIL 8.00 

T£L; 0734 SII8O!i$l 

OXFORD 
I" BUSH HOUSE. 

NEW INN H-'L1. STREET. 0'_ 
OPEN l1 .oo...I.OOIllON TOfRl 

'.30-.5.30 SAT 
CWB NIGHTS: r.t::)N TOI'l'II 

CONT-'CT:SlEVE 
lEL; 080!i$ 2Ql$2 

HAMMERSMITH 
I DALUNG~. 
~_I\SM11-l. 

LONOON. 'N$ 0.1) 

OI'EN '.:113-.5.30 IlION TO SAT 
CUI8 NIGHT: TI-lJRS TM.. 1,00 

CONTACT:JOE 
TEl: 01I1 7.1 34"5 

SCOTLAND 
EDINBURGH 

I.HIGHST. 
GLASGOW 
MOUEENST. 

El)IN~H. EHIIOS 
OI'EN O.:J0..5.30 WON TO S"T 

11 .~.OOSOH 

GLASGOW. GI 30S 
OI'EN UO .. S.30 1,ION TO SAT 
cueNlGHT: lHURS TlLI,OO 

CONT....cT: >\lISO .... R 
Tn: 041 ZM 3752 

CLUB NIGHT; THURS TIL ' .00 
CONTACT: /oIAnc 
TEL: 001 220 5540 

MIDLANDS 
NOTTINGHAM 
34./1, fRIAA lANE. 

NOT11NGHAM. NGI 30U 
OPEN'.:J0...5.3O ~TOSAT 

CLUB NGHT: THJASo.c. V 
CONTACT; CHRIS 
TEL: 0W2 40651 

BIRMINGHAM 
~Ig BRIOOEUNK. 

BULL RING CENTRE. 
BlRMlNG~M 

OPEN'.:J0...5.3O ~TOSAT 
CONTACT: TED 

DERBY 
GlSAOlERGATE 
OERBV. DEI aNL 

oPEN g,30-.5,3O _ TO FFU 
g,(lC)-$.30 SAT 

ClUB NIGHl': T1+URSDoIY n. &00 
CONTACT: OOMINIC 

TEl : 0332 3715S7 

DUDLEY 
KIOSK U. UPf>ER LEVEL 

r,ERRV H1LlCElORE. 
BAI€RLEV HUl. DUDlEV 

OPEN 10.(IIJ..II,00 loON TO FRI 
10.00....,00 THURS 

' .00-7.00 SAT 
CLUB NIGHTS: loON TOS-'T 

CONT1.CT: SIr.t::)N 
TEl ' 0384'"1tl' 

DERBY •• NOTT1NGH<Ir-.... _ ....... 

DUDLEY •• BIRMINGHAM 

LONDON 
HARROW 

2lIOI STAllON FO. 

-~. 
MDOLESEX,li-'1 'lOX 

OI'EN UO-$.30IolONTO SAT 
CLUB NIGI-fT; r.t::)NTlL,-OO 

CONTACT: O"VE 
TEl.; 01I1.' ~ 

O~ORO • 

READING • 

BECKEHHAM 
<2112-211-1 ttGH ST. 
8ECKEN~M, 

KENT,SR3IDV 
OPEN O.:J0..5.30 WON TO FA! 

11,(11)-$.30 SAl 
Cll.ll NIGHf : lllURS TIL ' .00 

TEL: 081 6511 SIOI! 

CROYDON 

~'''' ORUIMoIONO CENTRE, 
KEELEY RO-'O. CROYOON 
OPEN 1 t.oo...ocWON TO FRJ 

',~SAT 
CLUB NIGHTS: r.t::)NTO FRI 

TEl:OBl 511C.f6OCI 



USA ~ CANADA 
GOLDEN DEMON fINALS 1991 
The us and Canadian Golden Demon Finals 1991 will be held on 

Saturday 25th May at the following Games Workshop stores: 

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

Canada - Toronto, Ontario 
Winning entries will be displayed at these stores throughout the month. 
Call ahead to find out about the exciting Golden Demon Finals special 

gaming and painting events! 

GAMES WORKSHOP STORES 
CALIFORNIA 

313 SANTA MONiCABOUI.£VARD 
SANTA MONlCA.. CA. 9G404 
C1.UB NlGJU:WFJ)TOSUN 

CONTACT: DAVID 
TEL.: (113) 395 '711 

FAIRFAX 
FAIR. CI'IY MAll 

"""" MAIN S"TRElIT 
FAmFAX, VA 22031 

CLUB NIGHT: EVERY NIGHf 
CONTACT: OWEN 

TEL: (113) S03 9'U4 

COLLEGE PARK 
UNIVERSITY OF MARYU.ND 

LEHIGH ROAD 
COUEGE PARK. Me 20740 
CLUB NIGHT: fRl 1'0 SUN 

TEL: (3t1) '" 56" 

PHILADELPHIA 
424 SOlJlH STREET 

PHlI..ADELPHlA,PA 19147 
CLUB NIGHT: WED TO SUN 

CONTACT:1ER.EMY 
TEL: (lU) 129 t554 

LAUREL 
tAURELCBNIl!R MALL 

14851 BALTIMORE-WASHINGTON BL YO 
LAUREL, MIl'limn 

CLUl'I MOHr: EVERY NIGIIT 
CONTACT: FRANK 
TEL: (311).,.8853 

TORONTO 
331 QUEEN STREET WEST 

TORONTO, ONTARIO MSV 1A4 
CUJB NIGHT: EVERY NIOltT 

CONI'ACT: MIKE 
TEL: (416) !l9S-1U9 

~~:(fj:rw~ 

WHITE DWARF ASSISTANT EDITOR 
We' re looking for an energetic, enthusiastic person who is already immersed in the 
world of hobby gaming to join Games Workshop as Assistant Editor for White Dwarf. 

AI Allistant Editor you would be cJOIely involved with every alpect of the preparation and 
production of the mlgatine, fl'Ol'l\ putting t08eth~ infOll'hative and enteruinirlg article& to 
orsanilitionallllkllike co-ordinlting the reu.il infOll'hltion. You mull. be a comntitted 
Wamammer FanlilY BaUle and Wadlammcr 40,000 player with your own all'hy or armiCi 
and with a good knowledge of Citadel Miniaturel. We want l omeone who can bring I 

wealth of experience d the minialure gaming hobby 10 bear on this dcmandingjob. 

Some famililrity with magazine production, Macintolh computen or DTP Iylteml would 
be In adVlnllge but the right aniwde to gamel and miniatures il far more important. Bal ic 
editing Ikilh would abo be a defmite plul. You'll need sound orpnisaticnallkilb and the 
ability to work well on your own or IS part of a team. You mull. be prepared to work long 
hours, including weekernll, to meet very Itriet deadlinel. And although a keen bobby 
enthuliast, you need a mature, responl ibl.e mid profCllional auiwde to the job. 

The sUCOClsfulapplicant will become piln of a hard-working team, dedicated to the crution 
IlId production of the fUlelt hobby game. material in the world. 

H you're interested in thi s job, write with I full CV and covering ler.terexplaining why you 
want thejob IIld whit you can offer, .. ong with My TtIcvant written orgaming mltetial that 
you think will help your application, to; 

Simon Fonest, GamtI Won:lhop Detign Studio 
Enlield O!amben, 14-16 Low Pavement, Nottingham NGI 7DL 
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I'd played quite a few games of Space Marine wilh Andy 
by now, more often than not as Orks, with fairly mixed 
results but no startling O rk victories as yet. Still, the 
experience had been educational, and I hoped to do 
better this time. Previous games had taught me that the 
Orks must nOl: split their forces up, or they gel destroyed. 
I also needed La make sure that I had good fields of fire 
for my Boyz, 50 that I could shoot with as many units as 
possible. 

Bearing these points in mind I decided that I would 
concentrate my attack on the right and attempt to draw 
the Space Marines into a fight in and around the more 
forward group of bu ildings. The large h ill on my right 
flank provided an eJ[cclient position with good fields of 
fi re for the units supporting the attack. Assuming I could 
capture the buildings I'd then wheel my units round and 
rolJ towards my left flank. 

Having got the plan sorted out, I selected my army using 
forces from the sample Ork horde 'Burzuruks Bad Boyz' 
pUblished in White Dwarf 128. I could spend a full third 
of my points on Gargants and Mekaniak speCial weapons. 
I was tempted to take two Great Gargants because they 
pack so m uch firepower, but it would mean that I 
cou ldn't a ffo rd any Me kan iak weapons, so I decided 
against it and took only one. The Gargant I chose was 
armed with autocannon, macrocannon and a gut-bu&er. I 
wanted to use him for fi re support, which meant that he'd 
mainly be stationary, so any close combat weapons 
would be a waste. I also took a Slasher (mobile enough to 
provide close support for my attack), a pair of Mekaniak 
Organ Rokkit Launchers for long range indirect fi re, and a 
couple of Shokk Attack Guns, for which we were trying 
out some new rules. 
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My main assault force would be infanuy, as they'd be best 
suited to fighting in the dense terrain in and around the 
bui ldings. To lead the first wave I took Burz Womba 
(Death Skulls) and his hordes of Gretchin, so that they 
could absorb any flak on the way in. For the second wave 
I chose Wargnash Maguk (Goro, because h is warband 
would provide me with plenly of Ork Boyz to overwhelm 
the Space Marine defenders. Wargnash's band also 
included a lot of Stormboyz, which I'd be able to spread 
around to provide support wherever needed. 

Next I needed to pick a warband to hold my left. flank. I 
wanted these guys to capture the hill in the centre, and 
then slow down any enemy moves to my leli:. In the end I 
decided to take Kargak Ratglob's (Goro warband. They 
had the benefits of being cheap and having 100 of Boyz 
with heavy plasma guns for long range firepower. To hold 
the right flank I took Fatlob Kushuk (S:ad Moons). The 
four Braincrushas in his warband could pound :anything 
that set up in the open :areas opposite my right flank, and 
the war band would be fast enough to move up quickly if 
my anack in the centre worked as planned thanks to their 
Baulewagons 

The points I had left. over were ju& enough to buy me the 
Snakebite warband Guruk's Snortaz. I decided to use the 
Boarboyz as a mobile reserve to offer some resistance to 
Andy's Terminators if they turned up, or to quickly 
support the attack on the centre if things started going 
badly. 

My final set-up is shown on the map opposite. I used the 
Shokk Attac k Guns and one of the Stormboyz 
detachments to provide a bit more firepowE;r for Kargak's 
Warband on my left, and positioned my artillery behind 
him where it could reach most areas on the table with its 
Rokkits. My Gargant, Slasher, some Stormboyz :and 
Fallob's warband all set up on the hill on my right so lhey 
could move up to the crest and support the attack in my 
centre. The rest of my troops formed up in the valley 
between these two na nking forces, and prepared to 
capture the buildings in front of them. 
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SPACE MARINE EPIC BATTLE 

J mounted one tactical detachment in Rhinos and the 
other in Land Raiders. Rhinos are a good choice because 
they're qUick and cheap. and once they've dropped off 
their Infantry they can also be used to harass enemy 
Infantry formations (like Ork warbands) or even in 
extremis 10 overrun them. The Land Raiders were chosen 
to gct the infantry into position and then supply some 
basic tanks for anti-vehicle work. Unfortunately Land 
Raiders are pretty useless against opposing infantry but 
they're great fOf supporting your own men. I also picked 
the: batUil10n Vindicators to supjX)rt the second company. 
Looking at the terrain convinced me IhatJervis would put 
the bulk of his W2rbands down the two valleys around 
either side of the hill at the centre of his table edge. From 
experience we've learnt that warbands work beSl in 
relatively open ground - cover lends to impede their 
movement and causes them to bunch up. If I was right 
about all this it meant thaI a big Oghl was bound to break 
out in the buildings on my Icrt and I figured the short 
range fire power of the Vindicators would help suve the 
Orks off. 

I next picked the 3rd Company of the 3rd Battalion, 
which is a robot company comprising of fifteen 
Conqueror type robots. J W2nted these robots for several 
reasons. Firstly they are nice: and cheap at 450 points for 
the whole company. They carry a heavy bolter and an 
aUlOCannon each giving them long range hitting power, 
albeit a little weak, and shoner range anti-infantry fire 
power which is alW2ys useful against Orks. I also wanted 
something to slow the Orks down which could be trusted 
not to move until they were all wiped out. I decided to 
deploy the robots in a position where they would move 
forward and block the valley on my right to impede the 
Orks moving through il 

A plan was starting to form in my mind. I would begin by 
rushing forces forward kilO the buildings on my left. From 
this strongpoint I could keep up continuous fire on the 
warbands comi ng through the valley opposite. 
Meanwhile I would send-the robots to block the valley to 
the right while a second force swung wide around the 
right flank, taking advantage of the cover afforded by the 
woods before bursting out onto the warband which 

would hopefully be engaged with the robots. This would 
leave me in :a comm:anding posit ton, :and if everything 
went :aceo«iing to pI:an the forces on the right should be • 
:able to sweep across and bale out the doubtless 
beleaguered strongpoint l:ate in the g:ame. 

Fighting O rks before h:as t:aught me that you need to 
combinc tactics of sitting In positio n :and bl:aSling them 
(which is often tempting) with manoeuvre and counter 
attacks, taking advantage of the fact they come in big, 
unwieldy formations of mainly infantry. It t:akcs :a 
ferocious amount of ca.sualties to actually stop a warband 
so it's often best to try to hit them in the flanks in :an efTon 
to distract them or slow them down. 

Now that I had :a definite pl:an my choice of troops was 
made a lot easier. For the robot compa ny b:aualion 
support detachment I picked Contemptor Dreadnoughts 
to help defend the buildings on the left. Contemptors can 
be surprisingly good for blunting warbands a t the last 
moment. They're also cheap and a lot more flexible than 
robots (though they're no use at all against vehicles) and 
the models :are a personal favourite of mine. Unless I 
wanted to take any more companies in full I was now 
limited to picking up to two detachments from anywhere 
in the first battalion. My points were already running at 
close to 3CK>O and the regimental commander and his 
Terminators would be 700 points o n their own so I 
couldn't really afford any more full companies. 

To qualify for the regimental level stuff I needed three 
battalion lcvel detachments. As I already had two I chose 
the Whirlwinds from the first battalion to provide my 
troops with some indirect lire support. Because Orks lack a 
anillery or their own you can use Indirect fire to inflict --
some hat25Sing casualties on them right from sun without 
fear of retaliation. This took my toul up to exactly 3000 
points. 

From the regimcntal level detachments I took some 
Terminators and the regimental commander. I also took a 
capilOl Impcrialis as the regimental HQ vehicle for 250 
points, which took my running total up to 3950. I decided 
to go over "000 points on the Space Marines and bought a 
detachment of Mole Mortars (remember we had to spend 
(H leasl two thirds of our points on the main atlack 
formation so this was permissible) taking the points spent 
so far up to "150. The Mole Mortars would be deployed to 
assist the robots on the right. 

I was now left with 1850 points to spend on Titans. I 
chose the Titans from my own Titan Order, the Head 
Hunters. I wanted something fairly heavy to assist the 
strongpoint defences on the left and something quick to 
accompany the flanking force on the right. For the heavy 
suppon I chose a Warlord IV, one 1 designed myself using 
the rules in Codex Titanicus. The Warlord IV has six void 
shields and is armed with a mix of autocannon, a mulli· 
launcher and a macro cannon. It was commanded by a 
Princeps of Elile SUtus who would make it to Ace if he 
survived this battlc. For the flank attack I picked two 
Warhounds, both standard types armed with heavy 
plasma guns and autocannon . One Warhound was 
commanded by an Ace with the duckback skill (now 
there's something you don't see every day!) the other 
Princeps merely being experienced. These gobbled up 
the rest of my points quite sufficiently. 

• 



DA ORK BATTLEPLAN 
(jervis Johnson) 

I'd played quite a few games of Space Marine wilh Andy 
by now, more often than not as Orks, with fairly mixed 
results but no startling O rk victories as yet. Still, the 
experience had been educational, and I hoped to do 
better this time. Previous games had taught me that the 
Orks must nOl: split their forces up, or they gel destroyed. 
I also needed La make sure that I had good fields of fire 
for my Boyz, 50 that I could shoot with as many units as 
possible. 

Bearing these points in mind I decided that I would 
concentrate my attack on the right and attempt to draw 
the Space Marines into a fight in and around the more 
forward group of bu ildings. The large h ill on my right 
flank provided an eJ[cclient position with good fields of 
fi re for the units supporting the attack. Assuming I could 
capture the buildings I'd then wheel my units round and 
rolJ towards my left flank. 

Having got the plan sorted out, I selected my army using 
forces from the sample Ork horde 'Burzuruks Bad Boyz' 
pUblished in White Dwarf 128. I could spend a full third 
of my points on Gargants and Mekaniak speCial weapons. 
I was tempted to take two Great Gargants because they 
pack so m uch firepower, but it would mean that I 
cou ldn't a ffo rd any Me kan iak weapons, so I decided 
against it and took only one. The Gargant I chose was 
armed with autocannon, macrocannon and a gut-bu&er. I 
wanted to use him for fi re support, which meant that he'd 
mainly be stationary, so any close combat weapons 
would be a waste. I also took a Slasher (mobile enough to 
provide close support for my attack), a pair of Mekaniak 
Organ Rokkit Launchers for long range indirect fi re, and a 
couple of Shokk Attack Guns, for which we were trying 
out some new rules. 

• 
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My main assault force would be infanuy, as they'd be best 
suited to fighting in the dense terrain in and around the 
bui ldings. To lead the first wave I took Burz Womba 
(Death Skulls) and his hordes of Gretchin, so that they 
could absorb any flak on the way in. For the second wave 
I chose Wargnash Maguk (Goro, because h is warband 
would provide me with plenly of Ork Boyz to overwhelm 
the Space Marine defenders. Wargnash's band also 
included a lot of Stormboyz, which I'd be able to spread 
around to provide support wherever needed. 

Next I needed to pick a warband to hold my left. flank. I 
wanted these guys to capture the hill in the centre, and 
then slow down any enemy moves to my leli:. In the end I 
decided to take Kargak Ratglob's (Goro warband. They 
had the benefits of being cheap and having 100 of Boyz 
with heavy plasma guns for long range firepower. To hold 
the right flank I took Fatlob Kushuk (S:ad Moons). The 
four Braincrushas in his warband could pound :anything 
that set up in the open :areas opposite my right flank, and 
the war band would be fast enough to move up quickly if 
my anack in the centre worked as planned thanks to their 
Baulewagons 

The points I had left. over were ju& enough to buy me the 
Snakebite warband Guruk's Snortaz. I decided to use the 
Boarboyz as a mobile reserve to offer some resistance to 
Andy's Terminators if they turned up, or to quickly 
support the attack on the centre if things started going 
badly. 

My final set-up is shown on the map opposite. I used the 
Shokk Attac k Guns and one of the Stormboyz 
detachments to provide a bit more firepowE;r for Kargak's 
Warband on my left, and positioned my artillery behind 
him where it could reach most areas on the table with its 
Rokkits. My Gargant, Slasher, some Stormboyz :and 
Fallob's warband all set up on the hill on my right so lhey 
could move up to the crest and support the attack in my 
centre. The rest of my troops formed up in the valley 
between these two na nking forces, and prepared to 
capture the buildings in front of them. 
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SPACE MARINE EPIC BA1TLE 

SET UP AND TURN ONE ------
Both myself and Jervis noted down the in iti al 
deployments of our troops on maps (more as an aid to 
our own memories than a nything else) but we still 
erected a screen of box·lids aaoss lhe table so that we set 
up In complete ignorance of each other's disp:)sltions. 

'The only change I made to my planned deployment was 
moving the Gapitol Imperial is from transporting and 
supporting the robots In the centre to supporting the 
Titan on the left because I thought the left nank looked 
too vulnerable with only a detachment of Land Speeders 
and a Titan to cover it. 

When the saeen came off I immediately saw that I had 
made a serious miscalculation (see map 2). Inste2d of the 
Orks being nicely spread across a broad rrontage as I had 
anticipated they were concentrated almost exclusively on 
my left, opposite my intended strongpoint. J think this 
may have been a mistake on Jervis' part as the warbaods 
would inevitably get In each other's way when packed in 
to such a tight area. On the other hand, such a bold move 
could enable him to overrun half of my forces while the 
rest lay too far away to help. 

Luckily, moving the capitol Imperialis across had helped 
the situation but things still looked grim. I decided to try 
and carry through with my plan and take advantage of the 
fact that there was nothing to oppose me on the right 
until I got in range of the warband on the hill in Jervis' 
centre. 

Meanwhile, the force which was heading for the buildings 
to the left. would try to hold up the Orks for as long as 
possible before w ithdrawing back o nto the htll behind 
and turning to fight again. Hence for me the battle had 
turned into a delaying action until the cavalry arrived. The 
Terminators would be held in reserve to be leleported in 
as a hammer blow to sha~tter the Orks at some point. 

In the first turn the Space Marine infantry in their Rhinos 
hurtled forward in a bid to reach the buildings as quickly 
as possible. I took great care to ensure that they were 
shielded be hi nd the bu ild in gs from the oncomi ng 
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Gargants - one good alrburst round from their belly guns 
at this point would have caused complete carnage. The 
Dreadnoughts and Vindicators also scrambled for cover 
behind the buildings and it staned getting preUy cramped. 
The Warlord swung ponderously round and advanced 
towards the buildings at a more measured pace, keeping 
is guns trained on the opposing Gargants as it did so. 

I fully intended for the Warlord to cut loose against the 
Slasher Gargant at the first opportun ity in an effort to 
cripple it quickly before attacking the Great Gargant. This 
plan was shattered as the Bad Moon warband on the left 
moved into position at the top of the hill, led by four 
Braincrushas. The Bralncrushas' macro cannon armament 
could turn the Space Marines (and the buildings) into so 
much dogmealif allowed to fire unchecked. 

But even as I sweated about the m, the Gargants, fairly 
bristl ing w ith guns, were wa.ddling into positiOl) on the 
lower slopes of the hill . The Capitol ImperiaJis moved 
forward to support the Warlord but its slow speed meant 
it would be out of range until the following turn. 

Meanwhile, two Ork warbands swept forward along the 
valley floor: Goffs preceded by numerous swarms o f 
Deat h Skull Grelch ln which were be in g used as a 
skirm ish screen 10 soak up casualties before the Boyl. 
dosed in. My robot company, bless their liule mechanical 
hearts, were unperturbed by all this and stoutly advanced 
towards !he hill in the centre of !he Orks' side of !he table 
and the second Goff warband firmly ensconced on it. 
Several detachments of Slormboyz were also moving 
forward into posit ions where lhey could lay down 
covering fire. 

Behind the hill, at the Orks' centre, a Snakebites warband 
composed entirely of Boarboyz stood as a reserve to 
exploit breakthroughs, plug gaps or deal with the 
Terminators if and when lhey turned up. Out on the rigbl 
nank my Warhounds and the other inrantry detachment in 
their Land Raiders leapt forward on their long, sweeping 
drive down the right 10 try a nd make su re the day 
wouldn't tum out grecn. 
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Firing on ~ nrst tum opened with an exchange of multi­
launcher fire from the WlJirlwinds and rokkit salvoes from 
the Orks, neither to much erred. 'The Warlord then let rip 
- after much consideration I'd decided I'd be beUer off 
trying to destroy the BnillCl'UShas before they nred. than 
whittling power fields off the Gargants. With a shower of 
lucky dice rolls the Warlord did some truly impressive 
damage, destroying a ll but o ne of the Braincrushas 
(including the Warboss!) and innkting more casualties on 
the rest of the Bad Moons. In return he took fire from 
both Gargants and lost most of his shields. 

SPACE MARINE EPIC BATILE 

Overall I feel that it was well worth laking the flak for the 
destruction the Warlord wreaked. Fortunately neither 
Gargant had its belly gun loaded with airburst, nor did 
they opt to nre while their movement was still upsetting 
their aim. 

By the end of the flfSt turn I had captured the buildings 
on the left and the hill on my right. Jervis had advanced -
almost to the head of his valley. but I wasn't unduly 
worried by this. Overall I was in a good position to begin 
tum two. 

--------- TURN TWO ---------

I started off tu rn two with the choIce of taking the 
Warlo rd onto first orders and slugging it out with the 
Gargants or heading for the buildings (wh ich were still 
two moves away). I opted to keep the Titan moving, I've 
seen too many Princeps get blown to pieces in duels with 
Gargants by trying to weather the damage they receive 
and hit them back. This never works because it always 
takes such a phenomenal amount of damage to kill a 
Gargant in comparison to a Titan. They often carry more 
weapons and this son of slugfest denies the Imperial a 
chance to get his shields back to full strength. As a matter 
of fact this self-same Princeps had his fltst Ti~ shOl from 
under him in my first battle against Gargants in exactly 
those circumstances. TIle rest of the Space Marines (and 
O rks) pretty much continued with their pre-planned 
u.k>. 

As we started moving the Space Marines deployed into 
the buildings on the left, but in a rather fragmented 
fashio n . OutSide, the first Gretchln were rapidly 
approaching, and the Dreadnoughts moved out to fire on 
them. On the left the Land Speeders skimmed forward to 
tty and engage the Bad Moons and keep them occupied, 
while thG Gapitol lmperialis also crawled into range 

Once again the Whirlwinds rained nre on the Orks, this 
t ime targetting the rapidly approaching Gretchin, again 
with singularly liule e ffect. If I had used my brains I 
would have hit the Great Gargant but those scurrying 
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Gretchin seemed awfully numerous and very close. The 
Stormboyz then opened up on the robots and knocked a 
couple out. The Great Ga rgant hammered into the 
Warlord again, th is time stripping ofT all its re maining 
shields. Only purest chance prevented the Warlord being 
annihilated there and then, as it was it got off with lo.5ing 
it's multi-launchers and some other light damage. This 
was nothing shon of amazing conSidering the hail of 
autocannon, macro cannon and gut buster shells it took. 
By way of return it blew most of the power fields off the 
Gargant, but this wasn't suffICient to worry Jervis much. 

In retrospect it was foolish to try and hit the Garganl in 
return. I achieved nothing, and should have concentrated 
on destroying more troops and vehicles instead. A1> it 
turned out I didn't fire another ShOl at the Great G~l 
for the remainder of the battle as there were always clo.ser 
targets which I could damage mote easily. If I had 
thought about it I would have realised that was going to 
be the case. 

On a brighter note the capitol lmperialis picked off the 
remaining Bralncrusha with its Defence Laser and the 
Dreadnoughts shot up some GreLChin. Unfortunately, all 
the Land Speeders achieved was getling two of their 
number shOl down. On the up side, by the end of the turn 
I had advanced as far as the woods on my far right. 
Overal1 though, not a good turn for the Space Marines 
and time to reassess my battle plan! 

TIlRNTWO 
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---------------- TURNTHREE ----------------
Things were really starting to hot up by now (see the map 
below); the first Ork warband was nearly at the buildings, 
the Warlord had no shields left up and had already taken 
damage, and the nanking force W2S still a good few turns 
2W2Y. Overall, things were looking grim for the forces of 
humanity. The Titan would have to run for cover behind 
the buildings if it was going to survive - though it could 
manoeuvre to keep firing on the Bad Moons as it did so. 
Meanwhile the Capitol Imperialis would have to fill the 
breach fora while. 

I also decided to make a quick sally out with Vindicators 
and Rhinos lurking behind the building and push the 
Dreadnoughts forward to try and break up the oncoming 
GrelChin and Wildboyz. If I was successful then I could 
hopefully innkl e nough casualties to break the Death 
Skulls completely, thus denying the Gaffs moving up 
behind their skirmish screen.The Land Speeders would 
make an attack run at the B2d Moons to distract them 
while the Warlord pounded them with its remaining 
weaponry and the Capitol Imperia\is hit them with its side 
guns. With this (slightly shaky) scheme In mind I ordered 
my troops and swung into act ion. 

Fonunately for me this turn the leaderless Bad Moons 
ended up on charge orders (orders are randomized for 
leaderless Orks) and the large Goff warband following 
the Death Skulls went onto first fire orders so they could 
snap fire at the retreating Warlord. When the Warlord did 
move off he luckily took no damage from their heavy 
plasma guns and this gave the Space Marines in the 
building another tum's grace before the big Goff warband 
arrived. The Slasher Gargant also Slaned to move down 
off the hill. The Deathskull Gretchin and Wildboyz hurled 
themselves against the buildings but were caught by the 
Dreadnoughts charging around one corner and the 
Rhinos round the other. 

To finally close the traJ'" the Vindicators trundled round 
after the Rhinos, the huge muzzles of their Thunderers 
pointed threateningly toward the Death Skull Warboss. To 
the right, the Warhounds were just coming into t2nge of 
the second Goff warband and the Land Raiders moved 

TIJRNTHREE 

into cover behind a wood to dismount their infantry 
before they had to run the gauntlet of plasma fire up to 
the hill. The robots were also dosing on the hill like an 
implacable steel noose, their fire intensifying as they 
closed the range. 

The Imperlalis took a hammering from the Great Gargant, 
starting a fire onboard (this was quickly extinguished the 
following turn). In return the Imperlalis and the Warlord 
shot up the Bad Moons so badly that they took no real 
funher pan in the action (though they stoically refused to 
break this tum), apan from blasting the remaining Land 
Speeders out of the sky. The buildings became an 
absolute maelstrom of destruction as Gretchin, Wildboyz 
and Ork 80yz fought Space Marines, Dreadnoughts and 
overrunning Rhinos. 

The Gretch!n and Wildboyz who reached the buildings _____ 
were hurled back by the Space Marines inside and took 
heavy casualties; the Space Marines came out completely 
unscathed. The Dreadnoughts and Rhinos also took a 
good toll, though a Dreadnought was destroyed by some 
panicularly lucky Gretchin and a Rhino fell at the hands 
of Ork 8oyz. The Vindicators killed the Warboss and all 
but two stands of the warband. Unsurprisingly, the 
shattered remmmts of the Death Skulls broke and ran. 
The Goffs on the hill fired salvo after salvo of rokkits and 
heavy plasma guns at the distant Warhounds and robots, 
but to little effed.. 
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TURN FOUR 
Last turn had been very good for me. I had succeeded in 
withdrawing my Warlord and mauled two warbands to 
the point where they were out of it. But despite this I had 
a feeling that it was time to vacate the buildings and 
withdraw to other positions before the Slasher got too 
dose or the big Goff W2rband arrived. The flanking force 
was now getting close and could start applying some 
pressure on the Orks' flank, but I still had two Gargants to 
worry about. After some deliberation I decided to send 
the Warlord back out again, because otherwise the 
Capitol Imperialis was going to get crucified. 

My decision to withdnw was a timely one. The Slasher 
carried on steaming forward, crushing two Dre2dnoughts 
underfoot. the Goff warband pouring dler it. The 
Snakebites finally committed themselves and charged 
down into the valley to support the Goffs. 

The sorry remnants of the Bad Moons caught the 
atmosphere and charged forward lI.S well. The Rhinos and 
Vindicators turned tail and headed back behind the 
buildings, the Vindicators laking fire fro m some 
Stormboyz as the y withdrew but coming out of it 
unscathed. 

The two remaining Dreadnoughts and the Space Marine 
infanuy started pull ing b2ck out of the buildings and up 
the hill to their rear. The Titan emerged !o engage the 
Slasher before it got any funher and the Capitol lmperialis 
hal!ed and channelled all power to weapons. On the right 
the Warhounds weaved and jinked as they closed in on 
the hill, their supporting infantry and Land Raiders 
charging from behind the wood (see the map below). 

The Great Gargant was doing all the damage, but much as 
I wanted to hit It, I knew I couldn't let the Slasher get too 
close with its OlainflSl. The Capitollmperialis was nicely 
placed to maul the Slasher and the Bad Moons with its 
side guns and broke them at last. Before the Warlord 
could fi~e it took another deadly salvo from the Great 
Gargan!, knocking down his shields again and writing off 
his macro cannon. The Warlord's return salvo stripped the 
remaining power fields off the Slasher but scored no 
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damage. The Warhounds and Whirlwinds also finally 
started scoring some telling damage on the Goffs 
defending the hill. The robots shot up some Stormboyz 
though the brave young Orks refused to break. 

At the end of the turn the Death Skulls rallied near the 
Great Gargant but were too b2dly mauled to rejoin the 
connict. The faithful robots also finally plodded into the 
cover of the scrub to the tight. I declded to commit the 
Terminators against the GotTs on the hill in the following 
turn. Now that the Snakebites had moved off I felt 
confident that the Terminators should be able to mangle 
the Goffs quite qUickly. The approaching flank force 
would then be able to mop up the remnants with little 
trouble and keep moving. Overall then , things we re 
progressing well for my Space Marines. 

TIJRNFOUR 
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Turn 3. The Death Skulls Warband, Bun Womba Snaga, attempts to storm the buildings supported by Gargants. StormboY1~ 
Goffs and Bad Moons. The Space Marines defending the buildings counter-auack with Dreadnoughts, Rhinos and Vindicators. 
Unsurprisingly, the Gretchin anacking the buildings failed to beat the Space Marines inside and were repelled with heavy losses . 

Turn 4. The Death Skulls having been almost wiped out, the Slasher Gargant and theGoffWarband. Wargnash Maguk. renew the 
attack. As the Slasher stomps flat several Space Marine Dreadnoughts in its charge foward, Warlord Titan IV, moves out of cover 
to II)' and stop the onrushing Garganl. In the background the Space Marines are withdrawing from the buildings to fonn their nellt 
defensive position on the hill behind 
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Tum S. Caught in a withering crossGre between the damaged Warlord Titan and a Capitollmperialis (just out of shot here) !he 
Slasher is hit and immobilized, with several fires started in the process. In the background, part of the Robot company can be seen, 
still advancing. 

• 

Turn S. Space Marine Terminators telepon into the hean of the GoIT Warband, Kargak Ratglob. as their brother Space Marines 
begin a nanking attack supported by two Head HlD1ter Warhound Titans. At the bollom of the picture Snakebite Boarboyz ean be 
seen coming to the Goffs' aid, all to no avail as the Warband is quickly shattered by the Space Marines' combined assaulL 
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TURN fiVE 
The Warlord was looking in a bad way so I decided to 
wlthdt:aw it into the cover of the buildings again, which 
would also hopefully take it out of charge range of the 
approaching S]2sher. The Space Marines around the 
buildings would have to continue withdrawing for 
another tum, and I also decided to pull the Vindicators 
across to try and help in dismembering the Slasher. 

The Warlord once again succeeded in disengaging and 
withdrawing behind cover, though with the Slasher 
dosing rapidly. The Space Marines still in lhe buildings 
completed their withdrawal successfully and the 
Warhounds loped forw.ard to almost {X)int blank range as 
the Terminators teleported in I rolled a four for the 
Terminators' teleport which would have failed if the 
regimental commander hadn't been with them and 
supplying his +3 modifier to the roll. Fortunately the 
deviation took me straight into the heart of the Goff . 
warband on the hill and the TerminaLots gleefu ll y 
engaged the Warboss and his retinue in close combat. 

Unfortunately this little party was gate-crashed by the 
Snakebites who hurled themselves back up the hill to aid 
their compadres. The Goff warband charging the 
buildings would be into them on the next turn and were 
so far almost completely intact. To counter this I moved 
the Vindicators to pound them instead. As luck would 
have it the approaching Goffs had also come closer to the 
robots than the Stormboyz so they beame the robots' 
priority targets. 

The Warlord and the Capitol Imperial is aught the Slasher 
in a withering crossfire, immobilizing it and starting 
several fires. The Great Gargant hit the Imperialis agJIin 
but only succeeded in knocking down its shields. The 
robots and the Vinc:i)atOfs, aided by supporting fire from 
the Whirlwinds and Mole Mortars, did conside rable 
damage to the Goffs tl:!?ugh it wasn't enough to break 
them. 

On the hill the Terminators smashed the few Boarboyz 
who had reached them and slaughtered the centre of the 
Goff warband in a vicious close combat. Though the 

TURN FIVE 
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Warboss miraculously survived, he and the remnants of 
his warband broke and routed down the hill, taking 
further fire from one of the Warhounds, the Land Raiders 
and the rest of the robots as they did so. The other 
Warhound shot up the Snakebites which had failed LO join 
the combat with the Terminators. 

The Orks were teetering precariously after this onslaught; 
all that it would take to rout them entirely would be 
another warband breaking or the Slasher being destroyed. 
Things seemed to be pretty much in me bag, though 
overconfidence at this .stage in a battle can often lead to a 
shocking change in circumstances. I only needed to 
destroy the remaining Orks' will to fight. I determined to 
try and smash them as qUickly as possible but keep my 
head and resist the temptation to ning everything 
triumphantly forward. 
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SPACE MARINE EPIC BATILE 

TURN SIX - VICTORYI 
I put the Terminators onto flrst fire orders to secure the 
top of the hiU and blow away any Boarboyz who got in 
the way. Likewise the capitol Imperialls and the warlord 
also went o n to first n rc o rders to try lind silence the 
Slasher once and for all. I was very tempted to ram it w ith 
the Imperialis, but I had a nasty feeling I might regret II. if 
the Slasher blew up. Both Wamounds continued charging 
forward to overrun the Snakebites and the routing Goffs. 

For their part the Orks dug their heels in, the large Goff 
warband stopping short of the buildings and going onto 
first nrc to try and hit the capitol Imperial is again (see the 
map opposite). The Great Gargant kept its weapons 
grim ly train ed o n the ImperiaJis and a couple of 
Stonnboyz korps rallied and prepared to fight again. 

1be Warhounds routed the remnants of the Golfs on the 
hill and sent the Boarbnyz packing. Robots, Vindicators, 
Terminators, Mole Mortars and Whirlw inds sent a hail of 
fire into the remain ing Goff warband but failed to shift 
them. The Capitol Imperialis managed to w ipe out half of 
one Stormboyz Korps and start more fires on the Slasher. 
The Warlord fin2l1y destroyed the Slasher with a weapon 
hit which caused a flashback to the magazine. 

1bc los.s of the Slasher was indeed enough to shatter the 
Orks' already shaky morale and they finally gave up the 
fight. So, with the Orks in Fun flight and the Space Marines 
mopping up the stragglers and re<:Qvering the geneseed 
from their fallen brothers j ervis and I sat down to review 
what the battle had demonstrated to us. 

-------~. CONCLUSIONS 

The Space Marine casualties were remarkably light: five 
Land Speeders, three robots, three Dreadnoughts and a 
Rhino, plus quite heavy damage to the Warlord and the 
Gapitol Imperialis. On the O rk side things were rather 
more serious. Apart from the Slasher, the arks lost fifty 
seven Infantry stands, four Braincrushas and th ree 
Battlewagons. 

Prom a tact ical point of view I think that j ervis had a 
bettcr plan to start o ff w ith. I ( in my arrogance) simply 
assumed he would deploy where I thought he would. 
Fortunately I pulled the si tuation back and in the end 
managed to win the day. 

I don't know why the arks suffered so many casualties, 
and can only guess that while I spent my time shooting 
infantry jervis was spending his time trying to destroy my 
Capito l Imperialis and Titan. In the end the losses 
sustainc;.d by his infantry were too great, his at12ck failed 
and the Titan still refused to go down. 

With the benefit of hindsight it's easy to say that it was a 
mistake to do this, but if the roles had been reversed and 
I'd seen a Titan infl icting crippling damage on one of my 
warbands on thefint turn I probably would have tried to 
destroy it as well. Both the Titan and the Capitol 
Imperial is did sterling work in propping up the left flank 
throughout the battle, a testimony to their firepower and 
durability. 

I think that jervis made a few crucial errors once the game 
was underway: the Boarboyz were held in reserve for too 
long and possibly should have been commilted against 
the buildings fro m the outset. Their speed would have 
stopped me deploying into the bu ildings at all and by the 
t ime I had fought them off the other two warbands would 
have arrived. A vehicle-based warband of say Evil Sunz 
would have had the same effect. Such a unit would 
p robably have helped to offset the Orks' slow infantry 
assault and put more pressure on me. 

Attempting to dose assault the buildings wit h the 
Gretchin was an act 0( madness - they had virtually no 
chance of winning and took (ar worse casualties trying 
than if they had stood off and shot. The second war band 

dallied too long fir ing at my Titan to little real effect, 
allOWing the Space Marines to withdraw in front of them 
with virtually no casualties. Having committed himself to 
making a concened rush against one Side, jervis fell into 
the trap of allowing circumstances, casualties and concern 
about my intentions to s low down his advance to the 
p:>int where he ended up trapped between the two forces 
he had sought to out number locally and destroy. If the 
Goffs had overrun the buildings and were occupying 
them by the t ime the nankers arr ived it would have been 
a very different story. 

Apart from my over-ambitious deployment the only other 
serious mistake I made was in committing the Land 
Speeders against the Bad Moons. The auack achieved 
nothing and the Land Speede rs were completely 
destroyed. There were numerous other minor foul -ups, 
like the slow and chaotic deployment of the Space 
Marines into the buildings, but Jervis never really made 
me pay for my mistakes. 

j ervis was also a lillie unlucky at pivotal moments in the 
game. With better dice rolls the Warlo rd and the Capitol 
Imperial is could have been destroyed several times over. 
The combined punch of the Terminators and Warhounds 
arriving when they did finally look the wind out of the 
Orks' sails and put me in control of the situation as I then 
had the Orks trapped in open ground between two 
forces. 

From a rules point of view we cooduded that the rules for 
the Mekaniak Rokkits were 100 time-consuming and the 
Rokkits themselves ineffective. The Shokk Attack Guns 
also achieved little, though w ith both these and the 
Rokkitsjervis had some of his worst luck of the game. On 
the other hand, the Terminators really swung the batlle 
for me. Combined with their regimental commander they 
were completely unstoppable, and evcn without him they 
would have been outrageously hard to beat in close 
combat. 

On the subjea of Terminators, jervis and I agreed to write 
down the location that they will be teleported to at the 
stan of future battles, though you can still decide what 
turn to 'port them in on. 
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\ 

ELDAR GUARDIANS 
All the Eldar who live on the Craftworlds are trained to fight as Guardian troops and every 
Eldar is ready to fight if needed. In times of emergency almost the entire population can be 
mobilised. Some Eldar will have been Aspect Warriors in the past, following one of the Paths of 
the Warrior, each of which represents one aspect or the Bloody.Handed God. The military skills 
of these Eldar are harnessed to provide officers for the Guardian squads. 

In this article, we take a look at how to paint Eldar Guardian squads from four Craftworlds. We 
cover squads from lyanden Craftworld in detail, showing you four different stages of painting. 
The first stage is to paint the model injIat colours. As soon as you've done this, your models are 
ready for playing games of Warhammer 40,000. Most garners will want to take their models 
onto at least the second stage, black.Uning, but this doesn't stop you playing one or more games 
with models that are only painted in nat colours until you've got time to paint them further. The 
third and fourth stages are ink washes and highlights which add more detail and realism to the 
models. It's up to you how far you take each squad - if you want to stop at the first or second 
stages, that's rine. And of course you can choose to paint some squads to one stage, some to 
another - if you follow these simple guidelines, they'll all look good on the tabletop. 

Part 01 a battle between our Goff army, Waa-GhazghlwU, and an Eidat broIIlrom the Iyanden CraflWOf1d. The two Eldar Guarcian squads are 
rlQhting alongside a squad 01 O&n\ Reaper Aspecl Warriors and. emerging from the wood, ellqUad of fire Dragon Aspect Warriors - 811 Eidat 
Warlock slands between the Guardian squads. The Orks on this llank 1118 led by Warb09s GhazgtlkuM I'Iimseil with his Retinue of Goff Nobz. 
On !he hill at the rear stand Kaptin Badruklt's Flash Gill Freebooter mob. Behind the Warboss and his Retinue is 8 Golf Roll. band - their 
thunderously loud muslk gelS any nearby Gofls worked up into such a Itenzy lhalthey can lire al twlc:8 Ihe OOfmaJ rale . 

• 
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ELDAR GUARDIANS 

IYANDEN CRAFfWORLD 
We'll use Ihe (our squads from Iyanden 
Cra(tworld to demonstrale all four 
painting stages. The same basic 
techniques apply to all the Eldar 
Guardian squads, so we'll just give you 
brief dellils of what colours were used 
for squads from the olher Craftworlds. 

BEFORE YOU START 
The fi rst thing to do with Iny 
miniature, whatever stage you're 
painting it to, is 10 trim off any excess 
flash (lhe thin spikes and films of metal 
thai adhere to models as part of the 
casting process ). H the model has 
separate arms, weapons etc, glue it 
Iogelher using supcrgiue and Ihen glue 
it into its base. Finally undercoat the 
model wilh white paint - a spray can of 
matt white car primer is the best thing 
for this though you must spray the 
models in a well-ventillled area, 
preferably outside. 

STAGE ONE: 
FLAT COLOURS 

For this stage you define the basic 
colours of each area of the model 
without wonying about anything like 
shading or highlights. 

You'll find Ihat if you're fairly neat 
about geuing Ihe colours in the right 
places you ' ll have a more than 
presenta6le unit o( models in no time at 
all - certainly good enough to get on 
and playa few games of Wuhammer 
40,000 before you take them further. 

The eolour seheme (or the Jyanden 
Craftworld is yellow armour wilh blue 
helmets and weapons. For the yellow 
areas, we used Sunburst Y cllow and for 
the blue areas Enchanted Blue. 

Wfli painted the chain mail parts of the 
annour with Gun Metal and the meta1 
puts of the shuriken calapults with 
Mithril Silver. Packs and holsters were 
painted with Bestial Brown, and Chaos 
Black was used for small areas like 
laspistol handles and valves on the 
backpack. 

Finally we painted a couple of sma11 
dabs of Go Fasta Red in the helmets' 
eye soek.ets. 

Banner 
The leader of each squad carries a 
banner that identifies the squad 's 
Craftworld and the squad itself. For the 
Iyanden Craftworld, all the banners 

Slage an.: tyanden Oaltwor1d Balli. Squad anned with shu-iken carapults 

SIaQa Two: tyanden er.1tworId Close Combat Squad armed with laspistol. and power swords 

show the Iyanden symbol in yellow and 
orange on a blue background. 

The colourccl serrated end of the banner 
identifies the squad - for this squad. the 
end of the banner is purple. This colour 
is often repeated on an Eldu's sash 
when a !.ISh is worn. 

We've provided black and white copies 
of all the Guardian squad banners 
we've used. You can photocopy these, 
paint them and cut them out to use on 
your own Eiclar troops. 

The banners are fixed to banner poles 
by folding them over and gluing them 
back on themselves. We've made these 
banner poles rrom pins. 

The poles are superglued into a small 
hole drilled into the top of the 
backpack. We used a pin-vice (or this 
(a small hand-held modelling drill- see 
the modelling article in last month 's 
White Dwarf for more decails). 

Bases 
We fltst painted the bases with Goblin 
Green. Once Ihis was dry, we painted a 
coat of thinned-down PV A glue on the 
tops of the bases and then stuck the 
models into a box of sand so that their 
bases were completely covered. 

Once the glue had dried (which only 
takes a few minutes) we removed the 
models and shook off any excess sand. 
This lefl us with a roughly.textured 
base which we lightly brushed wilh a 
Bilious GreenlSunburst Yellow mix 10 
create Ihe appearance of grass. 

STAGE TWO: 
BLACK·LINING 

To black-line a model you simply paint 
a thin line of Chaos Black wherever 
two colours join and in the cracks and 
creases that are sculpted into the 
miniature. 

This helps define Ihe separate areas and 
gives the appearance or shadows in the 
depressions. Don't worry if you slip 
occasionally - it 's easy enough to touch 
up any mistakes later. 

If you find that your black paint is a 
liule too thick, mix it with some Black 
Ink - this will flow smoothly and slill 
give you a good, dark line. 

Notice how the black-lining really 
helps to sharpen up the detail on the 
models. For example, take a look al the 
eye and mouth pieces of the helmets 
and at the lines separating the fl1lgers. 

.." 



ElDAR GUARDIANS 

STAGE THREE: 
INK WASH 

With the fust sUlge you blocked ou[ the 
main colours and with the second stage 
you defined the colours and shadows -
units of models painted this far will 
certainly look great in any batlle. l1\e 
third and fourth Itagei add the fine 
touches that give the models that extra 
bit oCtealism. 

Although you'll probably eventually 
want to lake most. if not all, of your 
units to stage two, you might keep the 
later sUlges to just a few units, perhaps 
your eli te squads, and the character 
modcl •. 

When you're fl1$l building your army, 
you'll want 10 get units ready to playas 
soon as poSSIble, so it's often worth 
leaving these later stages until you've 
got enough basically-painted models. 

There's plenty of time to come back to 
them once you've started to fight 
baules with your army. 

For sUlge three you give areas of the 
model an ink wash. TIlls is a thin glaze 
of ink that adds exira r ichness to the 
colour. With darker inks this sUlge also 
creates a shadow elIect as the ink pools 
in aeases and hollows. 

We gave the models a wash of Yellow 
Ink over the armour to get a richer, 
deeper tone. Then we used Black Ink 
over the silver parts of the lasgum:. This 
had the dual effect of dulling the silver 
to make them look more realistically 
metallic and helping to pick out the 
details where the ink settled into the 
dep-essions. 

The helmets weren't given an ink wash 
because we deliberately wanted to 
leave them with a smoolh, nat finish. 

Blue Ink would have considerably • 
darkened the tone and we wanted to 
preserve the lighter colour. 

The identifying colour for this unit is 
red, as seen by their banner. They also 
wear a red sash. This was painted wilh 
Blood Angel Orange as pan of the flfSl 
stage. We gave the sash a wash of Red 
Ink to deepen the tone and to eTeate 
shadows in the folds - this works well 
because we started .with orange so 
there's a noticeable difference where 
more Red Ink remains. 

STAGE FOUR: 
HIGHLIGHTS 

Where the third SUlge used an ink wash 
to provide shadows. this stage picks out 
highlight details. This is done with a 
lighter shade of the base colour, eilher 
using a lighter-coloured paint or by 
mixing Skull White with the base 
colour. 

For this squad, we used Sunburst 
Yellow mixed with Skull White to 
highlight Ihe srmour. Enchanted Blue 
with Skull White for the helmets and 
luguns , and Mithril Silver for the 
metallic parts of the lasguns. 

The aim is to pick out the raised areas 
and edges - ie those areas that would 
catch the lighl. You don't want to be 
too heavy-handed wilh this - the idea is 
to get the effect of highlights. not to 
lighten the tone of the whole area. 

For the chain mail, we used a mix of 
Mithril Silver and Boitgun Metal. This 
was drybrushed on to make the links of 
the armour stand out. 

Drybrushing is a quick highlighting 
technique that involves applying a 
sman amount of paint to the chosen 
area with I brisk brushinJ motion going 
against the contours of the model. 
(Drybrushing is described in detail in 
the Marauder Undead article elsewhere 
in this issue.) 

If you look al the Go Fasta Red gems 
on the chests of this unit. you ' ll see that 
there'! a tiny dot of Sku11 White on the 
top of each Jem. Thil is an excellent 
and very quick way or providing a 
highlight for anything made of glass or. 
crystal, including things like gems, 
vjSOR and Joggles. 
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BIEL-TAN 
CRAFfWORLD 

This squad is painted 10 Stage Two. 
The armour is Skull White. The mail 
armour and the metallic puu of the 
shuriken catapuhs are Chainmail. The 
remaining parts of the shuriken 
catap.lIts are Blood Angel Orange. The 
helmets are Woodland Grcen. with 
Goblin Green for the sashes. 

Once the basic colours werc completely 
dry, we used Chaos Black to line the 
edges of the armour pla1es and so forth. 

SAIM-HANN 
CRAFTWORLD 

This squad is painted to Stage One. The 
armour is Blood Angel Orange with 
Bolt Gun Melal for the chain mail 
parts. The helmets are Skull White, 
wid!. Striking Scorpion Green in the eye 
lockett. The blades of the power 
swords are Chainmail and the hilts are 
Shining Gold. The laspistol is Chaos 
Black. 

ULTHWE 
CRAFTWORLD 

This squad is painted to Stage Two . 
The UJthw~ colours are very darlc and 
most areas of the models were painted 
Chaos Black. The helmets, shuriken 
catapults and .uhes were painted 
Sunburst Yellow. The eyes wcrepicked 
out wilh Go Fasta Red. The yellow and 
red areas were then lined willi Chaos 
Black ~ then: wu obYiously no point in 
lining the areas that wen: already black! 
Finally we drybrwhcd the chain mail 
and metallic parts of the shuriken 
catapulls with Mithril Silver - this 
takes the unit a little further than the 
nonnal Stage Two but the dryb'ushing 
effect is so quick and effective that it 
was well wonh iL 

ELDAR GUARDIANS 

Stage Two: Biel-Tan Cfalt\lrtorid Banle Squad armed with ,huriken catapults 

Stage One: Salm-Hann Cralt\lrtorid Close Combat Squad armed wilt! laspistols and power swords 

Stage Two: UI1I'Iw8 Crattwortd BilnIe Squad armed wilt! lhurik.en catapults 

I'fanden CfalflltOrld 

You can photocopy !heN black and while baMers, paintlhem and OJt 
them out for use with yOlK own Eldar Guardian Squads 

""" 
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r THE MAGICIAN'S SON 
A Warhammer Fantasy story 

by Barrington J. Bayley 

here have been goblins 
hereabouts," Muenchbek said. "I 
can smell them. by Manann." 

"Smell them?" Vukotich, his 
younger companion. shifted 
uneasily and looked about him. 
"Haw do you smell them? What 
do they smellliJce r 

"Oh, you wouldn't be able to 
do it." Muenchbek was peering 
through the (Jees, bulky in his" 
thick leather jerkin and brass­
studded marion. "Hmmm." 

The trail was slight and the 
forest dense. Earlier in the day 

there had been bright sunlight. but now a mist had descended 
and the gloom and darkness of endless wilderness lay all 
about. "I didn't think to find them this fir south," the 
Marienburger said gruffly. "Oh well, we'd better keep 
moving." 

Vukotich didn't like the situation Ind hung back. 
Muenchbek. when he did not hear the tread of his buskins 
behind him, SlOpped again and looked back. baltJe-axe resting 
on his shoulder. His white teeth showed through his beard in 
a mirthless grin. "What's the mauer? Are you afraid now?" 
He raised his arm and pointed back along the trail. "Bd to 
Middenheim then. Beg in the gutter. Better still, tty your luck 
in BretoMia or some place like that. Wade in farm muck 
minding pigs and chickens - perhaps thu's what you're 
used to." And he WIned his back and went lumbering on. 

After a few moments Vukolich followed. Muenchbek's 
taunt had mlde him angry - he'd never told Muenchbek 
much about his carly life, other than that he'd spent some of 
it in Kislev. But it WIS not advisable to walk alone in a 
goblin-haunted forest. 

Vukotich had been wandering the streets of Middenheim 
looking for work as a hired sword when he'd had the good 
luck - though as dusk began to press. he was not sure it had 
been good luck at all - to meet up with the mercenary 
Muenchbek, himself having just arrived in Middenheim after 
taking part in sodle kind of trouble somewhere, and also 
looking for work. But pickings in Middenheim were thin. On 
hearing of a campaign against the east being prepared in 
Kislev, Muenchbek had decided 10 try his luck there, and it 
struck him Ihat Vukotich, wilh his acquaintance of the region, 
would make a useful companion.at-arms. Vukotich hadn't 
much liked the idea of jowneying blCk 10 Kislev, which he'd 
been only too keen leave behind him, but Muenchbek had 
persuaded him. 

Actually they were eating bener now than they had in 
Middenheim. The forest had plenty of game and both men 
were expert trappers and hunters. But though his belly was 
full of venison, Vukotich felt an empty sensation in his 
stomach as he paced after hi' companion, taking the 
precaution as he did so of fastening his bowstring. 

The trail swerved north and passed by a tumble of stone 

and rock. Muenchbek paused. He raised his head, and sniffed. 
'7hey're here," he hissed. "'/' can ~U IMm,lhey can 

~U I/.S!" 
And al that moment something came scrambling over the 

rocks that reared over their heads 10 their left. They were 
green as moss. green as green leaves, as if they had grown 
like a vegetable cancer in the forest, squat and burly, lower 
jaws fanged, toad-like skin rippling with muscles. FOT 
weapons they carried small swords and cudgels studded with 
spikes , blades and slivers. which Vukotich saw come 
tumbling down on him. 

There were three of them. Vukotich dropped his bow and 
snatched his sword from its scabbard. Muenchbek's great 
battle-axe was already swinging, biting into the shoulder of 
the flrsl goblin, whK:h grunted and gobbled with pain, ichor­
blood gushing to the ground . The creature rolled aside, 
leaving Muenchbek 10 its two companions and making for 
Vukotich, swinging its fearsome cudgel into its left hand. 

For an instant Vukotich froze. He knew now what 
Mucnchbek meant by Ihe smell of goblin. Its blood, its sweat, 
had an overpowering tang, like crushed ants, like pickled 
melon gone bad, like an apothecary's acid that tickled the 
nostrils and made one hold one's brealh. He sidestepped 10 

avoid the cudgel's spikes and jabbed It the creature's left 
ann, hoping 10 incapacitate it, but produced no mOTe thai a 
rivulet of dark blood from the timber-hard bicep. He heard a 
throa!)' rumble. saw the great mouth gape. and then a forest 
of spikes was hurtling for his face. 

Instinctively he brought up his sword, and at the same time 
ducked. The bludgeon new past, one iron spike coming 
within a hair's breadth of gouging out his eye - and after it 
came the goblin. Ihe heavy clammy body s!liking him and 
carrying him 10 the ground. 

It took him a moment to realise that the goblin was 
motionless. That it was, in fact dead, the blood from its 
wounded shoulder driWing over hi, jerkin. He struggled to 
free himself and stood up. A very long, light green arrow 
protruded from the goblin's back. 

Where it came from he had no time to think, for he saw 
that Mucnchbek was hard pressed. Keeping his two attackers 
II bay with wide sweeps of his axe, the Marienburger had his 
short broadside in his left hand, moving like a dancer to 
prevent them from bracketing him. But the goblins knew 
somelhing of footwork 100. Suddenly one was behind him, 
weapon raised for the dealh blow. Vukotich snatched up the 
fallen goblin's bludgeon, and brought it down wilh all h is 
might on the flat, green head. 

The spikes went into the goblin's skull with a crunch of . 
bone. all the way 10 the timber. The club was wrenched from 
Vukotich's grasp as, still standing, its own weapon still 
raised, the aeature turned to look at him. The exprec:sion on 
its face was one of smplse. almost puulement; the bludgeon 
balanced on its head like a hat. 

Then the tip of Muenchbek's b-oadsword appeared briefly 
from its burly chest, like the flicker of a snake's tongue, and 
the goblin toppled like a fallen tree. 

• 
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A breathless laugh came from Muenchbek. " It's hard to 
kill a goblin by hitting it on the head. TIley can fight with half 
their brain gone. ThankJ for your help, comrade." 

Behind him the third goblin lay sprawled. ilS torso hacked 
opm in several places. To make sure Muenchbek sLepped to 
it and chopped through ilS neck. 

"Someone helped us," Vukotich said. pointing to the arrow 
that had saved him. Muenchbek slued at it. 

"An elf &nOw ... made of the lornalim wood they use." 
TIley both Slued up the l1ail. At first rhete seemed 10 be 

nothing. Then. as if condensina out of the mist, a slim figure 
appeared and sauntered towards them. As it came nelU"er 
Vukotich saw Ihe longbow, the fletches of wi arrows, Ihe 
pointed earl and honey-coloured skin. 

TIle elf glanced at the goblin corpses. "Well done," he said, 
in a cool distant voice. "'Though I do not think you have dealt 
with them all." 

Muenchbek was clearly uneasy. "We owe you thanks," he 
said gruffiy. "But what brings you here?" 

"I have been following you for over a daY." 
"Why?" 
''Curiosity. 1 sense entertainment." 
The elf spoke Reikspiel, the common dialect of the 

Empire, with an incisive, loo-correct accent. Muenchbek 
grunted, but whatever he might have replied was cut off by a 
loud moan from the other side of the rock pile. He cautioned 
Vukotich to silence, and together they padded towards Ihe 
stones. 

"00 not fear," said the elf loudly. "II is anolher of your 
kind." 

Muenchbek and Vukotich forced their way through the 
bushes and up a bank to come out behind the rock pile. 
There, they discovered a man, bound and gagged, lying on 
the ground and glaring pleadingly at them. 

To Vu1cotich he seemed about Muenchbek's age, perhaps a 
bit younger, his hair lank, his beard white and bushy. He wore 
a long grey belted cloak decorated with arrow designs. and a 
brimmed hal The goblins had not bothered to strip him when 
they tied him up, and he attempted desperately to speak 
through the gag when his rescuers found him. 

"My son1" he gasped when Mucnchbek removed the cloth 
from IHs mouth. "Please! You must help me gct my son 
back!" 

''Calm yourseU." Muenchbek stood while Vukotich cut Ihe 
man's bonds wilh hislmife. He clambered to his feet, rubbing 
his chafed wrists. He was tall, th in, and slightly stooped. 
"The goblins have him. We must not delay! Rescue, sirs, 
rescue - I beg of you!" 

''Tell us who you are and what has happened." 
"I am Rodrick SemperphiliWi - at your service, sirs. We 

were travelling from Kislev to our home in Talabheim when 
the goblins took WI - we were told these woods were safe!" 
/Ii. look of agony aossed his fearures . '"Tbey were taking me 
oil IS a thrall, but my boy they meant to have sport with. You 
must help me - before it is too late!" 

He was quaking wilh fear and anxiety. With pale blue eyes 
he looked Sl1aight into lhe eyes of Muenchbek.. "You m.u.st 
help me - you IIWst help me - you must help me - Y0II. 
must help me ..... 

Muenchbek', eyes became empty and vacant, and the 
refrain went on like a chant. Then Vukotich witnessed a 
remarkable thing. His comrade started, IS if suddenly waking 
up, and his eyes hlaz.cd with sparkles, spolS and Dashes of a 
purple colour. He had never seen anything like it, and some 
of the feeling he had felt during the encounter with the 
goblins returned, this time wilh a bottomless quality 10 it, as 
if something he had Imown and uusted was turning strange 
and unpredictable. 
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Angrily, Muenchbek shook his baule-axe. ''Try to trance 
me, would you, wizud?" 

Sempc:rphilius seemed surprised by the mercenary's briefly 
changed appearance. But he stood his ground and became 
~Im. 

"I see that you, too, know of magic." 
''That's enough of that talk," Muenchbek: retoned in a 

blustering lOne . 
.. ~ you wish," said Semperphilius. '"Then I will pay you 

- in gold. Good gold. For pity's sake you must help me! In 
the name of all the gods, you cannot leave a child in the 
hands of those ... monsters!" 

Muenchbek was inspecting him thoughtfully. "Well, you 
are right," he said presently. "What he will suffer at lheir 
hands is scarcely lhinkable. So how many are there, and 
where are lhey?" 

A great sigh of hope came from Semperphilius. "If you 
continue your course you will have to face them anyway, for 
they are less than a mile away. I think: there are at least a 
couple of dozen of them." 

Muenchbelc shook his head. 'That is too many." 
"Can you nOI render yourself invisible?" 
"I have no such powers, wiz.ard," Muenchbek told him. 

"You overrale me." 
''There is confusion powder in my satcheL. but Ihe goblins 

have it." 
"Well, Vukotich and I cannot kill that many goblins 

between us. that is certain." 
Vukolich nodded agreemenl 
The wizard bit his lip. "I have gold. much gold in 

Talabheiml" 
"Gold will not kill them either," Vukotich put in, 

"especially if it is in Talabheim." 
Semperphilius went down on his knees and wrung his 

hands as if in prayer. "Save my son - there must be 
something we can do!" 

And all eyes turned to lhe elf, who had climbed Ihe rock 
tor and was looking down on them. 

" I will aid you," he said softly. 
'That could rum the balance," Vukotich said. 
"Yes," agTeed Huenchbek, "especially with lhat bow of 
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yoms. elf." . 
"Aye-"The eJfpulled out one of his arrows and balanced It 

on a fmger. It seemed almost u IonS as a spear. 1bese ce 
goblin.killen." .. . . . 

"I will give you gold. Semperphilius proCl\Ised. 
''001(11'' The elf laughed "We will talk of payment later." 
"Yes, time enough for that." Muenchbek said. "We'd best 

get moving, and hope your boy is still in one piece!" 

D espite the need for hute, Muenchbek and Vukotich 
nevertheless found the opportunity to discuss 
payment for their services with the magician as they 

trudged the !rail They were 10 receive one hundred and fifty 
gold Reibncb and two hundred gold Eagles of the Kislcv 
currency, roughly one·third now if Semperphilius' ~atcbel 
was recovered and the rest when they had csoortcd him and 
his son to Talabheim. The elf h.t given his name as Cllblsh. 
4Il·Eshaifl, as near as Vukotich's ear could make it. From 
time to time Vukotich glanced in his direction, wonder~g 
what payment the elf had in mi nd for his part in thelT 
enterprise. 

The smell of woodsmoke reached them, which pleased 
Muenchbek: it would mask their human odour. Semperphilius 
pointed and nodded. . 

Gradually they worked their way through the woods untd 
they looked down into a glade where !he goblins had built a 
fife. The hwnan boy !hey had was there too, a lad of about 
seven yellS, Itripped naked and bound to a frame made of 
lIaves cut from nearby trees. His face was slack and 
despairing, a grimace of fear. Two goblins were smearing 
mud and clay over his body in thick gobs. 

'They mean to roast your son alive, magician," Vukotich 
mwmured "He's for their supper." 

A low moan escaped Semperphilius' lips. 
Cuolsh·an·Eshain leaned close and whispered in a low 

voice like distant chimes. "Here is our pllllL You two enter 
the glen where the big oak grows, and attack. Your 
appearance will distract them so they do not run for cover 
when my anows start to fly. Be on your way, now, and 
quietly." 

The strategy seeme~ errective to Muenchbe~ and 
Vukolich. Hearing the dlonles and grunts of lhe gobllTlS as 
they talked in their own ugly language, !hey made their way 
carefully down the slope and pushed t~rou~h the 
undcrgrow!h until they could peer through the foliage mto the 
glade. . 

"All right." Mucnchbek: said. "I'll lead. Keep close behind 
me. Cover my back. Use your sword to spit them before they 
reach their wcapons." 

Vukotich nodded. Through the woodsmoke he caught the 
whiff of goblin sweat. 

Then they crashed their way into the open. 
MuenchbcJt's broad back was ahead of him. The great 

bawe-axe flew, biting a goblin neck and laying it open 50 that 
the head flopped. 

The goblins were slow to respond at first. stopping to stare 
with loaD or comic indignation. Vukotich jabbed one in the 
side with his sword, making a deep thrust. The creature 
responded by reaching for him, taloned ringers gropin~, and 
he slashed VK:iously at its arms unlil it feU back and hmpcd 
away. 

Muenchbe.k headed S!laighI for the boy. A cudgel hurtled 
across the clearing, fllDlg like a stKk., and would have bramed 
him had not Vukolich shoved him forwud so that the rrussile 
passed between them and thudded inro the earth. But now the 
gobiinJ were rousing themselves and seizing their cudgels, as 
well as long jagged knives, and a veritable wall of death 

would have come upon the two humans had not a so.um ~e 
a very high.pitched bee entered the glade and slim light 
wooden shafts begun darting with incredible rapidity one 
after the other, each rmding its Jump of gtcerJ target. 

In only one case was Cuolsh·an·Eshain's aim deficient. A 
large goblin wearing a helmet charged at the pair of humans 
waving its III11tS. an arrow through its head from ear to ear, 
uttering a peculiar growling wail. Muenchbek was already 
occupied; Vukolich found himself in the goblin's embr~ 
fangs reaching for his neck, his sword ",?"enchcd. from hiS 
grasp. He reached up with both hands, seized !h~ lffiplanted 
arrow on either side of his attacker's head, and med to push 
it back., using aU his s!length. . 

It was useless. The goblin's neck muscles were like a 
bull's. 

But a moment later it slumped, and fell awa)"from 
Vukolich. Without his realising it. his sword had gone right 
through the CIUture as it rushed at him. 

He planted a foot on the body and pulled out the bl~e with 
difficulty. Suddenly it was all over. The death of the~r leader 
panicked the remaining goblins, and they ran off Into the 
woods. Seven dead or dying goblins lay in !he clearing, four 
of them killed by the elf's arrows. 

The two mercenaries moved from corpse to corpse, 
making sure of them with their swords. Down ~e opposite 
bank, crashing through the undergrowth with JOYous 
abandon, came Semperphilius the magician. 

"Reiner! ReilJCTI" 
Their grisly work finished, Vukotich s.tood ~y ~s 

Muenchbek freed the boy. His father caught hun up tn hiS 
arms in an ecstasy ofrelief. Tears coW'sed down his checks: 

"You arc all right now. You are safe." He began rubbmg 
the mud off his son's body. The boy, for his pan. remained 
dumb. He seemed numbed by his experience. 

Vukotich felt a heany slap on his back. "Well, we're doing 
well," Muenchbek said. "Two military encounters in one 
day? And as luck would have it, we're slill alive! Well, how 
did you like it?" 

"It was stnightforwud enough," Vukolich replied slimy. 
Mucnchbek laughed. "In time you can even get a taste ror 

it. The thought of dying can come to mean nothing to you." 
He gestured and klwered his voice. 'That youl'lg boy, though, 
will need a bit of care." 

"Yes" replied Vukolich automatically. though he wasn't 
much ~ncemed He saw Cuolsh·an·Eshain descend into the 
clearing. "Did you not think it risky LO trust the elf?" he 
asked. "What ifhe had simply left us LO be slaughtered?" 

Muenchbek shrugged. "Oh, an elf usually does what he 
says he'll do. It's in other ways you ha~e to be c~cf~I, and 
our magician friend has maybe been a little rash, m hiS need 
for help." 

Before Vukotich could ask what he meant by that, 
Muenchbek had left his side, offering his water·bottle to 
Semperphilius to clean the boy up a litlle. . 

The two mercenaries searched the cleanng, and found the 
magician's satchel and Reiner's clothes, which had been 
ripped from him. Muenchbek then settled down cross.legged, 
and with the sewing kit which Vukotich had learned every 
profeuional soldier canied with him, and which to his 
amusement Muenchbek called his 'housewife', set about 
stitching them back together. . 

Before long Reiner was clothed and seemed a bttle 
consoled, though he still said nothing. Muenchbek came to 
his feet. 

"We'd best not camp the night here. The gobbas could 
return with more of their kind. though 1 imagine none are too 
ncar. Still, we'll put a mile or two between us and this place." 

"Wait," Cuolsh·an·Eshain ordered calmly. He had been 
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retail stores and we're currently looking for staff in the 
UK, Canada and Australia. 

Garnes Workshop stores are morc than simply games 
shops - they arc the centre for the Games Workshop and 
Citadel Miniatures hobby in their area. To work in a 
Games Workshop store you need to be more than a 

capable salesperson - you need boWldless energy and enthusiasm for Games Workshop games and Cil.adcl Miniatwcs. 
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We're looking for mature people, preferably 21 or over, who are outgoing, bright. friendly and have enormous 
enthusiasm for every aspect of the hobby_ Previous retail experience isn't necessary but we expect a professional 
approach to retailing and if you've already worked in a shop so much the better. 

UNITED KINGDOM 
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Workshop in our expanding chain of shops as 

CANADA 
We've recently opened our rust stores in Canada at Toronto 
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for expansion and we're going to be opening more shops in 
Canada. 

We're looking for people resident in Canada who'd like to be 
part of the growth of Games Workshop and the Games 
Workshop hobby in the country. We're after people who are 
already deeply involved with Garnes Workshop and Citadel 
Miniatures as garners and want to turn their hobby into a 
career through working in our stores, as 

Store Managers and Store Assistants 

We'd prefer people with retail experience (it doesn't have to 
be in a games store) but it's not essential. 

This is a great opportunity to become involved with Games 
Workshop at an exciting time of expansion and your chance to 
playa key role in the development of our hobby. 

If you're an experienced Warhammer player and you're keen 
to be part of Games Workhop's growing retail chain in 
Canada, please write in the first instance to Mike Cheney, 
enclosing a full CV/resume and details of your gaming 
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Games Workshop Toronto 
331 Queen Street West 
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Retail Area Managers 
Retail Store Managers 

and Assistant Retail Store Managers 

We're interested in people who can take their enthusiasm for 
the Games Workshop and Citadel MinialUres hobby and pass 
it on to a wide range of cutomers of all ages. As a retail 
manager, you'd be the key person in building up the hobby in 
your area. You need plenty of energy and the ability to 
organise Games Clubs, Gaming Leagues, painting and gaming 
demonstralions and events of all kinds. 

So if you're a keen Games Workshop hobby gamer with retail 
experience and you're looking for a cha11enging and exciting 
career. phone Clive Thompson on 0773 769731 today. 
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standing patiently by. '7here is something to be settled flTSl" 
In answer to their quizzical stares, he continued, "My 

payment. of coune." 
"Yes, of course," Semperphilius said fussily. "What is ill 

can give you?" 
"I will take the boy," Cuolsh-an-Eshain said. 
Semperphi1ius clutched Reiner to him and glated at the elf 

in alarm. 
"Come now, it is a fair exchange," Cuolsh-an-Eshain 

reasoned. "I have saved him fr9m an early death, and one 
which would have been excruciatingly painful. Furthennore, 
you will be relieved of any anxiety on his behalf, for no more 
harm will befall him while in my ward." 

Violently Semperphilius shook his head. "No. No. Ask for 
something else." 

'There is nothing else I want or would ask. Your own kind 
you can pay with gold, but you cannot lempt an elf with 
riches, for we know how to gain all we need. It is no great 
pleasure for us to keep a child of your race,. for human youth 
is such a passing thing, but I sense a spedaJ quality in this 
ooy. He will be weU cared for, and wiUleam something of elf 
craft, which many humans covet." 

"No!" Semperphilius thrust Reiner behind him. "You shall 
not have him! He is mine! Begone. elfl Begone!" Wildly he 
looked to the two mercenaries. "I have hired you - protect 
usl" 

Vukotich frowned but then Muenchbek looked doubtful, 
and put his hands behind his back. "You hired the elf 100," he 
said. "I see no reason to intervene if you break an 
agreement." 

It was all too much for Reiner, who bUTst into tears. 
Vukotich looked questioningly al Muenchbek. The 
mercenary shrugged. "The boy will be all right with the 
elves," he said. 

Vukotich could not understand such a disavowal of interest 
in the boy Muenchbek had just risked his life to rescue. He 
remembered how strange his eyes had looked only a short 
while ago. Was Muenchbek something other than he seemed? 

Or was he simply afraid of Cuolsh-an-Eshain? What if 
Vuketich made a stand? Would he back him up, or leave him 
to his fate? 

'The ooy's been through enoug.ll," said Vukolich, thinking 
of the reSt of the money the magician had promised them. 
"He belongs with his father." 

Cuolsh-an·Eshain 100ked at him coolly. His elf's eyes were 
so distant and unwavering, so disturbingly differenl from 
human eyes, that Vukotich felt unnerved. 

'This is no concern of yours," the elf said in a silvery tone. 
"It is between myself and the man who hired us." 

"Leave it alone, Vukelich," Muenchbek warned in a low 
voice. "The elf can have the boy for alii care." 

Vukotich look a watchful step back, half-expecting the elf 
to ipake a move. to reach for the slim blade he carried in a 
delicately inlaid scabbard. 

But the elf only smiled lightly. "Perhaps he is a little 100 
old, after all. There is not much youth left in him." 

Without another word he strolled to the north side of the 
clearing. In a moment he had s idled into the forest and 
disappeared from view. 

Semperphilius clos ed his eyes and uttered a great 
shuddering sigh of thanks. But something of a sullen feeling 
descended between Vukotich and his companion. 

T he magician's satchel proved to contain aoout eighty 
Kislev Eagles and a few Reikmarks, as well as assorted 
phials and little casks - wizard's appurtenances, 

Vukolich guessed - and some parchments. Muenchbek gave 
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half the money to Vukolich, placed his own share in a thick 
leather purse he carried nexl 10 his body and, somewhat 
reluctantly Vukotich felt, returned the satchel and its 
remaining contents to Semperphilius. 

It was omy then that the magician disclosed his route 
home. A day's journey back along the trail would bring them 
to a path south which eventua1Jy led to a tributary of the river 
Reik. He knew a forest settlement on the banks of the river 
where a ooal could be obtained. From there on the journey 
should be easy, unless beset by river pirates. 

As agreed, they quit lhe goblin camp and made as much 
distance as they could bdore darkness proper fell. 
Muenchbek found them a hidden hollow weD off the trail, 
shrouded by the branches of an ancient tree, and there he 
built a fire and produced some strips of dried venison for 
their supper. It was not till then, once they had sellled, that 
Vukotich noticed the tension between the two men, oordering 
on erunity. At fllst he thought it hardly surprising, seeing lhat 
Muenchbek had refused to oppose the elf's claim to Reiner. 
But, it emerged, there was more to it. 

It began with shadow-ooxing, in all apparent innocence, 
and Muenchbek poli lely enquiring if Semperphilius was a 
native of IGslev. 

"No, I am of the Empire," the magician said. "I moved to 
Kislev for safety. There was such trouble in the Empire, and 1 
had my son to think of." He glanced fondly at where Reiner, 
exhausted, lay sleeping, his blond curls gleaming in the 
fllelight. "Bul now that the uprising is finished and things 
have settled down, I decided to move back, especially as 
Kislev is arming itself for war now, and who knows how that 
will end? Why those who stand over us want to imperil us 
with their wan I do nol know. Pardon me, I had forgotten that 
you 100 are a man of war." 

"Your accent escapes me," Muenchbek remarked casually, 
as though the mailer was barely worth a mention. "Native 
Reikspiel, I suppose, but which province? It seems unlike any 
I have ever heard, and I thought I knew them all." 

Semperphilius poked the fire with a stick and asswned an 
air of ooredorn. 

"When I was young we moved from town 10 town a good 
deal My parents were strolling musicians. 1 was never in one 
place long O'lough to acquire a regional accenl Yours is plain 
to me,.however." 

"True, you can never mistake a Marienburger." 
The two fell silenl, and Vukolich chose lhat moment to 

seek to satisfy his own curiosity. "I have never met a 
magician before," he said to Semperphilius. "Does it take a 
long time to become one? What magic can you work?" 

"You have never met a magician before?" Semperphilius 
widened his eyes, looking first to Vukotich and then to 
Muenchbek with mock incredulity. "Magic? has your menJor 
Iaught you none?" He spoke the word mbIlor scathingly, as 
though it were an insult. 

"You mistake us," Muenchbek said before Vukotich could 
respond. "The only thing Vukotich is learning from me is 
soldiering, nothing more. Neither am 1 an adept or even an 
apprentice, as you seem to suppose." 

"Then perhaps Ihe case is worse," the magician said, "for 
you have meddled with the dark powers, those which the 
foolish who have wrapped themselves in seductions delude 
themselves into thinking light and brilliance." . 

Seeing the wary look on Vukotich's face, Muenchbek 
turned to him. "Vukotich, our friend is going to lell you that 
there are different kinds of magic, some based on benign, 
natural forces and on the lawful gods, and others that draw on 
wild forces from beyond this world, on daemons and 
unimaginable powers - powers of what is called Chaos. 
Semperphilius would have us believe he practises the firsl 
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kind, which is diff~lt and takes Ions study and b'aining. The 
second kind is comparatively easy, but wildly dangerous. 
However, Ihe tnllh i5---.. 

"Which kind do you practise, Muenchbek?" Vukotich 
demanded to know. -rhe wild kind? Is that why you can 
smell goblins?" 

Muenchbek's reply was clipped. as if he hadn't wanted his 
ability mentioned. "When I was a young man I fell in with a 
secret cult in Marienburg, but only for a short time, till I 
realized the dangers. I know no magic as such. can work no 
spells, but when you come in contact with Chaos you 
sometimes receive smaJl 'gifts', .uch as my heightened 
SCIlSC5. So ... I can do what I can do," 

Muenchbek's mility interested VukoLich and he must have 
.hewn it, for Sempeiphilius pointed a finger 11 him and spoke 
in a voice harsh with warning. "Young man, you are in 
danger. The wild power of Chaos brings only evil and 
destruction. Your companion 8dmill he is tainted by it and 
will lead you to your doom. What care has he for you?" 

"Enough of thatl" growled Muenchbek, his anger 
beginning 10 show. "Our anangement doesn't give you leave 
10 act like a priestl" 

Vukotich, for his part, felt duty.bound to ,ide with his 
comrade-in-arms, and thought of a retort to make to 
Sempe:rphilius. "Well wizard. you didn't object when I went 
with Muenchbek 10 rescue the boy from the goblins!" But he 
had already begun to question his parmership with the other 
moo. 

No one seemed willing 10 converse further, and with the 
hooting of nocturnal birds in their ears, they aJl settled down, 
in a somewhat surly mood. 10 sleep, 

N
ext morning Muenchbek disappeared at dawn, taking 
Vukotich's bow and quiver with him. and returned an 
hour later with a deer calf he had shot. This he 

expertly butchered and cut the best part of the meal into sb'ips 
which he roasted quickly over the revitalised fire. So they 
breakfasted, sruffed what was left into their travel satchels., 
and went on their way. 

Sleep had given Reiner a remarkable recovery, outwardly 
at lelSt. Vukolich found him to be a lively lad, though 
somewhat naive and unknowledgeable even for his age. His 
upbrinling, he guessed. had been unusually sheltered. The 
day turned out swmy and Reiner chalted suilelessly 10 him as 
they went alona. but when they started to scout further ahead 
among the trees Sempe1philius objected to Reiner being out 
of sight, and anxiously called them bade. 

They took a southwards path Iowuds the end of the day's 
much and camped in a ravine through which it passed. Next 
day, early in the afternoon. the sound of runnins water 
became audible and they came upon a smallish river which 
Semperphilius called the Kleinusch. It was again growinS 
dark when, making their way alonl its left bank, they found 
the hamlet he had promised. 

It was deserted; a huddle of huts which appeared not to 
have been inhabited for some time. The disappointed 
magician tutted and fussed. until Reiner, explorinl on the 
other side of the wretched settlement, uncovered a boal 
moored amons the reeds. It was just large enough to hold the 
four of them, and had one oar missing. Muenchbek selected a 
branch 1T0m a nearby tree, lopped it off, and spent haIr an 
hour winl his battle-axe 10 rough-hew a replacement from 
the unseasoned timber. 

"Best we stay here for the night," Muenchbek announced. 
Vukotich agreed. "At least there'll be a roof over our heads 

for a change." 
The area around the hamlet WIS pleasantly wooded, the 

undergrowth not dense.. For only the second time since their 
meeting. the mag~ian condescended to demonstrale his skill. 
Off in the distance, where glimmen of fadinl sunlight still 
penetrated the tree cover. a pair of IUle and plwnp game 
birds of a type Vukotich had not seen before, with speckled 
feathen, were perched on a tree branch. They were almost 
out of arrow shot, but he decided 10 try for one of them and 
strunl an arrow 10 his bow, pacing slowly forward to try to 
get closer. 

SempeqiUlius tapped him on the shoulder, put a fUlger 10 
his lips to caution silence, and waved him aside. The 
magician then e:uended his right arm in the -direction of the 
two fowl, hand ouutretchcd with the tinsers slilhtly apart.. 
His face and body grew rigid, eyes staring like a madman's, 
and he seemed - thoulh VUkOlich wu not sure - to 
murmur an incantation. 
Af~ a while of what seemed inlense mental effon on his 

put, the fowl took to the air. Vukolich thought they had lost 
them _ but no. In leisurely fashion, they napped beneath the 
boughs, and new siraight towards the magician to alight 
almost at his feel He bent, matched up each bird by the neck, 
one in each hand. He suailhtened and raised his catch in 
b'iwnph. 

"A tasty dish for suwer!" 
Suddenly Semperphilius froze. His eyes narrowed. He 

seemed to be peering inlo the forest. 
'''T1le elf is rollowing us," he muttered. "He still wants 

Reiner." 
"How do you know?" Vukolich asked him. 
'" know." 

A fter dusk, when they had eaten, Semperphilius spent 
some lime laying a magical protection around the hut, 
taking Reiner with him. Told of the wizard's fears, 

Muenchbek professed the same disinterest as before. 
"I've Iold you. the elf can have the boy fOT all I care," he 

said. 
Vukolich made no comment to that. surprised though he 

felt at his companion's attitude. Instead he changed the 
IUbject. '15 it true thal there are different colOIll1l or magic." 

Muenchbek nodded casually. "I believe there are eight 
colleges, each with its own colour. Wizards from the colour 
colleles can be distinguished by their dress and tolems -
without which their magic is useless. I think our friend 
belonls to the Grey College - the dagger and arrow designs 
on his cloak and hat are special symbols of theirs. Grey 
Wizards travel a lot - and be too free with their advicel 
They're also said 10 be unreliable." 

He paused and went on thoughtfully; "Listen, Vukotich, 
what we were alking about lISt night - about the different 
kinds of malic. Don'( take too much notice of what 
Semperphilius tells you. The truth is that all malic comes 
from Chaos uhimately - no one kind is 'heuer' Ihan 
another. Magicians like Semperphilius' kind rail against the 
Chaos gods and daemons, and they are wise 10 do that. But 
all malic is dangerous. it imperils the soul." 

JUSI then Semperphilius and his son returned to the hut, the 
wizard sweating with his efforts, and the IWO mercenaries 
lapsed into silence. 

T;at night as he lay sleeping. Vukelich dreamed that be 
was a game rowl, such as he had eaten that evening. 
He had a speckled brown body and Ions tail feathers 

streaked brown and green which trailed behind him as he 
flew. In his dream Ihe rigid face of the malician appeared.. IS 
though cuved from wood, the eyes like glass, and in a loud 
voice ordered Vukotich to fly through. cave made of tree 
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boughs. The momenllhe voice slOpped. Vukotich's neck was 
seized in a fisl which choked Ihe life OUI of him while he 
dangled. But it was not Semperphilius' fist. It was 
Muenchbek's! His companion was laughing, eyes sparkling 
and luminescing lIS when Ihey had met the magician. He was 
laughing at Vukotich, at how easily he was led. laughing in 
l:Ji.umph before tossing away his limp body. 

Vukotich awoke with a swt, sweating. He was in the hUl 
The sun was high, its rays slanting down through the chinks 
between the logs where the mud and moss had fallen OUl 

How could he have slept so long? By his side Muenchbek 
was snoring, grumbling fitfully in his slumber. Vukotich 
looked to his other side. Reiner was not there. Neither was 
his father. 

Muenchbek came awake with a shout when Vukolich 
shook him. 

"We've ovmlepl And lite wizard and the boy are gone." 
"WHIJ?" 
Muenchbek jumped to his feet. making lhe cabin seem tiny 

with his bulk. and realizing whal time of day il was, glared 
wildly aboul him. His glance jumped 10 the. wall near which 
their heads had lain. and where they had leaned Iheir 
weapons to be handy 10 grab in an emergency - his banle­
axe. Vukotich's bow and arrows, and both their swords. All 
were gone. 

With a bellow, he dashed outside. Vukotich following 
more slowly. 

'The boal's gone too," Muenchbek. announced brusquely. 
''Together with our employers. needless 10 say." He paced up 
and down. "It was I who prepared the food, and I don'llhink 
he had a chance to put anything in il, so it wasn't that. Tell 
me, did you dream you saw Semperphilius' face in Ihe 
nighl" 

Vukotich nodded. "Yes, 1 did. 1 dreamt he turned me inlO a 
bird." 

''So did I. 1ba1 was it then. He reached inlO our sleeping 
minds with his mental power, and made us sleep deeper and 
longer so they could make off with no trouble. He couldn't 
trance me in a waking state, bul when you're asleep iI's 
different." 

Vukotich only grunted. He and Muenchbek had played 
their part; once on the river there was lillie danger -
certainly none from goblins. The magician and his son would 
soon float into more settled areas of the Empire and be 
perfectly safe - and SemperphiJius would get out of paying 
them the rest of their agreed fee . 

"Did he steal your share of the money?" he asked. He still 
had his; he'd already checked. 

Muenchbek reached beneath his jerkin and broughl out his 
purse, which was fastened round his waist by a chain. He 
unfastened an elaborate clasp, opened it and ran his fll1gers 
th{ough the contents. jingling coins. 

"Not unless he's making me see, hear and feel what's nOI 
there." He returned the purse. "And I'd know if he were 
trying a Irick like that." 

"Perhaps he couldn'l lake il from you withoUi waking 
you." 

Muenchbelr.: lowered his eyes, as if thinking a thought he 
did nol want 10 voice. 

"I expecl that's il," he said flatly. 
Or perhaps it wasn't the money. Vukotich thoughl to 

himself. Perhaps SemperphiJius wanted ro gel away from 
Muenchbek., away from the taint of Chaos. 

The mercenary was in a temper. 'Thai magician. A fine 
one he is, with his talk of law and righteousness! Just what 
you might expecl from a thief and a cheat!" He reached 
behind him. under his jerkin, and brought out a long, broad­
bladed knife. "I still have this, at any rate." 
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He glared at Vuketich. "We're carrying on down the river. 
Come on, there's work 10 do." 

Soon Muenchbek was labouring like a bullock, short of 
tools as he was. First he found a piece or felled tree trunk 
which, with Vukotich's help, he used as a battering ram to 
demolish two of the huts. From the ruins he selected a pile of 
logs which they collected IOgether on the river bank. Then he 
ran into the forest and was gone for quile a long time. When 
he returned he trailed behind him a great mass of creeper 
which he had cui for use as rope. They set to work binding 
the logs together in two layen, one laid at righl angles to the 
other. By midday they had built a raft large enough 10 carry 
them both, though Vukotich wondered what its chances 
where of holding together if it collided with an obstruction. 

Tethering it to a sapling, Ihey pushed the raft on 10 the 
river. Muenchbek Slepped aboard and jumped up and down 10 
lest its buoyancy, walChing it dip and bounce in the water. He 
pronounced himself satisfied, and gestured 10 Vukotich. 

"Come on, let's gel going." 
But Vukotich hung back. 
' 'What do you intend to do now?" 
"Go after our money, of course, and a reckoning with the 

magician." 
"Is it worth itT'Vukotich asked. ''We still have the money 

he gave us, and that's quile a lot. And maybe there's no more 
gold 10 be had from him? We could go on 10 Kislev, or even 
back 10 ... " 

He stopped. In truth, he too wanted to go afler 
Semperphilius - apart from the money, the wizard had taken 
his weapons. Bul he did nol really want to go anywhere with 
Muenchbek any more. The bluff, affable man who had been 
so staunch and dependable, now seemed unpredictable, with 
weird and disturbing properties. 

Briefly Muenchbek considered the proposal. Then he 
shook his head vigorously. "We're carrying on down the 
river." 

"No. You are. I'm not coming." 
Muenchbek glowered. "Nol coming? What in Manaon's 
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name do you mean?" 
"I just don't trust you any more. Perhaps there is 

something wrong with you. Perhaps you're lainled after all. I 
helped you build !he raft _ and you can have my share of the 
money. But I'm going on to lGslev" 

'The two men faced up to eKh olher, barely suppressing 
their IlJltagonism. Vukotich dKi not relish having to confront 
his comrade. Though !hey were nearly evenly matched now, 
Muenchbe.k had over twenty yean' more experience. 

Abruptly Muenchbek held up a hand and began to sniff the 
,;,. 

''Goblins,'' he announced. 'Their smell's on the breeze 
again." 

Vukotich turned. just in time to calch. a glimpse of a green 
shape moving through !he trees. 

Muenchbek had seen it too. 
"Well" he said, "are you still going to try to walk out of 

here on your ownr' 
For an answer, Vukotich clambered onto the raft. 

Muenchbek loosed the mooring and poled them into the 
current 

Behind them, a group of green.skinned figures, perhaps ten 
in number, emerged from the forest One raised its cudgel and 
howled in frustration. 

T he raft drifted on down the river, leaving the goblins 
far behind. Once they were out of sight, Muenchbek 
threw Vukotich a fierce look. "I'm still going after the 

magician." 
Vukotich mlde no answer, just shrugged. Muenchbek 

threw back his head and llughed, Wu it just a reflection of 
the sunlight spark.ling on the waler or did MUQlChbek's eyes 
shine with those unearthly lights. as they had before? 
Vukotich remembered the magician's warning and the dream 
of Muenchbe.k squeezing the life out of him with his massive 
rOL 

He settled down on the other side of the raft from where 
Muenchbek wu doing his best to control its motion with a 
crudely made paddle, and neither spoke as the river bore 
them away. 

Muenchbek tossed him some strips of dried meat, which 
they both washed down with river water. At about mid­
afternoon he shouted to Vukotich to take up the pole. He had 
spotted a jetty, and behind it a tidy thatched-roof village. 
Vukotich reminded Muenchbek that Semperphili us was 
making for Talabheim. 

'"I'alabheim is where he said he lives," Muenc:hbek replied. 
"What reason have we to believe him?" 

With difficulty they managed to bump their craft against 
the limben of the jetty and tie it up there. Vukotich followed 
Muenchbek onto the dirt lrack Ihal wound through the 
village. Few people were about Children played outside the 
doors of their houses. From one door a woman peered out, 
dragged her children inside and slammed it. 

Muenchbek beckoned a small boy, who approached 
curiously. "Have you a Meister Semperphilius living here? 
Semperphilius the magician?" 

The child StaTed dumbly, and only shook his head when 
Vukolich asked. "00 you know a boy called Reinerr' 

Muenchbek sighed. "Well, it seems an unlikely place, after 
all. Let's get going." 

TIley took to lhe river again, and as the afternoon wore on 
pused a stretch of forest chlUTed and blackened by fire from 
which green buds were by now beginning to appear. Further 
on was evidence of a battle, possibly related to !hat flTe _ 
rusted casques and cuirasses, horse skeletons and tumbled 
bombards. This gave Muenchbek food for thought, for 

Sernperphilius had said he fled the civil strife, during which 
Talabheim had not been threatened as far as he had heard. His 
interest was aroused when Ihey swept round a bend in the 
river and saw mother jetty, this lime with a more s izeable 
town belonging to it BoalS lined the jetty, leaving no room 
for their raft, 10 they contrived to ground it a few yards 
upriver. Wading through the marshy rushes, Muenchbek 
suddenly sLOpped. and picked up a fragment of timber, then 
another. He inspected the area, noting how the rushes had 
recently been flatlen«l. 

"Someone has smashed a boat up here. Most of it must 
have been thrown into the river." He scanned the boats tied 10 
the jetty. The magician's was not among them. Possibly he 
held I piece of it in his hand. 

If Semperphilius h.c;l. tried 10 destroy the evidence of his 
presence, then he h.c;l. failed. Muenchbek strode illto the 
village, Vukotich following behind. Many of the houses here 
were slate·roofed. and beyond the outskirts were cultivated 
fields where the forest had been cleared. A tavern stood al the 
end of the main street. He headed straight for it. 

The shadows were long; the sun would soon vanish behind 
the tops of the trees. A musty smell greeted them as they 
entered the inn's tap room. It was too early for customers, 
and the landlord was polishing pewter tankards. He looked 
wary at the entry of such a stranger as Muenchbek. 

"Welcome to Gladbeich," he said, when he had served 
them two measures of foamy beer. "Will you be staying 
long?" 

Mucmhbek drained his tankard in one go and wiped the 
foam from his beud before he answered. "We are here on 
behalf of one of your neighbours. A Meisler Semperphilius. 
Be good enough to direct us to his house." 

The landlord looked about to deny all knowledge of 
Sempe.philius. but Muenchbe.k was looking directly into his 
face, and Vukoticb, for the second time that day, had the 
feeling of a formidable power issuing from his eyes. At any 
rate, the landlord thought betler than to lie. 

.. Ah, you mean Doctor Semperphilius. the learned 
gentleman. His house is a mile along the road, into the forest. 
But you will not find him there. He left for foreign parts more 
than a year ago." 

Impatiently Muenchbek gestured to Vukotich 10 finish his 
beer or leave it and stalked out. Well. Vukotich reasoned, 
he'd come this far. He might as well see this business 
through. Kislev could wait. He drained his beer and went 
after the other man. 

As !hey paced the winding path into the forest with dusk 
falling around them, Vukotich asked himself what the 
magician might do against them. If he simply gave them their 
fee, all well and good.. But what if he decided to try a spell? 

And then there was Muenchbek and his own strange 
powen. How far could he trust the man? 

It was with lha! thought in his mind that they came upon 
the wizard's house. It was set back from the road, almost 
hidden among the foliage of screening trees, so thst a casual 
passer·by might well hive missed it. Constructed of stout 
timbers and fitted with windows of coloured glass, it plainly 
belonged. to a person of means. 

Muenchbek did not approach s traight away, but drew 
Vukotich behind some bushes and watched the building. 
Vukotich realized that he was waiting for darkness. He 
intended to enter uninvited. 

A light came on within. Muenchbek appeared ready to 
move. "Semperphilius has menial powers, ,. Vukotich 
whispered. "Won't he know we're breaking inr' 

"I think his attention might be 100 preoccupied at this 
moment," Muenchbek replied enigmatically, and moved off 
through the trees. They skirted !he house, approaching from 
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the rear through an overgrown aarden. There was a back: door 
of solid thick plankina. which proved to be bolted from 
within. Muenchbek sid1ed to a shuttered window and went to 
work wilh his knife. so experlly as 10 make Vukotich bdieve 
he had been a buralar at some time in his career. He prized 
out several small alass panes, scraped at the sunound and 
ended by quielly wre:nchina loose the frame and pushing in 
the shutters. They climbed through with only a subdued 
scuffling for noise.. 

1bcy had cnlc:fm a small room used as a library, piled and 
littered wilh books and serolls. Muenchbelc opened the door 
and both men stepped throuah. Here the aloom was lessened, 
for sconces in the walls of a pusage further off had bc.c:n lit. 
Vukelich hesitated. trying to guess the layout of the buikling. 

1ben a lona, piercina1y high-pitched wail of utter despair 
sounded through the house, comina from somewhere ahead 
and a little above. Vukotich recoanized the voice. It was 
Reiner's. 

It galvanized lhem both into action, blundering along a 
corridor and fmdins a stairway which !hey mounted !hree 
steps at a time. At the top. Muenchbek threw.open a door. 

Vukotich followed him through. They were on a aallery 
overlooking a large, brightly lit room. Below was an utterly 
bewildering sune. 

Reiner lay bowd to a low table, or altar. Incense burned in 
crucibles on either side of him. Behind his head a purple 
flame poured up from a huge, peculiarly shaped candle. His 
face was a mask of terror, just as when he had been a prisoner 
of the goblins, but Ibis time his frightened expression was 
mingled with disbelief, for standing over him. a long, wavy­
bladed knife held over his heart in two hands. was his own 
'W>u. 

Sempcrphilius was clad in a cloak of dark grey silk and I 
tall iron crown studded with blood-red gems. He seemed 
unaware of lhe entry of the intruders, for he was deep in 
mental concentration, and Ihe face which looked down on his 
son was as pitiless as I raptor's. 

"No.[OJ1v:r. no!" Reiner shrieked. 
Vukotich shouted in astonishment as Muenchbek lOOk out 

his own knife - and in Ihe same motion hurled it straight II 
the boyj 

As lhe Icnife new through the air. Vukotich realized thlt 
Muenchbek had thrown the knife hilt first - that was not 
ttying 10 kill Reiner. Then the knife struck the boy on the 
head and knocked him unconscious. 

Semperphilius, haggard of face. backed up against I wall. 
'There is no need for this," he Slid harshly 10 Muenchbek. 

"I will pay you any swn you ask." 
"I don' , want gold," Muenchbek grumbled. "I want Ihe 

boy." 
"No!" The magician shook: his head vigorously. "I will 

make you u weal!hy IS a prince. I will teach you magical 
secrets." 

The conversation was mystifying to Vukolich. "What in 
Tw's name is going on?" he demanded. 

For answer Muenchbek pointed to Semperphilius. His 
voice WIS angry. "'Take I look II this magician. Vukotich. 
Look It !his loving fa!.her, while 1 tell you a tale. How old 
would you SlY he is? Abou' forty, would you say? But see, 
im'l his face already alitlle bit morc lined than when you last 
set eyes on him? Well, he im't forty. He's very old, perhaps 
as much as I thousand years." 

1bc magician's face now rumed ugly as Muenchbdr. wc:nt 
on, "There are ways to become immortal. There are 
Champions of Chaos that live in the realm of the Chaos 
Powers, but Ihey are no longer hwnan. You can become a 
vampire, one of the undead, but that is like I living death. No, 
our friend wanted to enjoy life forever IS I normal human 
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being, to stay reasonably young indefinitely. Well, Ihere is I 
foul way to do !.hIt. Every time the adept begins to age, he 
must SacrifICe I child and absorb its youth. its life forccs. into 
his body. But not just any child will do. It must be between 
six and twelve years of age, and the same sex as !.he recipient. 
Most important. the operation will not work at all urness !.he 
child is the magician's own child." 

Mucnchbek's eyes smouldered. ''That's why Semperphilius 
was always so anxious about Ihe boy. It was his own lire he 
was protectingl He's reached the time when he needs to make 
the inrusion. So he's come back here, where he hll his 
magical Ipparltus and the special herbs and drugs to assist 
the transfer of life force. I can smell goblins far off and 1 
smelled somethinS about him, 100. I smdled age upon him. 
Ae was far older !han he looked. Then Ihere WIS the business 
of his speech. Centuries IgO, when he flfst learned Reikspiel, 
people spoke it differenlly, and he's never lost lhe accent." 

Vukotich glanced It Ihe still unconscious boy. "Why did 
you 1cnock Reiner outl" 

"For the ceremony to work. lhe child has 10 know what's 
happening to him. That's the nastiest part of all, perhlps. 
With the boy mlCOnscious, Semperphilius would have killed 
him fornolhing." 

'1'ben t was wrong about you." 
"Yes, Vukolich. You have to trust your comrades if you're 

I soldier, and not listen to old men you meet in !he foresl. 
Especially grey wizards, known for their unreliability." 

He lOOk I step forward, clenching his fists. "Every twenty 
years or so this wizard sires I son. only for the purpose of 
sllughtering him like I pig somewhere Hound his ninth 
binhdayl How many of your children have you murdcred 
down !he years, wizard? How many? Well it's over now. 
We're takinS your boy Iway and you can die a natural dealh 
as the gods intended." 

The magician still held the sacrificial knife in one hand. 
His eyes went sidelong, dkecting their attention to a desisn 
above the doorwlY at the end of the room - an eight-pointed 
star. 'There is the emblem of pure Chaos. When t was an 
apprentice there were no colour colleges. There was only 
magic. But !.hat was I long time aSo ... " 

While their gaze was averted he casually reached out witJ> 
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his free arm. There was an inset shelf, and an open cask upon 
it. Suddenly he had flung aloft a handful of coloured ash 
which flared like gunpowder, turning into a cloud which 
surrounded Muenchbek. In thaI cloud giant pythons writhed. 
threatening to devour him. 

How easily Semperphilius had turned the situation lIfo\D1d! 
The fog dispersed in seconds, but Muenchbek was clearly 
confused and did not know where he was, while the wizard 
had fully recovered. He began inloning words in a strange 
language which hardly seemed like speech at all. its syllables 
striking the air like hammers. Muenchbek's eyes sparked and 
spat golden light, but he was no match for Semperphilius 
now. His back arched. His arms spread as if forced up by 
another. 

Semperphilius let out a slentorian bellow. 
"DIE!" 
And Muenchbek began 10 topple. 
Suddenly Vukotich spotted the knife Muenchbek. had 

thrown at Reiner, gleaming on the floor in the lamplight. he 
matched il up and ran straight for Semperphilius. The wizard 
parried the lunge with his sacrificial blade. To Vukotich's 
dazed mind that blade became a dozen two-handed swords, 
while his own puny knife became red-hot in his hand, forcing 
him to drop it with a pained cry. Then the prick of the 
wizard's knife-poinl was at his throat, and he heard the 
wizard laugh. 

Vukotich was only vaguely awwe that the door had opened 
to admit a green-clad figure with pointed ears and honeyed 
skin, a figure which leaped 10 his side with astonishing speed. 
A slim, silver sword flashed as it entered Semperphilius' 
chesL n.e wizard made a peculiar sound, a son of gulp. His 
eyes rolled back in their sockets. 

His anns seemed to flap as he fell to the floor. 
The mind-dazzling mist of magic dissipated. Vukotich 

could see clearly again. He saw who his rescuer was. 
It was the elf, Cuolsh-an-Eshain. 
'Then you were following us!" 
Calmly the elf cleaned his sword blade. "Following you'! I 

was ahead of you much of the time. Elves do not need to 
sleep as much as you do! Yes, I followed you into the house. 
For which you should be jIateful." 

Now Muenchbek was climbing groggily to his feet. "1 had 
an idea you knew what was happening," he said. 

Distantly, Cuolsh-an-Eshain nodded. "1 can sense age, and 
the wizard was too old for a human. I guessed at the method 
he was using, and decided to save the boy if I could. Well, I 
have preserved his life for the second time. And I claim him 
as my reward. You cannot deny me." 

Vukotich stared past Cuolsh-an-Eshain. The magician was 
rising to his feel. He was tearing apart his vestments and 
mouthing incantations, glaring at the wound made by the 
elf's sword. , 

New skin was forming over the incision! Like a mouth 
closing, the wound healed up! 

And from out of the wizard's mouth there burst a ball, an 
expanding bubble, a sparkling miasma of pure magic. It 
engulfed Cuolsh-an-Eshain. The elf seemed to cavort as he 
struggled in the nimbus, wrapped in tendrils of light as if 
struck by lightning. 

Vukotich's vision wavered. On the floor lay the sacrificial 
knife dropped by Semperphilius. Muenchbek was still 
confused, and would not act straight away. In a few seconds 
the elf would be dead. But the wizard's attention was still 
engaged on his spell, he could anack. 

He snatched up the sinuous knife, plunging it into the body 
of the wizard. The knife scraped bone. He felt the meaty 
sensation of flesh being penetrated. He wrenched out the 
knife and stepped back. 

There was an cndless moment. Then Semperphilius 
screamed. 

"NO! NO!" 
He gabbled the 8lCaoe tongue again. but his strength was 

used up. Shaking his head in disbelief that this could happen. 
Semperphilius collapsed to his hands and knees. then sagged 
\D1til he lay face down on the floor, his cloak: covering him, 
the magic ball in which he had trapped the elf fading away as 
life left his form. 

Vukotich stepped forward and rumed the body over with 
his fooL 

Muenchbek came up beside him. "Hc's done for this time, 
thank Manann." 

The lifeless face had already aged about flfty years. 
"I dare say there's much gold hereabouts, buried nearby 

maybe," said Muenchbek thoughtfully. "But there's no 
knowing what magical traps are set over it. We'd best give it 
a miss." 

Cuolsh-an-Eshain was standing motionless, eyes closed. 
seemingly in a coma. his face unusually pale. He hadn'l yel 
recovered from the magical nimbus, Vukotich realized. Now 
was the time to decide what happened to the boy. 

Muenchbek saw what was in his mind. He placed a hand 
on Vukotich's shoulder and spoke in a low voice. "Let the lad 
go with the elf. He'U be much better off. What can we do? 
We're on our way to fight wars for IGslev." 

Vukolich looked from Muenchbek to the elf, and back 
again. He shrugged. 

"You're right - he'd only slow us down." 
Muenchbek chuckJed softly. ''To most people Law is good 

and Chaos is evil. But it's not thaI simple. Followers of Law 
can be evil - and sometimes, there is good in Chaos. After 
all, magic is derived from it, of whatever school. Still, Chaos __ 4li 
is a temptation to be resisted. Steep yourself in it and you're • 
doomed. because no human being can control it in thc end. 
You'll end up noleven human." 

He paused. "Vukotich, you remind me of myself at your 
age. There's something about you - I feel sure that you'll 
come up against Chaos sooner or later. You must understand 
it before you can resist it." 

Vukotich didn't know whether to be flattered or insulted. 
Suddenly, the elf opened his eyes, and he felt Ihcir cool, too· 
distant stare upon him. That SIaIC told him that Cuolsh·an­
Eshain had heard everything they had said. 

"You choose wisely," Cuolsh-an-Eshain said. "A life 
among elves is better than your dull lives. It will be a delight 
10 care for him. A human child is like a flower 10 us, it 
blossoms so briefly. BUllet us make sure the boy is unhurL" 

On the altar, Reiner was stirring. Vukotich saw the purple 
bruise the knife-hilt had made on his temple. The elf began to 
untie the ropes that bound him. 

''Once he is of our company, he will soon forget his old 
life," said Cuolsh-an·Eshain. garing down on his prize. 

He aided Reiner to sit up. The boy raised his face to his 
rescuers. 

"Why did my father try to kill meT' he asked plaintively. 
None of them had the heart to answer. 

The Magician's Son will be appearing in Games Workshop's 
new Warllammer Fantasy anlhology. FeatlU"ing stories by 
JOM. Brunner, Brian Craig, Bill King and Jack Yeovii, among 
ethos. 



Follow !he continuing adventures 
of the characters from 

Beast~ in VeNd in Jack Yeovil's 
rmt Warhammeroovel. 

Drac.henfel~. and in the shon story 
colleclions.lgnoranl Armies, 
Wolf Riders and Red Thirsl . 

! , 
• 
f 

1 
! • ! 
1 
! 

BEASTS IN VELVET 
JACKYEOVIL 

A beast is slalking the fogbound SlrecLS of 
Ahdorf, capital city of the Empire. Nowhere is safe­

from the poveny-clogged waterfronts to the 
green-velvet-hung palaces of the Imperial Court. 

The tide of fear rises inexorably as each new corpse 
is discovered. hideously mangled by the mad 

murderer known only as the Beast 
Baron lohann von Mecklenberg, Elector of the 

Empire, is concerned that his errant brother Wolf 
might be involved. 'Filthy' Harald Kleindeinsl, the 
toughest investigator in the Empire, sees the case as 

a way out of his forced retirement And the seer 
Rosanna Ophuls needs the monster stopped so she 

can stop reliving 
the Beast's atrocious crimes. 

While riOL and revolution rage throughout the fog, 
and duels and intrigue con ruse the issue at court, 

thcsc three alone step out to caleh the killer. 
Is the Beast a man? A woman? An unholy creature 

of Chaos? And can the Beast's reign of bloody terror 
be ended before the Empire collapses in flames? 
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BRETONNIAN KNIGHTS 
A Knight's coat of arms serves to identify him so that both the enemy and his own kinfolk 
and retainers can locate him in the thick of the fighting. The heraldry of the noblest and 
most famous Knights unmistakably announces their presence on the battlefield, bolstering 
the morale of their own troops and striking fear into the hearts of enemies who will have 
heard many tales of their renowned bravery, heroic deeds and martial prowess. 

The bold geometric patterns of Bretonnian heraldry mean !hat 
you can quickly and easily paint visually exciting units of 
Knights. You can get greal results using • simple flat colour 
technique (ie painting the main colour of each area withoul 
adding any shading or highlights). Once you've painted your 
basic colour scheme, the Knights are ready ID use in a game of 
Warhammer Fantasy Battle - if you want you can add more 
detail once you've played a few games with them. 

There are strict rules defming the use of colours and pattems 
in he raldry but we won't go into alilhe complexities here. 
We' ll give you a few simplified ground rules and show you 
some heraldic patterns and devices. We've also simplified the 
heraldic tenns Old used common words rather than the precise 
technical language of heraldry. 

U you're interested in rmding out more about heraldry, there 
are plenty of good books on the subject and they'll all make 
excellent sourcebooks for painting Bretonruan Knights as well 
as other Human warriors from Brctonnia and the Empire. 

• 

You can also add haaJdic devices to your Knights' ttappings. 
A device is a symbol or image that is painted on top of the 
background pattern. Geometric shapes such as crescents and 
neurs-de-Iis are popular, as well as images of monsters, 
magical creatures and heroic animals - lions, unicorns, 
mermaids. griffons, dragons are among the devices used by 
Bretonnian Knights. Some devices are used singly, such as a 
rearing lion, while others may be repeated several times, 
especially the more geometric devices. 

Look at the painted Bretonnian Knight miniatures and the two 
pages of painted designs for ideas about heraldic patterns and 
devices. We've picked some of the most common, but you 
don't have to restrict yourself to these - you can come up with _ 
your own variants or use history books to get different ideas. --- " 

Bretonnia is modelled on medieval France. We've kepI its 
colourful and namboyant navoUT as a contrast 10 the harsher 
Gennanic feel of the Empire. We've also based Bretonnian 
heraldry on the heraldic colours and motifs of history. 

Tbil Knighl <howl I lingle chevron repeawl 011 ilIe Ihicld IJId 1h~ fl'Ol'll Ind 
bad. of Ihc Clpon.on. The bockground iI Skull WhiIC mixed wiIh I liule Ore 
BroWl'l 10 ooAen the colouno ;1 ~ 'I ]00II: too 11Id!. The ch~ iI Go Filii 
Red. Go F .. II Red t... boon """"wi on !he 1orwc - ...u.a cotou...t]""""", Idd. 
10 the overlll tlomboYlollPpc.oroocc of I Brelonruln Knighll un;l. Th~ 
Knialu'l l lIJCO<Il il l imply Skull Whi1C,oOre BroWl'l _ we Ic!\!he chcv .... ofT 
boco .... ;1'1 1 bi1 triclly 10 po.inI il uuund the KniJIR' IIDIII ond ItApo. 

HERALDIC COLOURS 
A Knight's heraldic colours are shown on his shield, his 
surooat and on the caparison of his warhorse. This gives you a 
large area on which to paint the bold heraldic colours. 

BretonniOl heraldry uses a limited sel of sttong colours to 
create the patterns and devices worn by its Knights: 

c_ Citadel hint Colour CltaoklP.lnl 

wru. SkuI1 While Yellow Bad Moon Yellow 

8\od< 0.101 Bt.clt 0- S1riking Scorpion Q,.,.., 

Rod OOF ..... Red Purple Fire Orl gon Crimson 

Btue MoodyB]"" ",,",0 Hobgoblin Onn!e 

The first five colours are by far the most common. Green. 
purple and orange are used less frequently. 

Metals and Colours 
When you're painting heraldic devices, there 's a special rule 
of heraldry that dermes what paints you use for the device and 
the background. Yellow and white are used to represent silver 
and gold and are called metals (note that you don't actually 
use silver or gold paint) The others are known as colours. The 
rule is that a coloured device only goes on a metal background 
and a metal device only goes on a coloured background -
metals never go on metals and colours never go on colours. 

For example. a white or ye llow lion can go on any of the 
colows and a coloured lion, say red, can go on either a yellow 
or white background. But a red lion can't go on a blue 
background because they're both colours, and a white lion 
can't go on a yellow background because they're both metals. 



PAINTING THE HERALDRY 
Pain~i these patterns on your Knights is simplicity itself. 
Because IhCY'Je large blocks of solid colour. a single ooat of 
paint without any washes or highlights works just rine. 
There's only a few Ihings to bear in mind. 

1) Start wilh the lighter colour - it's easy 10 paint over alight 
colour wilh a darker colour. 

2) Leave each colour 10 dry before you paint the next one 
o therwise you'll blmd the two together aJ. the edges. You 
want I clean, crisp division between the colours. 

3) If you're an inexperienced painter, keep to the simpler 
• devices to stan with: crescents, crosses and so on. If you're 

painting the more involved devices, remember that 
heraldic beasts are highly stylised - you're not trying to 
paint a realistic lion, griffon, dragon or whatever. 

4) With the more complicated devices, you can leave them 
off the Knight's surcol! if you want. Either paint the 
surcOI! in the background pattern or as just one of the 
background colours or metals. 

LINEAGE 
As well as clearly identifying him on the baulefield, a 
Knight's heraldry also shows his lineage. connecting him with 
a long line of noble ancestors and showing how he's related to 
olher noble familics. These relationships through descent and 
marriage are of prime importance 10 a proud nobili ty such as 

BRETONNIAN KNIGI-ITS 

the Bretonnians' and they are often the basis of grand 
alliances brought together in times of war. 

A unit of Knights may contain members of a number o f 
unrelated noble families fighting alongside each other, each 
with its own distinct heraldry. Or you can have some of the 
Knights related and sharing common heraldic elements -
although each model will have its own colours and devices, 
Ihere' ll be a visual link between them. 

10ere are various ways you can show a Knight's noble family 
ties tJvough his heraldry - here's a few simple options: 

1) Use Ihe same colours and metals in different paltems. For 
example, in the photo above. the Knight with the halved 
blue and white pattern may be related to Ihe Knight in the 
rear rank wilh the quartered blue and white panern. 

2) Use the same background but move the device 10 different 
posi tions or add different devices. For example. kinsmen 
of the Knight bearing the red chevron might have their 
own devices painted beneath the chevron, or to either side 
of the point. 

3) Use the same device but vary the background. For 
example, Ihe white De device might be common to all the 
Knights from a certain DuJcedom but each displays it on a 
background of his own oolours and pattern. 

4) Combine two COIlS of arms to indicate close tics between 
two noble famili es through marriage. This can lead to 
some complicated designs so it's best done with simple 
pattcm5 and devices. 

"'''' 
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BRETONNIAN KNIGIITS 
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QUESTIONS AND • 
ANSWERS 

BY RICK PRIESTL£Y 

This month I've grouped together a series of questions about hand-la-hand combat procedure and 
Combat Results. I've also taken the opportunity to print a summary of the Combat Results table 
combining information which is otherwise scattered throughout the Warhammer Fantasy Battle 
rulebook. 

Thanks 10 everyone who has written in 
wilh quenelll - it really doc5 help me to 
identify items of explanation .-.d rules 
which leave room for doubt or 
ambiguity. If you have any questions 
regarding the Warhammer Fanl8lY 
Battle rules. I will be pleased to p-ovide 
an answer as long as you include a 
stamped self-addressed envelope or 2 
International Reply Coupons if you live 
abroad. Please leave enough space on 
your ICller so I can write answers 
directly on Ihe sheet of paper as this 
saves Lime and enables me to get back 
10 you morc quickly_ 

ROUT TESTS 
In hand-to-hand combat Is It 
necessary to take a rout test nery 
time a unit ls pushed batk - or does 
tbe unit only test If It also suffers 
1S*' usualt5es in tbe combat round? 

Generally speaking a unit t.UCI a rout 
test every time it loses a combat round. 
However, a unit does not have to take a 
rout test if it hasn't yet lost at least 15% 
(ie a quarter) of its original numeric 
strength during the battle. 

For example, a unit which begins the 
game with 20 models does not have 10 
test for rout until it is reduced to IS 
models or less. Thereafter the unit takes 
a rout test every time it loses a round of 
hand-to-hand combat. A unit of 10 
models tesl5 once it has lost 3 models 
(as 2 is less than a quarter). 

Obviously, this means that larger units 
have a liltle more resilience than small 
units -they can sustain more casuahies 
before they are forced 10 take a rout 
lest This is why troops such IS Goblins 
sometimes crowd into very large units 
- it giVCl them a bit more clout! 

N()(e !hat the 15% rule doesn't help you 
if you're fighting an enemy you fear. If 
you're beaten in hand-to-hand combat 
by troops you fear then you are routed 
IUlomatically without recourse 10 a 

roUI test and regudle5S of lhe casuaJties 
CIUSed. This emphasises just how 
important il is to avoid combal with 
Undead IUld large Monsters unJess you 
are reasonably sure of beating !hem. 

PANIC TESTS 
A unit must take a panic lest If a 
friendly unU routs wUhln 11", If 
units ro.ut because they fall their 
panic test, do other friendly unUs 
within 11" of them have to take a 
further panic test or not? 

If a unit routs from a hand-Io-hand 
combat engagement then friendly units 
within 12" must take a panic test. The 
key rule is iliat !he test is made when a 
unit routs flom hand-to-hand combat 
and not under other circumstances, 
Therdore, units which roul but which 
are not engaged in combat do not cause 
other units to talee a panic test. Of 
course if a unit is engaged in hand-to­
hand combat when it Lakes and fails a 
panic test, then its subsequent rout is 
aJso technically a rout from hand-to­
hand combat and so will initiate funher 
panic tests (see the example below)_ 

The belt and simplest procedure to 
adopt is to work out all combat results 
for the hand-to-hand combat round, and 
take any roul tests necessary_ Then, 
once all routs resulting from combat 
have been established, take any panic 
tests required_ Then take any further 
panic tests where appropriate_ Only 
move routing troops once all rout and 
panic tesu have been taken. Note that 
when hand-to-hand combat opponents 
rout as a result of a panic test (rather 
than a rout test) then the enemy units 
get a free hack as they tum, and pursue 
just like troops which have beaten their 
enemy in combat and routed them. 

Remember that lloopS must also take a 
panic test al the start of their tum if 1IIIii. 
there are already friendly routing units -r 
within 4~. In this case, units routing for 
whatever reason cause panic, not just 
those that were routed from combat. 
This means it is possible for routers to 
cause a wIVe of routs through your 
army as they run towards the rear. This 
is a particular j:Koblem for commanders 
of Goblins, Skaven and other troops 
that have a low Cool value. Such troops 
are inclined to lose heart and run off at 
the slightesl sign of a setback. 

Imperial Knighlll 

~ !he example above. !he GoOtao. rout from hand-to-hand combat obliging 1he O!'e Boyz and 
!he GIU'lIaS 10 taIw an immedia .. panic test (206 againsl Cool). Tn. Arrflr Boyz are more &han 
12" fNlay from !he routirog Gobtao. eod don't have 10 telL Tn. Gl\Jntlt palahl.- test but 1he 
Boy: faj and are I'OYted. Beeause they are themselves enga;ed in hand-IO-hand eombat ell 
units within 12" of the Boyz must tell lor panic -In this case this atlecta only the Alrer Boyz as 
the Gobb05 are already rouijng and the Gruntas are too lar away. 



WARHAMMER FANTASY BArrLE QUESTIONS AND ANSWERS 

MAGIC WEAPONS 

If • cbaracler Is carrylDg • magic 
weapon wUb several ablJldes, can be 
use all tbe abllllles In the $limit 
combat round, or can be only use 
ODe ability per round? If only one 
un be used does he bave to declare 
tbis when be strikes? U two opposing 
characters are armed wllb magic 
weapons, both of wbich have Trance 
or Parry abilities, which model 
works out tbe dfects of his magic: 
first, or do both work out their magk 
at the same time? 

4th Rank (Incomplete, 

Thil unit gel3 a +2 Combat Rasult bonus, as the fourth rank is incomplete (see table below). 
It is the case that the magic abilities for 
weapons. standards, and instruments in 
Warhammer Armies pose problems of 
interpretation when used in certain 
combinations and against certain !)'peS 

of troops. Most players are aware of 
lhis problem and come to some sort of 
agreement with their opponent befoTe 
the game. I suggest you adopt the 
following policy towards the use of 
magic weap;m$. 

ability in comba!. If you want to use 
either the Trance or Parry ability these 
are declared before other combat 
begins - all Trance and Parry results 
are worked out immediately and 
simultaneously, regardless of initiative 
or previous Trance or Parry results. 

COMBAT RESULTS 
Do Wounds caused In hand-to-hand 
combat count towards your Cotal for 
winning the combat round Irthey are 
saved? Also, If. Hero with 1 wounds 
takes 3 wounds Is tbe extra 1 wound 
counted towards your total? 

A character may only use II single 
magical ability in • single round of 
hand-Ie-hand combat. The exception to 
this rule is if the character has a 
Frenzied Blade in which case he is 
automalically subject to frenzy and 
may continue to use another magic 

The results of other magical abilities 
are resolved when the character wOlks 
out his hit, wound, OT when the 
opponent takes his save, whichever is 
appropriate. Simply annoWlce you are 
going to use an ability before rolling 
the dice to hit, wound Of save. 

In both cases they don't COWlt. Only 
wounds which are actually suffered 
count towards your Combat Results 
total. The Combat Results Table below, 
which gives a resume of the Combat 
Result modifiers, may prove useful 10 
many players. 

COMBAT RESULTS TABLE 
Wan: OUI die resull of each IepaJaIe hand·to-hand comhllt engagement u follow •. 

Once both .ides hive foughl each CQUnu the number of wounds il has inflicted. Wounds which have been saved aren't counted, atly those 
actually suffered. Each lide adds the foUowing OOauJe. to iu loLII . Onee each side hIS added up ill Combal Re.ults the 1 .... 0 SCOfti are 
oompan:d and !he hightJlscoring side wins die combal rou.nd. 

ChtorgmThatTuni +1 
Thil bonul il only applied once regardless of how mlny units 
diargcd into the hmd·«HIand cunblol engagemenl. If seyeral uniu 
are involved, lOme of wl\ieh charged IhallUm and lOme of whieh 
didn't, this bonul applies 10 long IS the chsrging troops caused It 
least half die number of wounds inflicted by Ihc:ir .ide.If no wound. 
are inflicted II alllhe charge 00a1lS slillipplies 10 long as 111e-s1 
one unil charged !hallum. 

Followed Up +1 
:the aide which won the previow combal round Idds thi. OOaus 10 
represent !he impetus gained u enemy U'OOpIlre pushed back.. As 
with charges the bonus is Ipplied only once regard less of the 
number 0{ wUu cnaaged. 

Note that if a lide is both chlrging and following up in the l ame 
round (u can happen when I fresh uniI charges into an established 
englgement) then il is possible to get bOIh OOauses - it +2. This 
shows whal I good idea it il 10 hit the enemy when he's at I 

disadvantage and dClllDftllrale1 the value of keeping I second line 
0{ tn:xlpl jusl for th4 PU"PO'C-

StalMlard +1 
Thu boou. is added for each friendly unit in the engagement that 
hu a standard in iu frail rank. Unlike charges and follow ups this 
bonus can be added Jevcral time. if there is more than one unit 
which hal a .aandard. For eilampIe. if two wtill are englged and 
both hive st.mdarda then you add +2, and so at. 

Army Standard +1 
If the Anny Standard is being carried by a unil in the hand-to-hand 
oombat engagement then a (urther+1 bonus i. gained. This appliel 
in addition to I nonnll +1 bonus for a unit standard, ro the bonus i. 
+2 for I unil which has the Anny Standard and iu own lIanciard. 

lnd, Jrd, or 4th Rank +1 pet" rank (maximum +3) 
If a unit begins the combal round deployed in 2 full ranks it re<:eives 
a bonus of +1 to its Combat ResulL If deployed in J full nnks it 
R:eeivCJ a further -+-1 making a total of +2. If deployed in" or more 
full ranks it receives a funhe r +1 making a total of +3 (Ihe 
maximum ra.nk bonllS allowed). lhe rank bonUI represents the fact 
thlt solid formations of Iroop. are much harder 10 push baek 
because the rear ra.nks lend their weight 10 the tl'OO!" al the front. 
shoving thClll forward and ltepping inlo any gaps left by casualties. 
Similarly I deep fonnation can steamroller into the enemy line, 
knodting aside and scanering the enemy troopt. 

Thil OOau, only applies to full ra.nkl, not partial ranks, and there 
mlllt be II leall 4 model, in the front ra.nk for any rank bonuses to 
apply. (Formalion. nllTOWer than thi. can be 10 euily 
oyerwhelmed that no benefit U eonferTed. 'The guys in the rear rank. 
get s .... amped by enemy on their flanks.) 

Note: Whue Il/I. enpgenw1ll Uavolvu ~evuaJ lUIiLr on e4ch side /lIId 
~om#1l1re Ua deeper raw IMn oflur~ )'ow mlI)' coWtl llu dUfUr 
00,11£1. 



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

fREE800TERZ 

BY BRYAN ANSELL, RICK PRIESTLEY & NIGEL STILLMAN 
Freebooterz are Orks who have abandoned their tribes to form roving bands of outcasts. 
Many Freebooterz are treacherous and unpleasant characters - not the sort of individuals 
that are tolerated in normal Ork society. But Freebooter Mobz are often available for hire 
as mercenaries or can be persuaded to join a battle with promises of loot and a good fight. A 
cunning Warboss will not overlook the potential of hiring Freebooterz to fight alongside the 
Orks of his own tribe. 

Here we present a selection of the Freebooterz that may be hired as part of a Warhammer 
40,000 Ork army. The full list can be found in the forthcoming Freebooterz. book, along with 
army lists for the Bad Moons, Death Skulls and Evil 8unz clans. 

Freebooterz can be included in an Ork Warband as described 
in the Anny Lists. If you WlIJ'\t 10 include a Freebooter Mob in 
your Warband, roll a 0100 to determine what kind of 
Freebooterz offer themselves for hire. If you don't have 
appropriate models to represent the Mob you've generated, 
roll again until you obtain a Mob of Freebooter Pirates OT any 
other Mob fOT which you have models. As you can re-roll in 
this way you can always field a Mob or Freebooter Pirates if 
you want. Freebooter Pirates are the most common type of 
Freebooter. Once you've generated a Mob ror one battle you 
may always include it in ruture Warbands because the 
Freebooterz are still in the area and can be hired again. 

D100 FREEBOOTERZ MOB 
01-1:; Freebooter Pir~es 

16-20 Khome's SlOrm~bo~Y~'~ ___ .==:::1 
~ Outcast. Oddboy], 
26-30 Renegade Mekboyz 

_ .d3JJcl-ol35>--_ ,-"R"",eneg!!deRuntmaster 
36-40 Bad Docs 
41 S Flash CJ..!.Il.f'-::-------:=::::::J 
46-50 Gretchin Bandits 
5-kS ~t RetinJle 

1=:]5i6-~60~=::,R~''iinegade Speed Frecks 
1-45 ~k..Q!!.tIaw 

66-70 Bad Ork Bikeboyz 
71-75 Weirdil9y W~eadz + Madboy:z 
76-78 Dreadmob 
79- reehooter Minden 

•_J84~-8~8=:.~"""'~il~R~enegade Ork Warband 
89-91 Ork MUl!nt Mob 
92·94 Possessed Warphead 
9 -Geneste~q BlOOd 
96-100 Human Mercenary Band 

• 



FREEBOOTER ARMY LIST 

8AO ORK 81K£80YZ 
Ork Bikeboyz who opt for • roving nomadic lifestyle are known as Bal Ork Bikerz. and are very bad characters indeed. The 
tribe lna1hes a deep sigh of relief as !hey roar off up the road to cause trouble somewhere ehe. Their favourite spon is running 
over ranks of drilling Stonnboyz. but they are quite happy 10 practice. on Orelchin. Snotlings. Madboyz and anyone else who 
wanders in front of lhem. Bad Ork Bikerz are willing 10 fight for anyone for free. just for the fun of it, and nothing is more 
important 10 !.hem lhan their beloved bikes which they polish and pamper constantly. When not actually riding their bikes they 
enjoy maintaining them. Maintenance consists of taking the bikes apaI1 and puuing them back IOgether again. hopefully leaving 
out (or 'saving') as many bilS as !hey can in the proce5$. 

FOR lOG POINTS 
1 KAP'T1N ARMED WITH BOLTGUN OR BOLTPlSTOL (CHOOSE WHICH YOU WAN1). A HAND WEAPON (SUCH AS 

KNIFE. CLUB OR SWORD) AND RIDING A BIKE OR WARBlKE (CHOOSE WHICH YOU WANT). 

AND 
4 BOYZ ARMED WITH BOLTGUN OR BOLTPISTOL (CHOOSE WHICH YOU WANT). A HAND WEAPON (SUCH AS 

KNIFE, CLUB OR SWORD) RIDING A BIKE OR WARBIKE (CHOOSE WHICH YOU WANT). 

PLUS 
AS MANY EXTRA BOVZ AS YOU WANT ARMED WITH BOLTGUN OR BOLTPISTOL (CHOOSE WHICH YOU 

WANT), A.HAND WEAPON (SUCH AS KNIFE. CLUB OR SWORD). AND RIDING A BIKE OR WARBIKE (CHOOSE 
WIDCH YOU WANT) AT 40 POINTS EACH. 

WSBSSTW 

~~--~~~~~---~7-- i 
I 
4 
2 

A 
1 

Ld Int 
8 7 
7 6 

CI WP 
8 
7 7 

EXTRA WARGEAR: Any Bikeboy including the Kaplin can be equipped with any of the extra gear shown on the chart below. 
AU the Bad Ork Bikeboyz can have any of the equipment indicated, and they can all have the same or different gear if you wanL 

• 
WEAPON ~~.::::..._.::COST:::"'~O:D:£:L:::::, ADDf110NAL BOLT PlSTOt. 1 _

__ ;OWN;;" SWORD 2 
WERSWOIU) 7 

Pl.ASMA·PlSTOl. S 

KAPTIN'S GEAR: The Kaptin can have any of the. special gear from the Freebooter Weapon Charts listed below. Choose a 
chart and randomly generate equipment for the points indicated. The Kaplin can roU as many times on as many chMts as you 
wanL He does not have to carry all the equipment he generates, but all equipment must be paid for. Any items not carried are 
assumed to have been lert behind at the Freebooten' camp and may be used in future games if you wish . 

• 
CII ART " ,--___ 
,,-SSAUl.l".....WEAPONS 
RANOED WEAPONS 
lJEI>VY WEAi'ONS 
S'TIXKIIOMZ 

COSTfROLL , , ,. , 
ATTENDANTS: The Bikeboyz have oruy a few servlnt Grotz on account or their nomadic lifestyle which prohibits them 
carrying very much. A few of the Bikeboyz allow Gretchin servants to ding onlo the pillion as they ride along, and these 
SC!fVlllts may carry barmen on behalf on their masters. Mostly though they just ding on tight and keep their eyes finnly ShUL 



FREEBOOTER ARMY LIST 

OUTCAST ODD80YZ 
Mekaniaks. Painboyz and Rwnherdz have much in oorrunon and tend to get on better with each other than with the other Orks. 
They often feel thai ordinll)' Orks just do not understand or appreciate them. Now and again a group of such disgruntled 
Oddboyz will get fed up with the tribe and wander off. Perhaps a Mek has become tired of making the same kind of predictable 
Banlewagon for the Warhos!. perhaps the Runilierd can no longer bear to see his carefully nunured Runtz being used for mine 
clearance. or perhaps no one wants the Doc's patent special de-luxe bionik bitz.. II's all enough to make them go their own way 
and show the rest what they can do on their own. They soon find employment as mercenaries, especially in the service of lhose 
who do not know quite how eccentric they are ... but they will soon fllld oul! 

FOR 75 POINTS 
1 PAINBOY 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 
1 RUNTHERD ARMED WITH FLAK. ARMOUR, A BOLTGUN OR BOLT PISTOL. (CHOOSE wmCH YOU WAN1), A 

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

AND 
1 MEKANIAK ARMED WITH FLAK ARMOUR. A BOLTGUN OR BOLT PISTOL. (CHOOSE WHICH YOU WANT), A 

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

PLUS 
UP lU 3 MORE OF THE ABOVE OODDOYZ (CHOOSE WH1CH YOU WANT) AT 15 POINTS EACH. 

OP'TIONAL WARGEAR: Oddboyz can have the following elltra gear for the points shown. 
BOLT PISlUL 1 
SHOKK ATIACK GUN (Meks only) 50 

• 
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FREEBOOTER BANNERS FOR YOU TO PHOTOCOPY AND CUT OUT 

OI./TtAlIT JIUWUl& --( ... _ ..... <010) 

OVftA$T~Tl"IJ'" 

--~ II""'_"_ COOO) 

FREEBOOTER ARMY LIST 

The Oddboyz .. e able to obtain and r.briclle • great deal of equipment for their own use or to trade with other Crks for things 
they need. If you want you may generate equipment from the charu indicated below. Choose any chart and randomly generate a 
bit o f equipment for the points indicated. You can roll as many Limes as you like 00 as many chans as you wish. and any items 
generated may be d istributed amongst the Oddboyz as required. Any equipment nOI used must still be paid for: it is assumed to 
be left at home and may be used in future games. 

COST PER RAN DO:>1 RotL , 
" 10 

ATTENDANTS: Oddboyz are usually surrounded by Gretchin .-.d SnorJing servanls to carry tools and weapons, fetch. food and 
ammunition, and perfonn other vitalwks on behalf of their masters. The Outcast Oddboyl. may be accompanied by any number 
of non-combatant se:vants of this kind for no extra points. 

ODDBITZ FOR MEKS: Each Mekboy in the Outcast Oddboyz Mob entitles you to buy either a vehicle or a Tin Boyz Mob to 
include in the Mob. These are chosen from the lists given in the Freebooter Oddbitz section. A Tin Boyz Mob must be controlled 
by a specirlc Mckboy. See Freebooter Oddbitz for morc details. options. and points values. 

ODDBITZ FOR RUNTHERDZ: Each Runtherd in the Outcast Oddboyz entitles you (0 buy a single Oddbil chosen from lhe 
Freebooter Oddbitz section. Oddbitz are always some kind of large weapon with a crew of RWltz b'aincd by the Runtherd. See 
the Freebooter Oddbitz section for details and options. 

ODDBITZ FOR PAINBOYZ: Each Painboy in the DulcHt Oddboyz enti tles you to buy a s ingle Dreadnought. The 
Dr~ought fi&htl as an independenl model. See the Freebooter Oddbitz section for details and points values. 

HERDZ: Any Runtherd may be aceompanicd by a Herd of either Snellings or Gretchin. A Grctchin Herd consists of any 
number of Gretchin models. eKh armed with a hand weapon and shield, at 3 points each. A Snelling Herd consists of any 
number of Sooding bases at a cost of 15 points per base. 

M WS BS 
GREttHIN 3~i.~ii'Ji~:::::f.4!"=~2::"~3~ 
SNarUNG BASE IS points 4 2 2 

S 
3 
I 

T 
3 
I 

W 
I 
3 

I 
2 
3 

A 
I 
3 

Ld Int 
5 5 
4 4 

CI WP 
5 5 
4 4 

An entire Snotling Herd may be equipped with spore weapons ata cost of 5 points per base. Spore weapons are special fungi and 
moulds which do net affect Orks, GrelChin. or Snodings. bul which are deadly to other races. Snollings armed with spore 
weapons add +06 to their sb'ength in hand-to-hand combat. This bonus is determined for the whole unit dlUing each round of 
close combat, 50 the bonus and overall effect of the Snotlings will vary in an unpredictable way from round to round. 

A Herd may be accompanied by a Runlbol equipped with I Runlbot Force Field. 'The Runtbot COSts SO points. 

WS BS 
6 

S 
5 

T 
7 

W 
5 

I 
4 

A 
I 

SAVE 
3+ 



FREEBOO'IER ARMY LIST 

RfNfGADf SPffD FRffKS 
The Cult of Speed is a constant social problem for the Orb. Nobody minds a few reckless races around the stronghold. but 
sometimes it gets out of hand, especially if the Warboss's fleet of new red wagons gets smashed up by crazed hoodlums in 
ramshackle Mekboy Hot-Rodz. The Warboss is sometime& left with no option but to banish the offenders together with their 
'Iehic1es. From that moment on they become a roving band of troublemakers looking for adventure, willing to fight for anybody. 
All they want is some red paint for their buggies and enough teeth to buy a can of high octane squig gas to keep the engines 
nmning. They are usually a good choice of mercenaries fiom • prospective employer's point of view, since there is a rair chance 
that they will hurtJe into the enemy and pursue them into the distant horizon never to be seen again and not stopping to collect 
their share of the booty. 

FOR 75 POINTS 
1 KAPTIN ARMED WITH BOLTGUN OR BOLTPISTOL (CHOOSE WIDeH YOU WANT). A SUITABLE HAND 

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

AND 
.5 BOYZ ARMED WITH WITH BOLTGUN OR BOLTPISTOL(CHOOSE WHICH YOU WANT). A SUITABLE HAND 

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

AND 
1 BATItE WAGON 

PLUS 
AS MANY EXTRA BOYZ AS YOU WANT ARMED WITH WITH BOLTGUN OR BOLTPISTOL (CHOOSE WHICH YOU 

WANT). A SUITABLE HAND WEAPON (SUCH AS A KNIFE, CLUB OR SWORD) AT 7 POINTS EACH. 

M WS BS S T W I A Ld I"t CI WP 
KAYI1N 4 5 4 5 4 1 8 
FREEBOOTER BOn 4 3 3 3 4 2 7 6 7 7 

J " 

'\ 
" 

• 
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FREEBOOTER ARMY LIST 

FREEBOOTER BANNERS FOR YOU TO PHOTOCOPY AND CUT OUT 
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EXTRA WARGEAR: The Mob can have any of the extra gear shown on the chart below. The Bo)'Z all have the same gear. The 
Kaptin may also be anned with gear from this list as well as the random charts given below. 

COSTIMOD£L COSTIMODEL 
I , 

KAPTIN'S GEAR: The Kaplin can have any of the special gear from the Freebooter Weapon Charu listed below. Choose a 
chart and randomly generate equipment for the points indicated. 1be Kaplin can roll as many limes on as many charts as the 
player wants. He docs not have 10 carry all the equipment he generates, but all equipment must be paid for. Any items not carried 
are assumed to have been left behind at lIIe Freebooterz.' camp and may be used in future games if you wish. 

CH4RT",,== ....,.,,­
HEAVY WEAPONS SDKXBO''''-' __ 

COSTfROLL 

" , 
CIIART",,,,,C-__ 
JIORCE F1E1.DS 

BIONlXBITZ .r---­ItUSl'ON WEAPQN 

COST/ROLL 
\0 .. "---

VEIDCLES: Speed Cultist Freebooterz are funous for their vehlcles, which are always painted and decorated in !.he most 
clIlravaganl manner and often heavily modified by their proud owners. 1be Mob has a Batlle Wagon automatically but this may 
be replaced or augmented by any other vehicles chosen from the lisl below. These vehicles are cheaper than for other Mobz 
because the Renegade Speed Fred: Freeboolerz are such excellent mechanics. 

WAR UOO 
WARBlKE 
WARTRAK 
BATrLE WAGON 

'0 
" so 
20 

SPECIAL RULES: 1be Renegade Speed neek.s are so obsessed with tinkering with the ir vehicles that they can keep them in 
working order withoul the aid of Mekaniw. If an enemy player uses a Malfunction Card on a Spe«I Freek vehicle the Ork 
player does not have to eounteT it with a Repair Card. but rolls a dice instead. On the D6 score of a 3 or more the vehicle has 
been maintained by its owner and is not affected by the Malfunction. Should a score of 1 or 2 be rolled the vehicle is affc<:led by 
the Malfunction, bula Repair Card may be expended as normal to cancel out its effects. 

.... 



FREEBOOTER ARMY LIST 

FREEBOClTER BANNERS FOR YOU TO PHOTOCOPY AND CUT OUT 

~"'§ ~ 

[9::> 

~A':c"" 

HEAVY WEAPONS: A Khome's Stonnboy with I heavy weapon can have any weapon chosen from the list below. Extra 
points are paid [or this weapon so it's up to you how much you spend. SlOrmboyz of Khome are hardened warriors whose 
experience gives' them plenty of opportunity to pick up heavy weaponry · for this reason they pay relatively little for heavy 
weapons compared 10 some other Orks. 

IlEAVY WEA.PON 
,(lTfO..CA.~ 
HEAVY BOI.IER 
HEAVY PlASMA GUN 
HEAVY mJBBER 
MUlXFMEll'A. 

COST FOR WEAPON 

" , 
OJ , 
" 

HEAVY WEAPON 
MISSILE UUNCHER 
fRAG MISSILES 
KRAK MISSILES 
MELTA MISSIlES 

COST FOR WEAPON 

" , 
" , 

EXTR1 WARGEAR: The Mob can also have any of the extra gear shown on Ihe chat below. Every Boy has to have the same 
gear, even !he Boy with the heavy weapon. 1ne Kaplin does not have to have the same gear but can do so if he wants. 

WEAPON 
EX1'RA BOU' PISTOl. 
PLAsMA GUN 
OIAJ]\lSWORD 
POWERGLOVE 
POWERSWOP.D 

COSTIMODEL , , 
,;­
~,:--=-

WEAPON 
PlASMA-PISTOL 
fRAU S'TIKKBOMZ 
KRAK snKiaJ6MZ 
MELTA STIKKBOMZ 
JUMP PAcK 

COSTIMODEL 

~--
2 
• 
2 

KAPTIN'S GEAR: The Kaptin can have any of !he special gear from Ihe Freebooler Weapon Charts lis ted below. Choose a 
chart and randomly gena-ate equipment for Ihe points indicalC<i. The Kaplin can roll as many limes on as many charts as Ihe 
plpyer wants. 

CHART 
RJ.NGED WEAPONS 
ASSAULT WEAPONS 

VYWEAPONS 
rnKKBOMZ 

COST/ROLL , , 
----~ 

CIIART 
"fORCE FIJ!ll)s 
BIONlKBnZ 
KU5I'OM WEAPONS 

COST/ROLL 

" " " 
THE KAPTIN MAY HAVE UP TO D4..-1 CHAOS REWARDS. A Stormboy Kaptin may have up to 04+1 Chaos Rewards, 
but does not have to have any if you do not wantlhem. If you decide to give your Kaplin rewards you will need a copy of Realm 
of Chaos· The Lost and The Damned and Realm of Chaos· Slaves 10 Darkness. Roll Ihe dice indicated to determine your 
maximum number of rewards. Ihen roll for each reward in tum referring to the Chaos Rewards Table in The Lost and the 
Damned as you do so. You may stop rolling rewards It any point. but must accept any rewards you roU. Any Gift rolled on Ihe 
table may be uchanged for a randomly generated Gin of Khome IS described in Realm of Chaos . Sllves 10 Darkness. Any 
Chaos Reward rolled I second or subsequent time mly be eilher taken by the Kaplin or passed on 10 one of his Stormboyz. 

For every Chaos Reward given 10 the Kaplin roll on Ihe Followen Reward Table in eilher Realm of Chaos volume to establish if 
any other Stormboyz gain rewards. Any rewards generated in this way may be applied to any Stonnboy Ihe player wishes· so 
one Stonnboy can be given several rewards if you prefer. 

.,," 
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ORK STORMBOYZ 
Stormboyz are rebellious Orks who are youthfully obsessed with drillin', 
marchin', salutin' and other unOrky behaviour. Mostly they grow out of their 
obsession but a few die-hards can't give up their disciplined ways and become 
Stormboy Kaptins or find themselves drawn into one of the Freebooter bands 
which worship the Blood God Khorne. 

Stonnboyz rebel againS! their clan style in the same wly that 
teenagen tebel againat the dress of their ~nts. 1be aida Orb 
just wail for them 10 grow oul of WI phue. pUlting up with their • 
strange behaviollf and youthful enmuslasrnl. 

As part of their rebellion. Stormboyz become obsessed with 
dUciplincin their~ as much as in thcit marchin' and salutin'. 
Each SlOI'mboyz KOlpii adopts ill own uniform. Shiny polished 
jactboocs, buckles and belmcu are common. Such Human-style 
military trappings are frowned upon by lraditionally-mindcd 

""". 
The bluc and grey uniform of the Siormboyz . hown here is 
typical. Every Stormboy weul Smatt yellow-unped blue 
IJOUIJen, • grey shirt with it. neat yellow cpauicttci. and steel­
toecappcd jac.lr.booll polished until the Orillbo61 can soc his face 
in them. 

Khorne's Stormboyz 
Stormboyz wual.1y grow up to ~ proper Orb with a proper 
respect for their clan', traditions and I proper disrespect (or 

uniformity and regulation. But. few find that they just can't give 
up the militaristic trappingl and Ittict discipline of their youth. 
Many or these leave their clana altogether, unable to fit into 
decent on. lOciety, and join up with a SlOmlboyz Fn:ebooter uniL 

Stormboy ~booterz wonhip the Blood God Khome. The cult 
of the Blocd God is DO( tolerated by sane and sensible Orb but u 
widelpread among Stormboy Freebooterz. The Blood God 
epitomises the values they hold most dear: I hanh disciplinary 
code, binding rules that govern th::ir eonduct II warriOR, and a 
life of constant blood-Iening. They sell their skilb IS mez=naries 
fighting "";th Ork Warlords and Chaos forces. Once they 've 
eomminod themselves to the Blood God, these Stonnboyz can 
neverteturn to normal on: society - they know their fate is to fall 
in battle, their blood a sacrifice to Khome. 

The dreu of these Freebooterz reflects both their Stormboy 
origins and their obseuion with the cult of the Blocd God. Each 
Korps has its own unifcnn of highly-patterned lUnia. They wear 
eJl'.lrIvtgantly.homed helmets and their uniforms always include I 
loe of red, black and goki. the coIoun or Khofne. 

• 



STORMBOYZ 
For these Stormboy:r. wc've choscn a typically militarhti<: 
uniform, more like • Human wti(orm than I proper Orlty outfit. 
We've deliberately used • simple two-.tagc colour IChcme to 
sbow thai you don" need to $pend a long lime painting your unig 
(01" them 10 10i¥ good. The !TWO photo show. how cfTecdyc lhe&e 
Orks look as • unit on the tabletop. In fact, you CQuid quile 
happily field the unit after only the lint stage of nal C010UB has 
been painted on -if you want, you can add extra stages lalCJ once 
you've played with the unit. 

AssembllDllbe StOf'mboyz: although it', not neceuary when 
putting the Siormboyz together. we decided to repose them 
slighdy by changing the positions of their righlllJTl\l. As these 
models use plutic &m'II and boI!&uru, this was cuily done. 1lle 
arms were cui off at the base of the sleeve and movod in towards 
the body slightly - Ihb allowed III 10 polIilion the bolterJ .,::1055 
their bodiCi so they wen: supported by their left hand •. To 
accorrmodale this, we also had to cut . slivtt off the back of the 
bolters where lhey fitted 10 the Oro' chests. We used l upcrgluc 10 
reassemble the aJlllII and 10 slick them 10 the meuJ bodies. 

S lag~ On~ - F lat Colours: O nce the models hive been 
undercoa1ed while, the tint stage is to paint the basic flit coI.OID'1i 

on each IJ'U.. We've used Elf Orey for lite tunic, Enchanted Blue 
for the lrOu$CQ and 12:1 aU of Goblin Green and Bilious Green 
for the M'I lkin. The boots and braces ue OlIOS Black.. All the 
metal pans, like lite helmet, toecaps and bohgun, U'e Mithril 
Silver. TIle red on the boltgun and the braces ~ Red Gatt. The 
epauietteJ and lJle piping 01"1 the trouscrs ue SunbUJ'lit Yellow. 

Stag~ Two - Blam.Llnlne: Once all the basic flat oolOUf'J wen: 
diy, we added very fine black lines wheRver twocoloun met 10 
lI1Ilke IUn: the colOUR wen: sharply defined. M these black lines 
often fall along creases and shadow areas, they begin 10 give the 
model a real. 3D effect. 

We also added a COIl of gloss varnish 10 the Sl(lfTTIboyz' helmet 
and boots 10 give them an extra shine so Ihey look can:fully and 
lovingly polished. 

Badtplata: You'll notice that the SlOnnboyz don't display a 
hou.sehold symbol on lItcir backplates. DUring their obseuion 
with diJCiplined militarism., !he Stonnboyz leave their households 
and live in a Barrab, u.ually fo und at the edge of the O rk 
settlement wheR the Stormboyz have a par1Idc ground with plenty 
o f room for marchin', driUin' and shoutin' orden. This unit 
disp lays a typical Stormboyz s ymbol on Its backpl ate and 
armband - a stylised nash of lightning. 

Banner: n.e last thins we did to gel these models ready for batlle 
was add a baMeT 10 the Drillboss. The banner shows a luge black 
jackboot plus the lightning n u h used on the Stormboyz' 
backplates and armbands. The jackboot is the Ork glyph for 
Stormboyz (it also means Drill and March, concepts closely 
connected 10 the Stonnboyz in Ork minds). 

KHORNE'S STORMBOYZ 
We've abo painted the unit of Stormboy Freebootc:rz with a two­
stage technique of flat oololln and black-lining. Comparing the 
photOi above with the main photo, you can lee how the paint 
scheme really comCI together when the Orb are seen in cooteJ;t 
willt the rest of !heir uniL 

Slag~ OD~ - Flat Colours: We painted all the skin areas in 
Goblin Grcen. For their tunici we chose a striking black and 
yellow . triped pattern.. We lint painted all tbe tunic IJeU with 
Chaos Black. Then the stripes were added with Skull White 
followed by Sunbunl YeUow over the white - if we hadn'tltartcd 
with white, the yellow wouldn't have shown over the black. 

The Khome'l Stonnboyz' Oak armour is Go Futa Red.. Poucbes, 
Sli.t.kbomb handle. and so on we painted with Benial Brown. 
BoltguM, hand wcapom: and slilr.lr.bomb heads Itt Chainmail. We 
painted the jacir.boots ChIOll Black with Shining Gold toe and hed 
caps. The helmcu are Chaos Black with Shining Gold for the 
edging symbol. and horns. 

The backplate shows a typical Khome'l Soormboyz skull symbol 
The backplates were first painled Chaos Black and then the 
symbol was painted on willt SkuU White. 

Belt and straps are Chaos Black with the studs picked out in 
Mithril Silver. We also picked out the skull and ctUssbonca on the 
side of lite stilr..lr.bombz, this time in Shining Gold. Finally the 
Orb' eyca were painted willt Go Fasta Red and their fanas willt 
SkuU White. 

Stag~ Two - Black·Llnlng: Once we'd painled on all the base 
colours, the models WQ'C ready for !heir first bailie and in face we 
did playa couple of games with them before getting around 10 the 
black-lining stage. (They were fielded .. part of Waa­
GhazghkuU. the Gofrwarband we described in While Dwuf 134.) 
For the black lining we used a fine brush (00 is aboul right) and 
painted a thin line of Chaos Black beIwcc:n each area of oolour. 

Bannft": Thb banner, in Khome'. coIoun., shows a huge Khome 
symbol, the lightning flashes typical of Stormboyz, and three Ork 
glyphs: tho.sc for Attack, Freebooccrz and StcmlboYL 

You can photocopy. pain! 
and cut OUI the Srormboy 
and Khorne Srormboy 
barW'l8fS lor YOUl own Ork 
SlOOnboy units. 



FREEBOOTER ARMY LIST 

RENEGADE RUNTMASTER 
These are Rtmlhetdz who follow the teachings of an obscwe and pobably deranged Runtherd philosopher called Naflug who 
devised. unique w.y of trlining Rtmtz 10 • higher level of perl'onnance. creating what he claimed were 'Super-Runtz'. The 
UlChnique involved ringing of bells and rewanting the Runtz with juicy squigs among other things. but Ihe results were indeed 
remarkable. The Super--RlDItz pe:rfonncd belief on the battlefield and were genenlly more aggressive and dangerous. Naturally 
this alarmed most tl'ldilionally-minded Orlu, woo viewed the ide. of Super-Runtz as • Ihreat to the stability of Ork KultuI. No­
one would buy Naflug's 'Super-Runtt' and he. wandered ofT into the wilderness in disgust to live alone with his Hcrdz.. This 
hawened • long time ago, but it is clev that his teachinp influenced many Runtherdz that he met on his wanderings and his 
methods are perpetuated by • few eccentric Runtherd:r:. Those steeped in Nanug's heretical philosoph:y arc known as 
Runbnasten, and sather a following of other RlDltherdz eager to learn the secrets of the new breed. Such groups and lheir Herdz 
are usually shunned by their lribe and soon wander off, selling their services to any Warboss desperate and reckless enough to try 
lhedreaded 'Super-Runtz' in battle. 

FOR 75 POINTS 
1 RUNTMASTER 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 
UPTO 2 RUNTHERDZ ARMED wrrn FLAK ARMOUR, A BOLTGUN OR BOLT PISTOL (CHOOSE WHICH YOU 

WANT), A SUITABLE HAND WEAPON (SUCH AS A KNIFE, CLUB OR SWORD) AT 15 POINTS EACH. 

RUNTMASTER 
RUNTHERD 

M WS BS 
454 
444 

S 
4 
4 

T 
5 
4 

W 
I 
I 

I 
4 
3 

A 
I 
I 

Ld Int 
8 8 
7 7 

CI WP 
8 7 
7 7 

Any Ork can have extra gear which the Renegade Runtherdz have bought or traded. Ir you wish to use any or this gear then it is 
randomly generlted rrom the charts indicated below. You may roll as many times on as many charts as you wish. and any 
equipment genented may be distributed among !hem. Any equipment not carried is assumed to have been left back at camp and 
may used in future banles. All equipment must be paid ror IS it is generated, even equipment which is not carried. 

cnART 
XANOEDWIW'ONS 
ASSAUl:f WEAPONS 

COST PER RANDOM ROLL , , 
CHART 
.,.CEAEWS 
BIONIKBITZ 

COST PER RANDOM ROLL 

" '" 

• 



FREEBOOTER ARMY LIST 

ATTENDANTS: The Mob can be accompanied by unlimited unarmed and non-eombatant Snollings and Gretchin who may 
function as bearers and senoants but who take no part in the fighting. 

HERDZ: Any Ork Renegade may be.ocompanied by I Herd of specially bred and extremely ferocious Super.RunlZ. These may 
be either Snotlings (Super-Snotz) or Gretchin (Super-Grotz). A Supcr.Qrolz Herd consists of any number of Gretchin models, 
each armed with I hand weapon and shield. at 5 points each. A Super-SOOIZ Herd consists of any number of Snolling bases at a 
cost of 20 points per base. 

SUPER-ORarz 5 pointJ 
SUPER·SNorz 20 points 

M WS 8S 
4 3 3 
432 

S 
3 
2 

T 
3 
2 

W 
1 
4 

I 
4 
4 

A 
2 
4 

Ld tnt CI WP 
x ~ x x 
x x x x 

An enlirtSuper-Snotz Herd may be equipped with spore weapons at a cost of S poinlS per base. Spore weapons arc special fungi 
and moulds which do not affect Orb, Gretchin. or Snollings.. but which are deadly to other races. Snollings armed with spore 
weapons add +06 to their SlJength in hand·la-hand combat. This bonus is determined for Ihe whole unit during each round of 
close combat, so the bonus and overall effect of the Snotl ings will vary in an unpredictable way from round to round. 

Herds of Super-Grotz may be given additional weapons at the points cost shown. Herdz are not normally allowed weapons of 
this kind, but Super-Grotz are brighter and better trained lhan ordinary GrelChin, and the Runtmaster is indulgent with them. If 
chosen these weapons must be given to each model in the herd at the following cost per model. 

BLUNDERBUSS 
FRAG mKKBOMZ 

A Herd may be accompanied by a Rurllbot equipped with a Runlbot Foree Field. The Runtbot costs 50 points. 

RUNfBOf 50 points 
M WS BS 
446 

S 
5 

T 
7 

W 
5 

I 
4 

A 
1 

SAVE 
3. 

SPECIAL RULES FOR SUPER·RUNTZ: Super.Runtz hive enhanced abilities as a result of their careful sclcctive breeding 
and thorough training. However, this sort of thing is quite unnatural to their kind. Their tiny minds are not really suited to such 
stress and can crumble if put under further pressure. This is represented by volatile characteristics which fluctuate between that 
of I timid Runt and a brave Ork (or as Naflug called it 'Faktor X'). Whenever a Super.Runt unit is required to test against any of 
the l.d, lot, 0, or WP characteristics marked x on the profile. rust roll I 06+3 to determine the characteristic value for that test. 
For example. I roll of 4 gives I value of 4+3 =7 a respectable score (especially for. Runt). U they fail any test, Runtz ignore the 
usual result IUld instead go completely crazy. losing control of their actions and running amok over the battlefield. They move in 
a random direction each tum, shooting at the nearest non green·skinned unit and charging into hand to hand combat if within 
reach. Once in close combat they will fight to the death and so ignore rout \ests. The Runts' minds ate so complctely cracked that 
they cannot even fccl woWids and so ignore all but the most severe damage. giving them I 06 saving throw of • 5 or more for 
the rest of the battle. Any Super·Runtz which survive the baule can be calmed down and returned to their normal state in time for 
the next fight. 



FREEBOO'IER ARMY LIST 

RfNfGADf MfK80YZ 
During the time of W .. -Ork Meks from every comer of the galuy gather 10 oonsttuct Gargants and other Will machines. Strong 
friendships Ire struck. and after the. W .. -Ork hu gone its way. some Meks cannot bear 10 part from their new comrades and 
indeed, many have oompJetely forgotten where home is myway. What else can they do but stick together just like in the old days 
of the Waa-Ork, making new and better devica 10 their hearts content Soon • local Wuboss will hear about lheir work and !hey 
will be given some greal commisaion. And so the various bands of Mebniak Freebootcn arc ready 10 be hired by any Warboss 
desperate or rec:kJess enough to take them on. 

FOR 90 POINTS 
I MEKANlAK KAPTIN 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 
4 MEKAN1AXS ARMED WITH FLAK ARMOUR. A BOLTCUN OR BOLT PISTOL (CHOOSE WHICH YOU WANT), A 

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

'-_{'1MEKANlAK KAPTIN 
MEKANIAK 

M 

4 

BS 
S 
4 

S 
4 
4 

T 

• 4 

w I 

1 3 

A Ld Int 
8 8 
7 7 

CI ~'-P==:::J 
7 7 ' 

OPTIONAL WARGEAR: The Mekboyz arc able to obtain and fabricate. peal dca1 of equipment for Iheir own use or to trade 
with olher Orb for things they need. If you want you may generalC equipment from the charts indicated below. Choose any chart 
and randomly generate a bit of equipnent 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 10 be left at home and may be used in future gamcs. 

CHART COST PER RANDOM ROu.. CIIART COST PER RANDOM ROLL 

IIANOED WI!APON:S~..:;;;;;;;;::~ s -_-=:.-~~t(~~S ~ 
'---

FORCE'flELos 5 
BIONIK 8m IS 
unuM~S_---____ ~O,-_______ __ 

• 

_ Ai ATIENDANTS: Meks require a great many Gretchin and Snotling servants 10 carT)' tools and spare parts as well as to fetch ... 
food and anununition, and perfonn other vital tasks on behalf of their masters. The Renegade Meks may be accompanied by any 
number of non-combalant servants of this kind for no eXlll poinLS. 

ODDBITZ FOR MEKS: Each Mekboy in the Mob entitles you to buy eithcr a ychicle or a 1m Boyz Mob to include in the 
Mob. These lite chosen from the lists giYen in the Freebooter Oddbitz section. A TIn Boyz Mob must be controlled by a specific 
Mekboy. See Freebooter Oddbitz for more details. optkms. and points values. Vehicles are driven by Ork Boyz who are part of 
the Renegade Mekboyz Mob. 

SPECIAL RULES: If you include a Mob of Renegade Mekboyz then you may reasonably expect to bencfit by receiving 5 extra 
Melt repair cards. Unfortunately Renegade Melts are not as reliable as alilhat. They will promise faithfully to give the buggies a 
Ihorough going oyer, bul the chance& are they'll onJy do half a job before sloping oIT for a pint of fungus ale and a gwne of Spit 
the Grot· reliability is noltheir strong point. So, rather than liking I repair card per Mek as you nonnally would. roll a D6 
subtract I and take the number> of cards indicated. This isn' t too bad as you will still end up with an average of 2 or 3 cards, and 
you might evm end up with a truly fl1st class job and 5 cards. You could equally well end up with no cards al all. That's the 
trouble with Renegade Mekboyz (unreliable gits). 



FREEBOOTER ARMY LIST 

GRETCHIN BANDITS 
These are bands of Cutchin who have run away from the lribe, or just as likely. have been driven out for making a nuisance of 
themselves following Orb about and pretending to be just as good. There is nothing lefl for such Grctchin except a life of 
banditry in the wilds, where they will prey on Ork and alien alike. ambushing travellers and extorting anything worth having 
from Ihem. The most cunning and audacious Gretchin will soon emerge as the leader. Most Warbosses would not bother to 
recruit such skumbos. but sometimes it proves 10 be a wise policy to prevent the little nuisances spying for the enemy or creeping 
into the camp at night to filch things. They are easily persuaded into fighting alongside Orb as mercenaries, and a cunning 
Warhoss soon learns to expend them in battle for some worthwhile purpose, thus saving him the cost of paying them later. U 
surviving Gretchin ever discover this cunning plan. the Warhoss can expect to suffer spilefuJ acts of revenge. Poisoned squigs or 
booby traps in the drop are the usual ploys. 

FOR 25 POINTS 
I GRETCHIN KAYfIN ARMED WITH BLUNDERBUSS, A SUITABLE HAND WEAPON (SUCH AS A KNIFE. CLUB OR 

SWORD), 

AND 
5 GRETCHIN ARMED wrrn BLUNDERBUSS, A SUITABLE HAND WEAPON (SUCH AS A KNIFE, CLUB OR 

SWORD). 

PLUS 
AS MANY EXTRA GRETCHIN AS YOU WANT ARMED WITH BLUNDERBUSS, A SUITABLE HAND WEAPON 

(SUCH AS A KNIFE, CLUB OR SWORD) AT 4 POINTS EACH 

EXTRA WARGEAR: The Mob can be better armed than Gretchin enuepreneurs usually are due 10 looting and scavenging on 
the battlefield. They can have any of the extra gear shown on the chart below, The Gretchin have what they can gTab on the 
battlefield, or during the share-oUi. so they do not all have to have the same gear; each model can be individually armed. They 
usually have to make do with second rate SlUff that the Orks have left behind. Unfonunately Gretchin are not strong enough to 
use most of the hefty Ork wargellT, and fmd discarded or unexploded stikkbomz to be the mOSI practical scavenged weapons to 
use. The Kaplin can be armed from this list as we as the random Kaptin's Gear charts listed below. 

KAPTIN'S GEAR: The Kaplin can have any of the special gear generated from the charts listed below, Choose a chart and 
randomly generate equipment for the points indicated. The Kaptin can roll as many times on as many charts as the player wants. 
He docs not have to carry all the equipment he generates, but all equipment must be paid for, Any items not carried are assumed 
10 have been lerl at home and may be used for futme games if you wish 

""" 



FREEB()()'JER ARMY LIST 

WflRD80Y WARPHfADZ 
Warpheadz ue deranged Weirdboyz whose minds have been Slluraled with warp energy just once too often. While other 
Weirdboyz suffer agonisinl spasms when they usc their powers !he Warpheads have become so perverted by the sensation thal 
they actually enjoy il. 'They become -'dieted to the near fala! Ihrill that wracks their body every time Ibey use their powers. 
Warphea:lz vc Weirdboyz of great mental endurance. Simply to have become addicted they must have withstood levels of power 
thai would cause mosl Weirdboyz' heads to explode. Warphcadz know from experience thallhey can stand • lot of psychic suess 
and survive. This makes them reekless and conf!denl, and quite uruike other Weirdboyz who are miserable and depressed, feeling 
that mey are doomed to die painfully on some baUierleld. Watpheadz are also cunning enough to have slipped away [rom their 
Minden and wandered off for good, so they are likely to be fairly bright as well as innovative. Warpheadz arc rcally half-way to 
becoming Madlxlyz and share many of the same manias. Not surprisingly. they attract I following of real Madboyz who latch. on 
to them. Of COUlK the Waqileadz are only too pleased to hive such dangerous and devoted henchmen, and lhcir chanting is 
sccond 10 none, sendinglhe Waqilem into an unparalleled ecstasy of warp induced power. 

Warpheadz, accompanied by their M.dboy retinues. indulge their addiction to the warp by blasting away at anything that Lakes 
their fancy; trees, rocks, and animals, purely for the thrill of it. Many Warphead.z wander from mbe to tribe earning teeth by 
putting on shows of pyrotcclmic psychic tlliravaganu. for the entertainment of the locals. NOI surprisingly. these travelling 
shows lie very populll, and a Warphead who puts on a good display might end up being hired by the Warboss 10 do his stuff in 
the nelll baule. Warphead showmen dress even more elabora~ly than other Weirdboyz. and their retainers are also dressed for 
the carnival roles as clowns, bounca's, buskers. ringmasters. jugglers. puppeteers and other sideshows. The whole troupe travel 
about in garishly decorated vehicles covered in bunting. adverts and bells. 

FOR 100 POIl\.'TS 
I WEIRDBOY ARMED wrrn FLAK ARMOUR, A BOLTGUN OR BOLT PISTOL (CHOOSE WHICH YOU WANT), A 

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

AND 
4 MADBOVZ ARMED WITH FLAK ARMOUR, A BOLTGUN OR BOLT PlSlUL (CHOOSE WHICH YOU WANT). A 

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

PLUS 
AS MANY EXTRA MADBOVZ AS YOU WANT ARMED AS ABOVE AT 7 POINTS EACH. 

WFlRDBOY 
MADBOVZ 

M WS BS 
4 4 3 
4 3 3 
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T 
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BLOClO AXE BANNERS FROM WM·BOGROTS WARSAtfl, A SAMPL£ AAMY FROM 'ERE WE GO FClFI YOU TO PHOT()C()p¥ AND CUT OUT 

NAl-KUl"S 
BACK BANNIO~ 

SKUMGROT'S BOSS PO\..E 

SKUMGROrs 
BACK BANN EFI 

OOFlVN"S 
BACK BANNERS 

('1lIere life 8 Ogryosj 

El<TAA BANN(RS fOR 
NOol .. $KUt.IGI>OT"S RETINUE 

DOC OAEGWQArs 
BA.CKBAI'INE R 

if 
~ -

OPTIONAL WARGEAR: The Weirdboy Warpheadz buy equipment from the setllements they visit. or sometimes accept 
weapons and other gear in exchange for putting on their pyroleChnic psychic extravaganza. If you want, you may generate 
equipment from the charts indicated below. Choose any chart and randomly generate a bit of equipment for the JXlints indicaled. 
You can roll as many times as you like on as many charts as you wish, and any items generated may be distributed amongst the 
Mob as required. Any equipment not used must still be paid for; it is asswned 10 be left at home and may be used in future 
games. 

r;lC~'.IA~"'~®~=::, __ ..:.C~OS",T PER R"ANDOM ROLL 
• ioNiiB 

ATTENDANTS: 1be Warpheadz can be accompanied by any number of unanned non-combaJ.anl and slightly mad servants who 
carry banners and placards advertising their Itavelling shows. Gretchin soon acquire a carnival manner of their own which they 
practice endlessly mtil it becomes habitual. For example. some juggle with coloUIed balls, other ride little unicycles, while 
othen dress as clowns in outrageow costumes. A few cany hoops through which they train Squigs 10 jump. One Gretchin often 
adopts lhe costume and inflated manner of a Ringmaster complete with top hat and tails. 

SPECIAL RULES FOR WARPHEADZ: Warpheadz are so powerful that they add an extra 206 power points to their energy 
store during each rum of chanting. Fortunately, Warpheadz can stand a lot of psychic energy before they suffer a head explosion. 
A Warphead's power points limit is found by rolling a OlO and multiplying the result by 10 as normal. then adding a further D6 
multiplied by 10. Freebooter Weirdboyz are eyen less stable than other Orks of their kind 50 roll on the following chart during 
each tum of chanting to 5ee if an anack is unleashed: 

D6 Erreet or Cbantlng 
1 The chan~ contirwea 

2-3 The chant reaches critical ·Il::h. The Weirdbo~ has the op'!ion to unleash an attack or wait for more ~wcr to build up. 
-6 J!lY.chic surge cannot be held ... y longer and an attack bursts out of the eirdboy 

.... 



MARAUDER UNDEAD 
With most models you can quickly get a good effect by just blocking in the 
main areas of colour without worrying about shading or highlighting. 
However, there are some models for which this isn't the most appropriate 
finish and by adding a simple extra stage you can get a much better effect. This 
extra stage is known as drybrushing. 

DrybTUshing means lhat you paint the model, or an area of the 
model, in a dark shade of the required colow and then build up 
a lighter finish with. second coat of paint. h's called 
drylwshing because of the technique you use for this second 
ro.L 

You clean the majority of the paint from lhe brush until it's 
almost dry and then swiflly but gently run it over the model. 
This leaves a small amount of paint on the raised areas of the 
model with each brush stroke. The cumulative e£fecl of a 
number of su-okes builds up the lighter shade on !he model. 

This technique is used (or models or areas of models with a 
rough texture - it's the rough texture thlt the drybrushing 
pieD out and which makes lhis simple technique so effective. 

In the case of Lord Mafgul's Night WllI1'iors. the Marauder 
Undead aHied contingent featured elsewhere in this issue, 
we've used drybrushing 10 paint the SkelelOns. It's just as 
effective on creatures with fur such as Wolves and Boars, 
models dresieQ in fur clothing or metal armour, particularly 
chain mail, and for wood textures. 

HOW TO DRYBRUSH 
1) Pick your colour and then choose a darker shade of thaI 

colour. If you haven't got a darker paint, add a little black 
or an appropriately coloured ink to darken your tone. 

2) Once you've applied the base coat leave it to dry before' 
beginning to drybrush otherwise you'll just mix and streak: 
the two shades of paint 

3) For the drybrushing, use an old brush - this IeChnique is a 
bit rough on brushes and you don't want to damage a new 
brush thal'S still gOI a good point 

4) Once you've dipped your brush in the paint, wipe most of 
it off on the side of the paint pot. Then wipe almost all the 
rest off on a piece of scrap paper. You want to leave almost 
rp paint on the brush-don', wony, there'll still be plenty 
of fine particies that you can', easily see but that will 
adhere to the raised surfaces of the model. 

At fIJSI you won't believe how lillIe paint you need on the 
brush but you'll quickly get the hang of it. 

S) Apply the. paint with a rapid but light movement of the 
bislles. Brush against the flow of the texlure or contours 
of the model. This way the brush deposits paint on the 
raised areas 10 make them lighter but doesn't touch the 
depressions, leaving them shaded. 

6) Usually one drybrush will give you _ great effect of 
shadow and highlight. tr you want, you can add more than 
one drybrush and build up the h.ighlighting effect. ror each 
drybrush, use _lighter shade and lighter action Wltil you're 
using the smallest amount of pure while for the very last 
drybrush. 

It's up to you how many drybrushes you apply. For most 
models in a unit one coat is fine but you might want 10 put 
a bil more work into character mooels. 

CHOOSING A THEME 
lord Morgul's Night Warriors also show theeITecLive use or a 
theme for your army 10 give it a strong, coherent appearance 
on the tabletop. For these Undead we've used a lot of red and 
black - good colours for Undead - to unify the different units 
and CTeate a real impact. 

We used the Marauder Miniatures shield with a bal motif for 
the Skeleton WarriOR so we also painted the same bat image 
onlO the unit's banner. The lettering comes from the Dark 
Tongue and identifies the unit as belongin8 to lord Morgul -
we've also added the phrase "And The Dead Shall Walk 
Amongst You" beneath the bat symbol. Lettering like this is 
best drawn on the banner with a fibre-lipped pen once the 
banner's been painted. For details of the Oark Tongue see The 
lost and the Damned, the second volume or Realm of Chaos. 

Yo" un photocopy llIeu bOM,"rs to " .. , for)'OU. own Undud "mla. We 
!rimmed Ibe endo of OIIrs 10 aive tbem 0 II.tlered oppurance o"ilable tor 
Sk.elelllnl _ justcul omoU wI'" cui orlbe t.nncr wilb I modelling knife. 
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VAMPIRE 

LORD MORGUl'S NIGHT WARRIORS 
UNDEAD ALLIED CONTINGENT 

Lord Morgul - Nea-omancer (Lnel 15 Wizard) 180pls 

Millie Swc.-d: Enehanted Wound 

20 Grim Reapers 382 pis 

Double-Handed Weapora (Scythes), St&IIadard BeattI" with 
Millie Standard: HeJ.lfue Banner 
Level 10 Ch&mpion leader wilh Millie Sword: lIellhoned 
Blade 

20 Skeleton WarriOl'1 290 pis 

Hand Weapon .. Standant Beara-
Level 10 Champion Leader with Magie Sword: Fireblade 

10 Skeldoo WarriOl'1 
Hand Weapon .. BoWl 
Level S Champion Hero 

Total AJIlI.'d CootlD&ent Value 

1.50 pis 

1002 pis 
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WARHAMMER 40.000 ORK GOBSMASHA 
BY PHIL LEWIS AND IVAN BARTLEET 

This month we take a look at how to build Ork Battlewagons for Warhammer 40,000. We 
focus on how we built a Gobsmasha, with templates for its basic shape and examples of the 
sort of Orky details you can add. Once you've seen how to make a Gobsmasha, you'll be 
able to have a go at any of the Battlewagon designs. The techniques are simple and the 
materials easy to come by so this is the per(eet thing to build if you're a novice modeller. 

We'Vl! already shown you how to converllhe plastic Citadel 
Battlewagon kit to make I Blitzeannon and one variant of the 
Gobsmasha. In this article. we show you how to build Ork 
Battlewagons from scratch just using cardboard, glue and a 
few odds and ends from your bits box. We've keptevetything 
simple 50 even if you 've never made. model before, you'll be 
able 10 build yourself a Battlewagon without any trouble. 

The materials are cheap and easy to get hold of - you 'll 
probably have most of the things around the house anyway. 
And the techniques are simplicity itself: if you can cut a 
straight line and glue two picces of card together you can 

make an Ork Baulewagon - it's as easy as thaI! Here we've 
included templates for one variant or the Gobsmasha along 
with full instructions for putting the vehicle together. 'There's 
also photographs or several other Battlewagon types. 

As you'll see. we've made a straightforward version of each 
Battlewagon that keeps to one or more basic box shapes with 
simple wheels or tracks, On top of this basic shape you can 
then add as much Ork)' detail as you want - pipes. exhausts. 
hatches, plates, boilers, rivets, guns, mesh, ladders, valves, 
gauges. ropes, wires .. , you name it, the Orks add it to thcir 
Batdewagons. 

• 



BUIT..DING THE GOBSMASHA 

• . 

• • • 

Photocopy the templates and fix them to your card sheet with 
masking tape or small pieces of scllolape. Keep the templates 
as nat as possible so that you get lIJ1 accurate copy on the card. 

Now use a pin and push a hole wough Ihe marked points on 
the templates into the card underneath. Once you've gone 
round all the holes, remo'lc the templates from the card. Use a 
pencil to join the holes in the card - you should get the same 
shapes as the templates. 

Cut out the 8 p ieces that make up the body of the Gobsrnasha 
Glue the two sides to the base and then fix the body panels in 
place - see the diagrams. 

TRcre are two easy ways 10 make the wheels. One way is to 
cut all the pieces OUI of card and glue lhem together _ this is 
described below. The other way is to use the plastic lids of 
coffee jars (or any olller SOr! of jar that has a lid with a dcepish 
side) - these should be about 50mm (2") across. All you need 
to do for these is cut out a circle of card to fit into the bottom 
of the lid and make it solid - you can lise the lid itself as' a 
template and then uim the card slightly smaller than the circle 
you've drawn round the lid. 

If you can' l gel hold of 4 coffee jar lids of the same size, you 
can easily make your wheels out of card. For lhese, you'll flJld 
a compass is the best thing to draw the shapes. You need 
circles of about 25mm (1 ") radius . Cut these out either with 
your modelling knife or, if you' re using fairly thin card, with a 
pair of scissors. Alternatively, if you've got one, you can use a 
circle cutter - this is a tool rather like a pair of compasses but 
with a blade instead of a pencil. 

GOBSMASHA 

For the wheel rims, cut out 4 strips of thinner card about 16-
l7mm (If,'') wide and 160mm (61J1") long. You'll need 10 

curve these to (it round the outside of the wheel hubs. The best 
way to do this is to pinch one end of the slrip between your 
thumb and a pen or pencil and then pull the slrip through. 
Repeat this a couple of times for each strip until it's roughly 
curled round into a circle -this wiD help prevent creases when 
you stick it to the wheel hub. 

To get the length of each rim correct, hold it in place around 
one of the hubs and mark where it overlaps - cut it off here. 
Glue the rim into place flush with the side of the wheel using 
all-purpose glue and hold it fll1Tl1y until the glue sets. Once the 
glue's dry, glue the other hub into place. 

Now you need to cut OUI and glue on the plates that create the 
tread of the wheel. These should be about 20mm ('I.') long 
and IOmm ('I.") or so wide. You'll need about 17 plates of this 
size to go right tOWld the wheel. Simply glue the plates into 
place so that they bun up to each other and slightly overlap on 
each side of the rim. 



GOBSMASHA 

It doesn't mat1m' if all lite plates aren't exactly the same siz.e­
this is an Orky vehicle, aftc:r alll And if you have to cut the last 
one a bit thicker or thinner than the others, just put it at the 
bottom of the wheel where it won't show. If you've used 
coffee jar lids for the wheels, you may be able to skip this 
stage if the 1m are suitably ribbed, Once you've made all four 
wheels, stick them to the body of the Gobsmasha with all· 
p.upos.e glue. 

1be last thing you need to make is the battle cannon. For this, 
the bestlhing 10 use is something like a Smarties tube but any 
tube about25mm (1") across will do fme. Cut it down to about 
SO·6Omm (2" or so) and glue il into place on the front of the 
Gobsmasha. 

Your basic model's now fmished and, with a quick coat of 
paint, it's ready to talee 10 the tabletop as part of your 
Warhammer 40,000 Ork anny. If you want, you can go on to 
add extra detail to the Battlewagon, either now or after you've 
played a few games using it as it is. 

TOOLS AND MATERIALS 
We used the following lools and matcrials to make our 
Gobsmasha. They're all easy to buy and fairly cheap. Uyou 
have a problem finding any of these items, ask the staff at 
your Games Workshop store for the best place to fmd them 
locally, 

Wherever possible, we've listed alternative materials. 
Although we used the materials mentioned in the article, we 
know it's not always easy to get hold of some oflhese items, 
h's perfectly alright 10 subslilute other materials and use 
whatever you've gollO hand, 

Modelling knlre with replaceable blades (remember to 
work with new 'harp blades - these are much safer than 
blunt blades). 

Steel ruler (a plutic or wooden ruler will be ruined in I 

very short time). 

SUrf card - we use mounting card which can be bought at 
art shops for around £1,50 for a SOOmm x gOOmm sheet. 
However, any stiffish c:ardboard will do just as well, If 
you've only got thin card. like cereal packets, try gluing a 
couple of layers together with aJl.pwpose glue beCore you ,..,.. 
Smarties tube or any similar cylinder about 25mm (1~) 
across and at least 5O·6Omm (2") long - brass rod, plastic 
tubing or even balsa dowelling is fme. 

ADDING DETAIL 
When you're adding detail to your Battlewagon, yOU don't 
have to follow the examples we've given here. Remembe:r Ihat 
every Mekaniak penonalises the Battlewagons he builds. 
Although there are certain general resemblances between 
types, no two Batt1ewagons are ever exactly the same. 

If a Battlewagon design proves particularly successful in 
baule, however improbable or outrageously lucky its success, 
lhe design will be copied by Meks who saw the BaUlewagon 
in action OJ heard rumours of its effectiveness. Even so, no 
Mekaniak will ever build a perfect copy of a Battlewagon -
partly because each Mek hIS to make do with whatever 
matc:rials he can scavenge and partly because ii's a point of 
honour Cor a Mek to do the best rustomisin' job he Call. 

To give you some inspiration for kustomisin', we've 
described the details we added to our Gobsmasha. For your 
own Baltlewagon, look through your bits box and see what 
odds and ends of weapons, sprue offcu ts, spare model parts 
and so on you can rmd - from these yOU can make all sorts of 
extra worky bitt, nash bitt and gubbinz! 

We made Ihe rivets from small sections of plastic sprue, stuck 
into place with superglue. Superglue is easier to use and more 
precise for this kind of thing - if you use all,purp:>se glue for 
fiddly little bits like rivets you'll probably end up with long 
fine strands of glue all over your model! We've found the 
easiest way to position the rivets is fllst to put a tiny drop of 
glue into the right place, then use a pin or the end of your 
modellinglcnife to pick up the rivet and push il OIlto the glue­
hold it for a few seconds until the glue selS and then simply 
withdraw the pin or knife. 

Coffee Jar lids or any similar deep.sided lid about SOmm 
(r) across. If you can't get hold of four of these. you can 
easily make them from cardboard - see the instructions. 

All-purpose glue suitable for card, plastic. balsa wood etc, 
available from model or stationery shops. 

Superglue available from modcl, stationlll)' and DIY shops. 

SAFETY FIRST 
It's worth reminding you that modelling tools can be 
dangerous if thcy're carelessly used. Remember. they're 
sharp and they cut - and it's so much easier to make these 
models if you've still got fingers. 

The most important safety rule is: make all cuts away (rom 
your nnge:rs. It's much safer to cut through a sheet of cud 
with several light strokes than with one heavy stroke, 
You're far more likely to slip when pressing too hard so 
you'l! find that you actually get a much straighter cut with 
light strokes. 

Always use a new sharp blade - shillp blades are a lot less 
dangerous than old blunt ones which yOU have to press very 
hard 10 cut through anything. 

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



We used lengths of plastic sprue for the exhaust vents It the 
rear of the Gobsmasha, along willi some spare parts from I 
Rhino kiL 

Rllher lIIan glue OUf gun strlight onlO the Gobsmasha, we've 
shick on I spare ramp pllte from I Rhino kit Ind glued the 
battle cannon onlO lIIe pllte. 

The wider end of the battle cannon (added for its extra 
imposing appearance and increased noise) is a sawn-down 
Citadel Paints pot. We simply sawed the bottom off the pot 
with I hacksaw, glued the pot onto lIIe blJTel and lIIen filled 
any glps willi plasticine. Note that holding something round 
like a paint pot while you saw it is a bit tricky - if you're a 

(C) 

BACK SECTION (F) 

SIDE SECTION (0 ><2) 

BACK SECTION (E) 

BOTTOM SECTIO~ (G) 

GOBSMASHA 

young modeUer. we recommend thar. you ask a parent 10 help 
you with lIIis biL 

Many Gobsmashas have extra weapons like heavy bolters or 
heavy plasma guns. You can add one or more of these to lIIe 
front of your Gobsmasha by simply cutting the back off a 
plastic Citadel weapon and gluing it beside the battle cannon. 

We've added extra plates to the body and wheels of the 
Gobsmasha with !hin card. We then used thicker card (or you 
could use two layers of thin card) to make the wheel struts -
this is so they stood out from the triangular plates on the 
wheels. 1be hubcaps and hatches are plain roWld shields from 
Muauder Miniatures. 
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You may pholOCOP'f!hew banners Md template, lot personal use: Remember lO.deI tab, 10 !he ~ 110 lhal you can .ttadlltlem 10 !he poles. WOM 



GOBSMASHA 

PAINTING THE GOBSMASHA 
We made this model to add to Waa-Slcumrot, an Evil Sunz 
army (the list for Wu-Skumrot appears in the forthcoming 
Frcebooterz book. containing army lilts for Ikath Skulls, 
Blood Axes and fleebooter Mom as weD as the Evil Sunz)_ 
The Battlewagon belongs to Mekleef and flies h:iJ banners. 
We also rolled on the Kult of Speed table in 'Ere We Go and 
detennined that it is driVCJl, by a Speed Freck.. 

Being an Evil Sunz vehicle. we decided to paint it In their 
flvourite colour of bright red - as everyone knows, red 
wunz go fasta! Its Evil Sunz Melc owner and Speed Fruk 
driver helped us decide on the banners and symbols for the 
vehicle. 

To sWt with, we gave the whole model an undercoat of 
Skull White. Over this, we painted a base ooat of Go Fasta 
Red. For the highlights we used a mix of Go Fasta Red and 
Blood Angel Orange, futishing up with a fmal highlight of 
just Blood Angel Orange. 

We wanted the rivets on the body to be a bit lighter 50 they 
stood out, 50 we used a mix of Blood Angel Orange and 
Sunbunt Yellow. 

We painted the wheels with I mix of Chaos Black and Black 
Ink. We drybrushed this with Boltgun Metal and then gave 
it a wash of Orange Ink mixed with Brown We for a rusty 

MAKING OTHER BATTLEWAGONS 
The guidelines we've given you for making the Gobsmasha 
apply to making the other types of Battlewagons for your 
Warhammer 40,000 Ork army. 

We've included templates and photos of four other 
Battlewagons to show you their basic construction - from lhe 
photos you'll be able to tell how the Battlewagons are 
assembled using the templates. 

We haven't added any detailing so you can easily see the 
outlines - when fmished all of thcse Battlewagons would be 
just as kustomised as any olher Ork vehicle. 

Br.iMnllha: !he: wbco::I. (abala 45mrn11 r diamett:r) an: made !he: Arne Wly 
a.lb, ~mash"I. The irick whoell Ire Ibe ume but 00)' 25mmll " in 
....... 1Cr _ )"DU c:aa \lie ruuocI Qlldd ohlcldo .. h"bo. We made \be balld frum I 
Smani. mbe'&&in - Ill)' cyIindc:.- .bola Ihio Iize will do. The .pity IWnIt _ 

• eodttail otick II ila ..... tral IlIpport wilb trilll". of canI ....,1< onlO iL The 
dopod roc{ c:ati be tiled. with oYaIappina """" .. ~ canI - .... rond lbout 1 0nwr,J 
If' "'lUI", work. well bIIt)'OII c:ati ... whatever 1ize)"lU thinlr.1oak1 be#. (Scale: 
appro.. 2SOmm/I 0" Iona inc:ludinalbe balMl.) 

sheen. Finally, ihe wheels were highlighted with Mitluil 
Silver. The uiangular plates between lhe struts were painted 
red in the lame colours as ihe rest of the vehicle body. 

For the check patterns, Evil Sunz faces and symbols, we 
started with a black outline of the relevant shape painted 
with a fine brush (00 or 000) using Chaos Black ihinned 
with Black Ink - this allows the paint to flow freely while 
keeping it black. We then carefully filled in the colours. 

"The bannen are based on designs that have been drawn for 
the forthcoming Freebooterz book. We photocopied the 
designs and then painted the colours in. The Kult of Speed 
bannen have a Go Fasta Red background, with Chaos Black 
and Sunburst Yellow designs. The Mek and household 
banners use a mix of Bleached Bone and Skull White for the 
background. For the detail of the symbols we used Go Fasta 
Red, Chaos Black, Sunburst Yellow and Sb'iking Scorpion 
Green. 

We've included black and white copies of the banners from 
our Gobsmasha - you can photocopy lhese for use on your 
own Battlewagons if you wanl. If you're making any Ork 
vehicles or putting together an Ork army, you'll be 
interested lO know thal we're soon going to be releasing a 
set of Ork glyph transfers 10 make it even easier to add 
glyphs 10 vehicles, back plates and banners. 

Bonecr"nchl: ........ de \be froo' rou .... ou,tL card bin llIe IIIbe from. roll of 
l<iL<:hen foil wOllld do jill, U well. The CllJine q Undet1l I I !he: bod wetC allo 
mldo wilb card but CUI-down Ciladcl Paint poll wClI ld wodr. ( ...... ember ",h., 
_ .. id carli« lbow. a lllinalll"",,) _ \be 

cap" frum """'" wbeI of sWe mo.lr.e aood 
....IIaUIl venia. Th" ...... 1lII.impl)' blroo 
CUI in h.oJ.f.or pmc::ib.....w.s do rlllC. The 
infct; phGIO dIo_ an abem.live IIItr'el 10 
mike I Bon«naIIuo Ibulewaaon _ IltiJ< 
rq:>t- \he ClllTfW\t . Iopo-fronted ........ 
and i1a two ...... . (ScaJ.c for bolb: 1f'P"'J' 
16OmmJfiK'" Ion&-) 

Lun gbtl rsla : ""C used b<us ,,,bing for !he bam:1 bill any 50n or lU~ will do - I 
lalle biro or boll .. do ..... JIing wort<. nne. The InCl<. I"' made from a $lrip of 
card _ Ihe whee ll arc luge Ciladc:l shieldl. (Selle: appro~ I SOmm/6" lon, 
inc ludin, lhe bam:l.) 

.. 



BRAINCRUSHA 
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BRAINCRUSHA AND BONECRUNCHA 
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LUNGBURSTA 
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BATTLEWAGON GOBSMASHA 
[MTA RECOAO: ORI<lb (vWm) 

The Orks call any Battlewagon that is heavily annoured, completely enclosed and has a Baule Cannon a Cob­
smasha, no matter what it looks like. While this variant is based on the Epic scale 40K Gobsmasha, your Gobsmasha 
model may look completely different. As long as it's dead shooty the Orks don't care what shape it is. If your 
Warboss is particularly rich, or just likes to show of(, you may decide to mount more heavy weapons on the vehicle. 
The hit diagram allows for two extra guns mountoo next to the Battle Cannon, and shows the position of the Ork 
gunners nceded to fire them. If you decide to model your Gobsmasha without these side-mounted weapons, the 
shaded areas should be treated as being part of the Battle Cannon. 

Type 
Crew 

Whocl 
1 Driver 
3 Gunners 

Fast Speed 
Combat Speed 
Slow Speed 

20 
14 
6 

Transport Up to 6 Orks plus as many non-combatant 
Cretchin and snotling servants as can 9quash 
inside or hang on to the outside. 

Weapons Battle Cannon with 900 field of fire to front. 

Optional Heavy Plasma Gun or Heavy Bolter 
in left station with 90" field of fire to front. 

Optiona1 Heavy Plasma Gun or Heavy Bolter 
in right station with 90'" Aeld of fire to front. 

REAR FRONT 

BATTLE CANNON 
The Battle Cannon is a larger and more robust version 
of the automatic self-loading cannon or Autocannon. 
Even Autocannon come in all sorts of sizes, and the 
Battle Cannon is effectively a very large version of the 
same weapon. It fires a large shell packed with high 
explosives (every Mekaniak swea rs by his own 
formula). It is effective against both infantry and 
vehicle targets. 

Short Lonl To Hit Streallh I),a"'a&'" s.."," 
R.uoS'" R;m,.. S L Mod. 

8 2D6 -3 

Sped .. , 

Mounted only 
Area l%"radh, •• 

The Battle Cannon cau ses far more damage than an 
ordinary Autocannon and has a wider area template. It 
is far too heavy and bulky for a foot trooper to carry, so 
it must be carried on a vehicle or a special weapon 
carriage of some kind. This is indicated on the profilc 
above by the entry 'mounted only'. The Battle Cannon 
has a 1 '/2" radius effect and players must provide 
themselves with the appropriately sized card template. 

MAIN GUNNER 
17 SIDE WEAPON 

'2 

ENGINE 
20 

WHEEL 
'2 

REAR 

WHEEL 
'2 

FRONT 

BAffiECANNON 

'2 

wo" 



GOLDEN DEMON AWARDS 
G DFINALS 
THE 4TI-1 INTERNATIONAL CITADEL MINIATURES PAINTING CHAMPIONSHIPS 

ASSEMBLY ROOMS DERBY, l Oam - 6pm SAT 25TH MAY 

TICKETS AVAILABLE NOW - £3.50 ON THE DOOR OR £2.50 IN ADVANCE FROM GAMES 
WORKSHOP STORES AND GAMES WORKSHOP MAIL ORDER (0773 760462 or 0773 713213) 

• 'Thousands of superbly-painted Citadel and Marauder Miniatures 
• Breathtaking Gam::s Workshop art displays 

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

• Generals from each region take command ofWarhammer40,OOO, WMhammer Fantasy Battle, Space Marine. Space Hulk, 
Advanced Hcroquest, Advanced Space Crusade and Blood Bowl forces and clash in spectacular demonstration battles played on 

magnificent gaming telTain 
SPECIAL COACHES TO DERBY ARE BEING ARRANGED BY ALL GAMES WORKSHOP 

STORES - SEE YOUR LOCAL STORE MANAGER FOR MORE DETAILS 
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ElOAR WITH 
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F E 
W.rhlmmtr Flnlasy Ro~play II. roleplay adventure game in the unique ranlas), !leilln, of 1M Old World. The Old World Sl rel eMs rrom 1M twisted 
northern Chaos Waste! 10 the pirate roast or$OUlh Tilta; 'rom 1M Elf.hlunlt<! Laureloro .'_1 10 the cities of TIle Hmplrt; lands packtd with intrlg~. 
dan,a" and adventure. You play . wllllrd, pit n,hler, mer.:enary. "utla .. - any or un r 100 character types - skilled In the art. of bailie and $Oretr)', lin 
adventu rer In the perilous and Chaos·lntf$ltd Warllamll\l'r world, oppo~ by Orcs, Goblins, St.-en, Undud creaturei' of the nlahl and dozens of olhn 
monstrou, tntmiQ: (all lullable as Cltadtl Miniatures). W.rllammer Fantasy Roleplay pt'ovlde:l an unmatched depth of backll'ound lind almosphtnl', wllh 
II r ... , clHailed Ind nexlble pme Iylttrn.«dlln l rombat and powerful mali c. 

FLAME publish I n evu-vowlnl ranee of adventure books, rules npanslons amlllOun:e packs tor Warhammtr Flnlasy Rolrpby. From upl(lnli(ln In 1M 
unckra:rov.nd do'pths 01 ruinfd Iho1orl han, 10 ball~ ",ainst I rmiQ of Sbltto ... ; trom Inlril~ in tbe twist inilireel' 01 Mlrlenburc 10 dark 5Orfff11n 
mounlain tOrlrf:$SeS; from adV!l.nclMllJllmt nita 10 MW l ptil$ and magkal artdlcu. 
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