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GW AND CITADEL NEWS 

~ 
AND 

CITADE[ 
NEWS 
WARHAMMER MAGIC 

Worl; is now complete on WarbHllune r 
;\,llIl:lc, tile first bo.\ed ~upplement (or 
WarharnUler. 

;;-:r:"7 ' ,~-;I;j~ 

iJ;L£'M~T.C; 

Warh~mmcr ijrmle ~bSic add< wiz:u-ds. 
S{lt'lls :lIId many I"ICW 1lW~ lient$ 10 the 
Warhammer l1ame. Special rules and 
uu;que ~pt!II~ are included for tnc: eight 
COllel1C5 of ~hgie pills High and Dark 
~hgk. There is Waaagh Magi!: r ...... Ores 
and Gobhns. Skaven maJie and spells 
for Chao~ f:ods. Magic itcms include 
many powerful maxie ~worns, annour. 
mlisma'Is, amule-ts lind rines. plus staffs. 
rods and scroll~. 

T he Warhamme-r Magic rulcbu .... k 
comains full galne rule~ for usi n~ all the 
neW ma£ic spells aua I\nifpcl ~ In your 
games. 11 full colour set.1iull illu.~Imli lig 
I3nn le WI~Md~ and an cxp.1nsil'c his lory 
of mag il' in the Wa,.hnmmet Wnrld, 

GOLDEN DEMON 93 
1-'01l01l'l ng the brilliant success of 
GIIIIICS 0/1)' '92 , we','e '\('IW Ut to won.: 
preparinl1 for next ycar's Gold en 
T>~lIIon AWllrds . Ouce aGain the I1raml 
finals will be /)cld ~I Binninghnm NEe 
on Sunday 2nd fl. l ay. butlhis e,'cm WIll 
be preceded by the regional healS held al 
GanlC!. Worbhop StMS throughout the 
coonuy. 

We'll he setting the calcgoril.')' and IUIc~ 
for the competition O"tr Ihe ne);1 few 
we<ks.,;o walch out for the delail~;n thoe 
next issut or While Dwarr and ACI 

fligh Elf Lori/ /Ugh EIfMag~ 

A coupk of mol1lhs nso, ""1.' previewed one o ( the ncw High Elf Ch:lr~(ler muuds 
fmm thc ta lented h,lO us ofCilauel dcsisner .les Goodwill . As you can see Jes htlS now 
complCled this mi niature and also finished a High Lonl . E'·Cfy .... IIC III:IC nl Ihe Silldio 
can't ,,"~il ror lhei r relea.qo. 

WRAITH NEW TO UR 

painting! 

WiU'b~Ulll1er Record~!)and Wrailh havc 
now ~igned with the BiSrock AAfnc), 
and will be going (MH on tour throughoul 
November aud Occcmber. Confirmed 
d:uC!l include: 

JOlh Od: Nocwich Oval Rockhouse 
41h NOl' : London MaTl.jlJee 

19th N(lv: Won:e$lcr N011hwkk 
2 lsi Nov: Oxford New Inn 

261h - 29th Nov: Wall:5: 
Canliff, Llalll\aren. Tonypandy. S""ansca 

12th Det: Southampton Boogifs 

"Thert art al,;o confirmal shows in: 
HQrlow. Soulhcnd. Scunthorpe. 

Kiddcml;nSlcr and Binningham with 
prtCise dalt$ 10 follow. 

TIle Wl1Iith Video ... hictJ .... e previewed 
al Gamcs OilY ha~ now been finishtd 
and ""II be <hown on MTV in the near 

@!~tm ~:§!tJ@V· 
PROOF READER 

We are currently looking 10 employ a I'ruufreadtr to check all copy before it 
goes to press. Th,~ includc~ magazine 4r1iclu. adverts. mail Qrdn pages. 
fu!ebooks. proouet bo~cs nnd gnme compnnenr.~ which incorporule wrillen 
mntc ri~l. The wurk involves clleck;,, !! fo, &rn1l1 I11n r. spcliini. pllncIIIAlion. 
mis~'ng wortls. repealed worns and in(olllpl~tc .sc nlc n~c~ '" )nIniculnr "folliem 
with oJ~ktol' I)IIblishing!). 

We need !o<)IHCOlle with 1\ .. cry high .~ t andnrd of English. who will po~ilh'\:ly 
cnjoy SC:,IT(hi~ fur and ~'Of1eclins miswkC!l. while being able 10 hold III mllld 
the o"ell1l1 meaning and purprn;e of the copy. Oam~) WUfbhup h~ e"olvL-d a 
scnCli of c01llpielt fictional \\'orld~ in which (}\Ir I!ames art based. Allhougb il i. 
not essential thatllpplicants ha .. e pnor lno\\ ledge of our gall1c~ yoo mll~I be 
prepared til familiarise y~lr wilh tlll:/ll 10 progress. Mnny m,"nke< can be 
imercepled if you know nbom lht' gamc:s - lho: diffen:nl"e bcl ... tCu :IU Ore and 
an Ork IS a crucial one 10 us! 

Please .... rite. with your personal dc:U'\il~ nod Engh~h quahficati(lns to: 

Helen King 
Gam l:S Wnrk.~llHp I, td 

C hewtOIl Street , Hilltop, F.aslwtl<K1, 
NOllingh llm NGI6 3 IT Y 



BUY ANY TWO REO DOT ITEMS AND GET 
ONE YELLOW DOT ITEM FREE! 

Eg., Buy Space Hulk and Adll8nced HeroquI.I 
and get Oeathwlng FREEl 

BUY ANY TWO BUSTER PACKS AT t3.99 
OR MORE AND GET ONE ADDITIONAL 

£3.99 BLISTER PACK FREEl 

Offers open both days (whllo stocks IlISl ). 

27 STAFFORD ST, 
HANLEY, 

STOKE ON 
TRENT. 

Tel: 0782 205287 

Doors open Sam I 

NORMAL OPENING 
HOURS 

1 Dam - 6pm Monday 10 
Friday 

9.30am • 5.30 pm Saturday 



~ ~i~:~ffi@{P 
PETERBOROUGH 

OPEN SOON 

3 WENTWORTH ST, 
PETERBOROUGH. 

OPENING TIMES 
1 Dam· 6pm Monday to Friday 
9.30am to 5.30pm Saturdays 
Club Night Thursday till 8pm 

~ ~i~:~ffi®J5 
COLCHESTER 

OPEN SOON 

2 SHORT WVRE ST, 
COLCHESTER. 

OPENING TIMES 
lOam - 6pm Monday to Friday 
9.30am to 5.30pm Saturdays 
Club Night Thursday till 8pm 



Winning the Battle For Armageddon 
By Bill King 

On the war·torn world of Armageddon humanity 's staunch defenders fight a 
bitter war against the mechanised hordes of Ork Warboss Ghazghkull 
Thraka. Imperial Guard forces strive desperately to avoid being oVer-run by 
the huge Ork armies. Everywhere human warriors look to the s'ky and pray for 
salvation. High above them, in deep space, three entire Cha pters of Space 
Marines race to the rescue ... 

Bailie for Armallcddon is Game~ Wvrkshop'$ new 84me of 
Slr.llcgit: nmOicl in the 41~! Millennium. Ooe player comrols 
th ree entire Ork clans as Ihey seek 10 overcome Ihe last 
baslioo~ of humin !'l:Sislancc un the embaulcd Hivcworid. TIM: 
Olher plnyer mUlcnninds humanity'S IIcroic defence. The 
game i~ played on a mapboard with full-colour (Ounlen 
rcpre.o;enting the vast array of foree.~ available 10 both sides, 
Baule for Anna£~I!~on gives ynll the chan~e 10 01;111 b3tlle.~ 
on a scale fnr greater than in any of Games WOrk.~hnp·5 other 
games. You c.n decide whether Ghazahkull srind~ 
Arm311eddon ul'ldcr his iron heel or whether he is brou,hllow 
by defeat . This i5 41 5t Millennia warfarc It lis most 
Rp<JC.lyplic. 

PLANNING 
TO win at Baule fOf' Annageddlln yuu need couraSe, ten3~ily 
and lock, but what you noed mO~1 i~. plan. You need 10 SCt 
)'OUfR;lf long teml objcnh'cs.nd shon lenn goals. Ea!.·h ,oa! 
achieved sllould bring yuu cl~r to youroojective and to final 
victory. 

If you are the Ork player your objectives are easily defined. 
You mUSI capwre three of Ihe great hive cities. If you do This 
you will win. All yuur ShorT term goal._ .~hould be aimed at 
achieving thi~ final objective. You need 10 smash through the 
Imperial front line. o,'ercome any resLstance pnd race on to 
capture the h,,·C$. Ry rkLing Ihis you ensure victory. Its no usc 
sining nn the base line and leuing the Imperial player ~'orne 10 
you. It·s pointle.<~ chasing ~mlLlI units of Rough Riders wilh 
the m;tin body Qf your fo~ juSt for the satisfaction oflhe kill. 
You must take those hives. and lhe quicker the beuer. Along 
the way ils u.<ually worth dcstroyuLI: any faclOries yuu come 
across. This et'Ode.s the Imperium'S induSlrial base and makes 
illess: likely for them 10 be able to mount ao effective counter· 
suack. 

As the Imperial Player you must SlOp the Or)': achicving hi s 
~oa l s. Ooly [hen will you have a ~'hanc(: of vic tory, The 
Imperiil Player h:l$ t ... o obj(:cTh'e.\. The first is to prevem an 

Ork victory by denying him hi.~ nbj«:live~ . The second i~ 10 
win by laun~' hi n&: a mu~lve coum~r-offensivc. re-caprurinl:; 
the losl hives and killing the Ork Warboss. Achltvin~ the firsl 
will give you a dra .... AchievinJ; !lw:: $ceolld i~ more difficult. 
If you ,<;Core an Imperial victory award yoursel f The I'1lnk of 
Hero Of The lmpenum. 

During the I:;amc ooth players shoull! $( t thenl.~lves goals. 
sm~lIlas),:S thaI can be achiev(:lI in a lum or two. If you are the 
Ork plMyer this is easy-your fi rst goal is tu brcllk IhTOtLgh the 
StYlI·Churun line. Oncc through decide what hivcs you are 
&oin& 10 Take and go fOf them. If Imperial fo1tt5 get in your 



TIll! DAlTLE fOR ARMAGEOOON 

way. crush them! Do nOI lose sight uf yuur aims though. Give 
e~h clan a t ar~el lo at'hieve and don't be distrJ~ted from il. 

A~ the Imperial Player your fint goal should be 10 hold up the 
Qrl,; advance at e"ery opponunily. Your second ,().:tl should be 
1(1 fonify your hi,'cs as quickly as pos5ible, Your third Coal is 
10 keep as many IrOOps alive as you 1:80. MOSt importantly aim 
to sel in a build phase e,'ery tum. because it' s the OI1ly way 
you will ever have enough foTl"C.~ to Slop the Orh, 

Give ground but make the Orkish scum pay for every inch 
they advance. Don'tlry to mount early counter-anncks in the 
(at'e uf overwhelming odds. The se an:: fUlil e , You an: 
outnumbered and outgunned, If yuu gc t the chance of 3 
rel~livcly euy kill, take il - otherwise husband your forces 
carefully. In lhe early Stage each lmperial unil l051 is worth far 
more com:spondin~ly than each Ork unit. 

There is no Ilvuiding it - you ... il/take I:a.soallie~ . At least one 
hive will fall . AI the SIan, wilen you see that onrushing Ork 
Horde. ilseasy to panic. 10 fecI that tile task is Impossible. It is 
not. The Itick is to let your lads sdl their 1iv~ lIS dl:uly as 
possible. (Some ways uf duin~ this will be presented later.) 
Stay calm, Don' l p;inic .lIllie ~ighl of thaI inuorable Breen 
tide. Hang in there. If you can hold on till lhe Space Marines 
arrive you' ll cet your chance 10 innict some heavy Ork 
('asuahics, Remember that IK:l p is on its wily. Have faith in the 
Emperor. 

THE IMPERIAL SET-UP 
This is a l ime when. as the Imperial l'layer. you can win or 
lose the game without even n::alising it. Bdort' the gamc you 
shou ld decide which hives you will defend st rongly. 



1-1eI~relldl is very dc:fen.~ible. Hades less so, Aeherun and 
Tart,rus will only be vulnerable 10 a massive Orkish 
breaklhrou,h. Inremus is Ihe cuieM for lhe Or!.: 10 lake and 
the hardesl for yuu III defend. I don'l even Iry, Every Imperial 
life: w:uted here is blood spitted in y~in. My advice is: be 
rulhless. leaye the: 'nremus Hive [)efence: to it~ f3le. 

You hllve no choice about pan or yuur set up; y"u mU~1 place 
Ihe rQr\ifiC~tions amI the Border Guard alon& rhe far banks of 
Ihe Styx Dnd Chaeron. You must place the Hive Defence 
r'flI'Ces on Iheir hives. You 've hal'e SO! 10 plarc lhe hives and 
factories on the appropriale: areas. 

You hal'e some conu-ol oyer tIM: placernent uf the: 41h thmugh 
10 Ihe 7th Imperial Guard Armies. You mUM place rhem 
somewhere: .lunK Ihe Styx ·Chaeron Hne but you decide 
where. Ilearin& in mind lhallhese border units arc ~ing fO 
feel Ihe fult fu ry of lhe: initial Ork allack you need to piKe 
them where they have some chance of ~urvlval. Forgel the 
Burder Guards: they are already dead men, they juS! don'! 
know it yet. If you're clever the Guard amlles miKht just have: 
a chance:. 

The border i~ hepvily defended. Fonifleatlon.~ double the 
ddence $trenKth ur Mny units on tOp of Ihem. This is II big 
advantag.e so don'l throw it away, Look carefully at th~ map. 
1'he Ork forces arc parkcll tiglll along a narrow fronl. There 
are only two 1m:0t5 th~1 they can atmck from Three points. the.se 
art' where the Sty~ and the Chaeron emerge froln tire Palidu.s 
Mounlain_~. Everywhere else they can Illack from only two 
.teu. You can make these things wOOc in your favour. 

If you wi~h you could place all the Guull armiu alon& the 
frontline. one on lop uf each Border Defence unit. 'I'hls rnllk~ 
it hHd for the Orks tu break throu,h along the linc , 
Altcmative:ly yo u could decide: 10 hold the HclSrt.~' h side or 
Ihe hoard !;trongly a nd place two Guard Inuit's on each 
fortHkation along the Sty", . This makes it very hard fur the 
Ork.~ Ttl hreak through betWeenlh.c Sty", and the Stygies where 
the terraIn is more open and which b their euie." line of 
."/lck. It 's a fair bet that 11'0'0 Ork clans witl allack here. Up 
along the Diabolus where the ICmin is difficuh and ~lta"kcrs 
an! channelled by the MountaiM and the A5h W.Stcs il is easy 
to hold up the Ork advllnce wjth only one or IWO units by 
crtltinr; bottlenecks al strategic point,,;. As. The Imperial Player 
yuu are buying time till the: the Marines arril'e and your 
faclOrie.~ spew out reinforecmeOls. Any opportuni ty 10 ~ Iow 
the Orb up Is to be welcomed. 

Whether you dc:ci(le 10 hold a Ions front or just lhe Stp, my 
advice i.~ to place the bulk of your remaining foft'CS along the 
Slygies. on the far side of the river. south of their ra~'tury 
guardin, the ~pproach 10 HcJycaeh. The f&"tOl)' and Ihe AsII 

Wa~Ic $ will slow the Orks do .... ·n and yuur forcu will he well 
placed ror a (,Ounler-attack agains l anyone who breaks 
through yo ur fronl line. All you need 10 place a long. the 
Diabolus i~ one unit of Rough Riden to plug the Sap Oft thl: 
scacoast nut 10 Mount Diablo. The factury and the Ash 
w a>t.:> will ~Iuw the: Orks dO .... '11 a bit hen!, 

Your next decision is when:: 10 pllKt Yorrick. The he.~t place 
fur him b in a hive where he can inspire Ihe ddenders. 
A~uminl! you've: already dc:c:idc:d 10 abandon I nf~mus then 
the next best place for him is Hades or Acheron. I think 
Hclsrea~'h can be heavily enough (Identled without him. 
Tamms is so far away that if the Orks hal'c rellCh~'1.I it you arc 
alrcady in deep trouble. Rcmembc:r Yurick is one of the 
lrnp..:rium·s yl'ate.~t hcme.~. Wherr.vcr he is Ihe erks will ha\'c 
aouble . 

The Imperial fon::C5 are now ready for war, 

n IE IJA Tn..E fo<)R ARMAQI.DOON 

THE ORK SET-UP 
As the 0rX player you are ~poiled for choiccl YOllr unly rc:tl 
ded~ion i.~ where 10 put your clans 10 do the must dalliage. 
There are some basic decj~ions. The evil Suns are highly 
mobile su they ClIn be u:;o;\I tu ~JlCarhcad any breakout thmuSh 
the Imperia l Hne. The Goffs arc hard but slow. The lbd 
Moon~ arc .~omewhere io helween. In gcnend keeping the 
clalU loge ther u mueh a.~ po~~;hle;s a Mltmd Orky uleue.)ll 
Sian IS you mean 10 go on. Along the SIY~ you can pl:l('e a 
c lan so il cao attack the Imperial line from Ihree areas. The 
same is true alung lhe Chaeron. The clan undwiched in Ihe 
middle can anack on either si{\e from t\\O areas. I think the 
beSt be! is lU .\lack a~'fO~ the Sty'" with two cl~ns. There's 
just not enOtlgh room Dt Ihe top of Ille board because the Ash 
WlI$tC5 1nhill it moyement . 

I teod 10 ~e:t up each clan Aecurding 10 lhe following basic 
principle.~ . Garg.a.nt~ shou ld be in Ihe front line stackcll aloug 
willi ~ Grttch in and lilt Madboyz. lJeside them I put two Nobz 
SltlCked with a Grttchin. Tllis gives me a total at\ltck ~trenSlh 
uf 30 and ,he JI01.cibiliry of getting the muinmm u~ OUt of the 
·Madbo)? Go 8unl.:ers' card if I have it on lhe first turn, TIlt 
TWO NoboGcan advlIICe llflncumbat;md pourthmugh an)' gap. 
The Cretchi n arc there to be: removed io the c:a~e of any 
ca.~ualtie.~. If )'OU'1'r; fcelin& really Iggres.sil·e you CDllllways 
.~ t ack H()(de~ or other powerful units wilh your Nob: and 
Gargan L~ r.:tther thall Gretchio. This will iocll;'uc your hilling 
power hut will make any cpsuaities you take; 50 mllCh more 
na.~ty . Any .... ·ay . se t \lJI your units so you l'~n bring Ihe 
mllXimum force 10 be~ron Ihe weak~st Imperial units, Try and 
~ct the llesl odd.~ ),ou can. Don't hcsilllte to use a SpeciAl card 
like Ihc Giani Rokkit if you feel }'ou need iI, It i) absolutely 
imperaliye thst you break throu~h the Imperial line us fast as 
pus.~ible. 

.., 



TIlE DATILE FOR ARMAGEDDON 

I ~r up my mobile Unll$ (ie all those with a movemen t grealer 
Ihan I) jU~1 IIehind lhe rronl lInc!\() Ihey can puur Ihrough Ihc 
hole). Ghazghkul1 shuuld be placed with a ~Ironl: )t3Ck Ihal 
can defend him. Remember if you lo~ hiln before you Iu:e 
your fint hive dty you""e I(}<;I lhe game - 5(1 be rareful! 

Oon'l for~~1 thaI unir~ r~n onl), ~ ~Ial:k~d logelher with unit~ 
t)f the SlIme clan. This is imponanr. If your opponent find~ a 
mIxed )tack he c~n rcmo,'e Ihe cOunters of one offending clan 
from the- area. Once yC)u 've pl~Cl:d yourcounrer.<; you 're featly 
to begin. Stlert your strattgy c ards Dnd deal your special 
caruso 

THE FIRST TURN 
The fiT'li1 tum is unKlue in Ihal it's probably the only lum in 
":hich Nllh playcT'S will kno,,' in ndvanl'c exactly what Ihel r 
opponenl inlend~ In do. w if, wOl1h looking al in wllie dcplh. 
After thai you'll bOlh h~"o,: made you ' re plans so yoo're on 
youro .... n. 

As the Orb; my fil'l>! Stl'a1egy e.ud will almost invariably be 8 
Comb~t and Movemeot. Fir$t the ouack !O break the Styx­
Cha~rao line then the Movement to nee Ihrough the ga p. My 
.second card is a Mo"emenl and Combal so that I can move 
more forre.~ through and tllen allack again. B )' the end of the 
first tum I aim to break through the second Imperial line. 
Since] alwa)'s have Initiative on the fir!\\ tura I have no 
wOniCli about being able 10 impicme011his plan. 

As the Imperial Pla),crollC of your few adva01I1l.CS on tum olle 
is having a fair idea of what the Orb; will do. I usuall), pia), a 
Building and Movemenr aJ; my fin' tan) so that I CAn gel a~ 
mnny Hive Gangs un the map IL' I can. I use Ihcr,( to bolster 
the Imperial .'iCeond line. My ~ood Slralcg), card i~ norma!!y 
Movcmcnt and Comhal. which :111011'$ me 10 re.\pood 10 any 
potential Ork Breaklhmu.lhs. 

From here on th ings leI complex and liS elskr to lalk about 
general prinl'iplcs thAn Specific lactics. 

ATIACKlNG 
The Ihin! to remem~r is that as the .nacker 
YOIl conlrollhe ba~ic txlds. You nevcr have 10 
allack . Your beSt bet is 10 mO"e inlo a position 
where you can concentrate your force.~ 10 gain 
an overwhelming advantage. ~emembc.r you 
can only mike one anack on an)' specific area so 
make it counl . One trick i~ 10 jockey your fon:cs 
10 gel the besl odds possihle - ncver anack oil 29 
105 when you could auack &130 10 5. That's the 
difference bel .... ·een a 5 10 I and a 6 10 1 al1ack. 
Alwl Ys look 10 ~ee if you can slack. your 
counltT'S when )'ou go into 9 b'llrle in ,~uc.-h a way 
9S your odd~ are maximised. You ' lI be .~urpri:ICd 

how often you can do this. 

There Ire sevcl'lll other c]evc.-r lhings you can do 
when _!lACking. You can surround an opPOfleni 
$() he ~"anr1Ol rctrtal. This mearu any R:sult thaI 
fOrte5 a ~tack to retreat will eliminate it instead. 
If ),(\U can't do Ihis anOlher trick is II) leavc thc 
enemy stack A line of ~trcal that i) inlO an area 
that yOlJ arn attack with another ~t3Ck. This will 
aUlomatically climinale il 100. 

If)'ou are ever called on to remove one of your 
own attacking counler.<;, bel:~USC of 9n exchange 
result fur eumple, Ihen alwa), s remOve Ihe 
worst ralhcr than rhe first thaI comes to hand. 
It·s beller to lose a Gretchin Ihan i Carlanl. 
Somelimes it's even wo"h $tllckin, bad units 
wilh good ones simply for Ihis purpose _ even 
G~tl'hin ha"e lheir u.o;a! 

Ollce you've won)'flu can move Iny allacking 
unit~ with a movement of 2 or morc inlo Ihc 
vacam area. Always Ihink before you dn this. 
Ask yourself - is it worth it? Will Ihe mohile 
unil.'l II<: made vulnerahlc h)' moving forward . 
Sometimes. when )'OU WAnt 10 punch through a 
defensivc line. for example. you nud 10 move 
III jusl to keep Ihe ,gap open. There will be OIlier 
timcs when il isn't W{)t1h It. 

I~ 1M ~onh. 1M /:" 1'11 Sun: fIal.'t brote .. I~Tt'''j~ n,)d are rorinl /O • ..."d' rM '''~rMl 
J«ond I,nr The Goff! dtJlro''fd 1M lSI G1«",1 A",,>" ItJI", a ,111", rokl;il"1Id Ilttrl 
o,.,.rrnn I~ 1"~riI,I'lQSilion. pltJ""n, 1M 2ndGI/Ilrd A'",yht,rk i.llo 1M Mit "~Ulr~. 
I,,'M " "'~Ih. Iile Bnd MfHJIlI J'if!rrtd" str·oor.k. /oslnR nil/ltv Grr!lriri" in iI/,uli/tss 
}· IO· } IIIIm-t "8"u!.\" II,,· }"'I't'rinl S/rollJ:holll. 

When calc.-ulating odds lIear in mind that fol"C'Cll 
IhAI can't retreal arc alwa)'s eliminoted when 
called upon 10 do 50. 50 you can tMke a hive 
cven un an exchange re.~ulr (unless YalTick is 
there .) This is D good thing 10 know when )'ou 
arc plRying the Orh. 



DEFENDING IN DEPTH 
As the Imperial Playeronc of the lIardest COtIcept.~ tn gct u5Cd 
to is the idea tllat sunding and rightin, can be fat.l . In thc 
tarly IIIrns of the campaign this i~ !he easiest way to lose tile 
game. Your beSI bctlS tO ru n away and build. bui ld, build! 

Running away doesn'l simply mean moving your counlers 
away from lhe Ork..~. It means malnl.lnlns.line. To do Ihis 
you must luYC no vulncnlb~ gap.! in your defensive line thai 
the Orl; can pile SikeboYl and other fast moving uni ts 
tllrough. If he can do this he nn break t llrough to the 
Yulnerable fat lory units and unprOle"ed hiye.~. He tan also 
encircle your hraYe forces and cut off Iheir supply. This is 
deadly because 11 meaos unit~ can die without eYer firing a 
$hot. Swved of food and ammo they must sUITCnder or die. 

I try \0 prevcnt this is by de.~pera~ly pllQ;ging any j;aps Ihal 
may octur in tile linc. Hiyc gang!. Rough Riders. eyen 
factorie.~, anything will do just 50 long as thai hole is filled. If 
you keep a continuou.~ line from Ihc tOp orlhe mop to the 
bottom you will obstrutt the Ork's adYanl"C. He will have to 
StOp and fight cvcry phase in order to move. Don't 
underestimate !he use of Ash WasteS in creating a line. They 
servc a simil.r purpose to your units - they slow the Ork 
down for a phase. This is ..... hy you can so often afford to hold 
the Diabolus river weakly. Thcre is enough obstructive telT'llin 
to slow the enemy way down. 

I If)' to keep rollin& my line back ahead of the Orks. Ide.lIy I 
keep a space bet""ccn my unit.\ and hi~ This means he .Iways 

TIiE BATfLE FOR ARMAGEDDON 

has to moye and oombal. He can't playa Combat and Mo\'e 
Strategy nn! and thus b~ak throu&h my line~ 

Oon'l think yoo can Ilw.)'$ ~U"Cal 'Then: arc times when Ihi$ 
l~ not possible. You'll have to stand .nd fight with some unit!. 
While I'm doing this I try and rorm anolher line behind thcm 
so thKt when the Ork break~ through he hilS it, Think of what 
happt'ns on turn one. T he Ork breaks thruugh the StYlI ­
ChllCron line and then instantly hits tile Diabolw;-Stn:ies line. 
If thlt line were not there he could instantly pile acmu the 
river and into the vu lnerable plairu; beyond. 

I th ink a double line, or the bc.~t approximalion you can make 
of it, is yuur surest deferlce again~t the Ork!;. E~entually if you 
ho ld it long enough you can build up enougll rcserveS to 
mount .. break out and begin to rol1lhe Orb back. 

CUTTING SUPI'LY 
Then: is a way to destroy enemy unit.~ withoul ever attacking 
them. It's tailed tuning Iheir lines of supply. If you block all 
tile routes a unit c.n trace back to its supply .reas then thai 
unit is OUt of supply and will die at the rod of the tum unle.\.~ 
iu on a fortification or in. hivc or facto!),. Even if it is. it Mill 
has. good chance of being removed. For the Orks this tan be 
an easy way of tAking out those stubborn and well-defended 
hi~es. I lades in particular i$ vu lnerahle to this since the Orks 
need only occupy three al'C'liS to put it out of supply. EYe n 
Yanick can be slal'l"Cd to death . 



THE I3AlTLE FOR ARMAGEDDON 

n~ OrJ:s 11/11'" ",wirdcd Hadr.<fllII} aT~allem{>linJl W >:tarn YaTrid 10 IImll .... 'ogonso') the t.n,tnlC rlthl· himd sidt hal·t (0" 
aff 1M Iml",,,,,1 sUI,,,ly Iml'lf (lUtI "'" ,hTra"";,,, /a "", Achcmn "", tif ",,,,,II' ",,/c.os Ih" 1"'''~T;al conllfl{mdu can !"TC<! "mn an a/lemme .u"ply 

CuUing ~ forte off from It~ supply are~s can eliminate great 
SWa!Il~~ of aD ~n~my. If an Ork force advanc~s too far il is 
PlIniculMly Yuln~rnb1e 10 IlIi$. Many R bik~hoy ha.~ be~n IO~1 

wilen tile Imperial Army formed up its lillt b~hind him. 
(Anolher reason for fonning a line is cullin)!; Ihe $upply lines 
of any raid~r!\ in the induwiallleanland~.) 

SPECIAL CARDS 
Spel'ial cards art: "ilally important whell played at lhe right 
momen!. The Or1cs in panicuiar lITe well favoured with good 
~pecin l card,~_ A v,ell timed 'Ginnt Rokkit' can deSlfoy thaI 
Titan Legion or the 1II0S1 s\IIbbom of Hive Defences. ' Psionic 

WOIO 

BiasI ' will reduce the $tr(mgest of enemies if you hal'e enough 
forces in play and 'En: we go' is useful for replenishing lost 
forces. when yoor rank.~ are .~taning 10 thin out. ·Uny up 
BOy1: can provide extra movement when ne~ded. Mn~1 of 
the:sc cards arc pamcularly oseful in the early Mages of tile 
~ame when you are trying to break the Imperial linc . In 
panicular the cards which increase your mov~ment or gi\'~ 
you an ex trd combat phase are very useful early on when iI's 
vitallhal y(lO gaUl ground as quickly as po~~;hle. 

For the Imperium probably the most useful one i.~ th~ Sllunles. 
ellabling y(lu \() repleBish Ihat vital hiv~ Iha! 11M gone OUI of 
supply. ' For the Emperor' and the 'Virus Bomb· all have: theif 
osc.~ too. For The Emperor is very usefol when the Marinc~ 
Rrrive if you ge t a ch3nc~ 10 attack Ghazghkull with them. 
Virus bombs arc best uscd on big powerful Slacks with 
Gargants in them. 

Remember yOu ca ll (lnly play one specIal card durlllg a phase. 
Never play (lIIe if you fe:el that third yital hive is going to 00 
nut of ~upply at the end or your pha.~e. You may need thost 
.~upply ~hunle.~ to ke~p you fmm lo~ing the game. 

VICTORY AND DEFEAT 
Battle for Armageddon IS BOt Hn easy ganle to win. It is a 
tOllgh hard-fought tmule bel ween equally matcllt:d opponent~. 
Allirsl. if you arr tilt: Imperial C(lmmandcr. it may seem Ihal 
the Orks enjoy overn'helming adl'antages. The:! have massive 
numerical ~operiority. great mobility and som~ devastating 
$pecial card~. The Orh .~urge across Ille map in a se~mingly 
unstoppable wave. BOI if you kcep your nerve. then your time 
will come. The shauered forces of the Imperium will r.llly. As 
long a~ you hal'e faclOne.~ and Hiv~s you can rehuild your lo.~t 

armies . Once th~ Hi ves ar~ fortifi~d th~y become very 
, Ier~n.~ihle ;nde~d. And when the Spac~ Marine~ arrive the 
fonllne~ of war can truty change. A well .timed raid can slay 
c'·cn the mIghty Ghazkllil . So pmy to the Emperor for victory 
and get oUl lhcrc and tum back that green tide. 
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VEHICLES 
By Jervis Johnson 

Since [lie revised vehkle Nl~, were published in White Dwarf 
ffia£u:inc we hRve received hundreds of leUers from 
Wam~mmer 40,000 players from ,II over the world telling U~ 
what !hey think of Ihe new system. ll'Ic informal ion gleaned 
from lhe.o;e lentl'$ allowed u.s to further ...:fine lIld Improve the 
vehicles !'\Iles..nd the result is the game system printed in the 
Vehicle Manual. 
The rules for any ,Ime evolve and change oyer lime, and 
Warhammer 40,000 Is no exception 10 chis, Over [he yean; 
wc've publ ished numerouN artidcs in Wllilt Dwarf updaTing 
anll cl<pandin, rhe original rul e~ in the Warhammer 40,000 
book. All of these improvcmcms have made Warhammer 
40,000. much belter game. bUI it can make life I Ihlle bit 
difficult forme new player whu has to track down lOIS ofbaclc: 
issues of White DWllf 10 brin8 his rulcs up to dale! This is 
why we decided to publish a ~~ of $upplements with all of 
the most important rules changes included in them. If you 
already have the Warhammtr 40,000 rulebook you don't have 
tl) have Ihe sUpplenlent~ to play the game - Ihe WarhlUllmer 

40,000 fules ~re complete and you can play peneel ly 
e njoyable lames with them alone. Tile supplcmc nlS simply 
expand and updale Ihe material in the Wamammcr 40,000 
r ule book in the l igh t of several years of feedback from 
players, and our own CJtpcrience of playin.e the game. 

The first supplement wc publislled was the aaule Manual. 
Since the Warhammer40.000 rulebook first came: out we have 
made dozens of new modeL~, many of which arc :umed with 
exotic weapons thaI don' , appear in the original ru les, so we 
fel! Ihat it was importan t that our first supplement covered all 
of these new weapons. We a1.~ took the oppurtuni ty to tidy up 
the combat rules in light of player'5 CJ[pcrience and fetdb!ll;k. 
The Ba"le Manualupda\eS and expands the combat rules and 
weapon details from the Wa.rhammcr 40.000 rule book. 
compilinJ the original and new weapons published as tile 
game Ilu been developed into one, euy·to-U'le book. 

The second supplcment is the Vehicle Manual. and it take.'l an 
in deplh look al all of Ihe vehicles used in the Warllammer 
40,000 univer5e. The Vehicle Manual is split into IWO parts: 
the l1l!cbook and the Datlfax cards. The ru1cbuok Iclls you 
everything you need to know about III of Ihe different types of 
vehicle found in tile Wamammcr universc. including bikes. 
lriku, dreadnoughu;. jel bike.\ and much mon:o A number of 
vellicles have CJi1l1lordinuy abililie.\ 01" unique weapon!l, and 
the special rules you needed to use the.o;e vehicles are also 
included in Ihe Vehicle Manual rule book. The Datafu section 
consists of over 25 card siock Dulu/a{ Vehicle Records, one 
for each of the vehicle modcb produced for Warhammer 
40.000 by Citadel Minia tllTe$. F.ach Dawfax provides specific 
information abuul a particular vehicle, 5uch a~ it~ speed, any 
weapons it carrie.~. the vehicle's annOUf and so on, 

TIlE VEHICLE MANUA.L RULEBOOK 

A prOtOlype vers ion of the new vehic le rules were first 
published in Whilt Dwarf maguine 2·] yem; ago. Right from 
the SUfi it waS dccided to lake a differen t approach 10 the 
original vehicle system which appeared in Warhllmmer 
40,000 n ,lu, which had heen rendered lilfgely n:d undanl by 
Ihe current model range. We lried out various ideas, bUI 
eventually stttied on a concepl which envisaged Ihat every 
type of vehicle would be represenled by a culaway diagram 
sllowing the intemallayoUI of cntine, crew. tracks . Ind 50 
fonh . This was combined wilh I special clear plastic targeting 
grid. which could be puSilioncd to cover any IMgel Mea on the 
vehicle. Deciding where you were going to aim W85 a simple 



mlltter of po.~ilionin~ the centr..1 cross hairs of the template. 
All the: player 1he:n hlId to do WllS rull20ti for the venica1 and 
horizontal lUte! to di.'lCover c:xllCtly where his shot lano:led. As 
the: most common re..~ult on 206 is 1 (1 in 6 chanl'C) this gave 
a natural balance: towards the centre of the grid. Thi~ buill .in 
bia.~ provided 11 nalllral basic hit probability of a direcr hit _ 1 
in 36 in fact. The chances of scoring a hit somewhere near 
your Binllng poio! depellded entirely on the size of the vehicle. 
The final hit location could be 'shifted' a numlw';r of spacC$ 
lIepenrling on the attacker's Ballis tic Skill. realistically 
allowing models with a high BS to be more likely to hit their 
original aiming point. The same system also inc~~d the 
avenge chance of hining. thereby SOlving tile problem of low 
hil probabllity which the tWO 206 dice rolls generoted. 

Each area on the vehicle h~s its own armour value. and a 
special damage table describing what happens 10 the vehicle if 
the location takes a hit . For example. damaging 11 Irack will 
have a very different result 10 hining Ihe vehiele 's 
ammunition! Once the localion that has been hit i .~ 

detennined, a dice I'QII is made to.sec: if the atlllC.,k is capable of 
penelTllting the area's annour. If the armour is penetrated then 
11 OUai dice roll is made on the appropriate Damage Tatlle to 
see whilt happen$ to the vehicle. 

Any players who have seen the rule.~ previously pubHS:he<1 in 
White Ow!O'f will find much thntthey recognise in the Vehicle 
Manu;u. but there are also a number of important changes 
inl:orporated inlo the new rolebook.. This means that players 
who have been using the vehicle Nle$ printed in White Owasf 
maguine should read the Vehicle Manual roJeoook just as 
carefully as llIIy other player. a.~ Ihere are a numbefofehanges 
we Would not wanl you 10 miss! For example. Blthou~h the 
rules for vehicle muvement and armour penetration are left 
largely unchanged. there i~ now a special range modifier that 
reducc$ the annourpeneu:uion nf attacks by I point fOf evcry 
24" of mnge. This realistically reduces armour penelrtltion for 
attacks made at long range. and makes vehide..~ mon: difficult 
to Ik:.slTOy_ TIlere are also new section of rule..' de~ribing the 
crew of each race's vehicles: whal they arc equipped Wilh , 
what happens if they leave lhe vchicle. and so on. 

The roles for hand to hand attaclc> against vehicles have been 
overhauled to bring them into line with the new close combat 
rules in the Banle Manual. MOdels th~t attack a vehicle can 
now choose to make one of three types of speciml attack: 
pOUnding: allhe vehicle with a hand to hand weapon. or 
blil.~ting it mt pnint bl.ok range wilh a shOOting weapon or 
grenade, or allempting to tear bits off the vehidc: with s.hecr 
brute 5trength~ There al'i'! alsO rults to cover hand to hand 
aHacks against vchiclc$ thai can Oght back. like Dreadnoughl$ 
for example. and a complete set of new rulC$ covering all8Cks 
by or against vehicle crew who arc able to take pan in hand to 
hand combat, such as bike riders. 

Speaking of Dreadnoughl$ and Bikes, tlK:h n:cciV\:s their own 
sec tion in the rulcbook detailing the special pmpenics ofthtst 
machines. Oreadnoughu areslow but very manoeuvrable. and 
are ablt to emer Iypc.~ of lerraln th8t are restricted to other 
vehicles, while bikes are fas l and have tremendou s 
acce!eralion. and are capable of making daring skid turns - iI.~ 
long as the rider doesn't cra~h the machine in the processl 
Also included in the rulebook Is a brand new SectiOn 
de~ribing skimmers li~'e Land Spreders and Jet Biles. ThCliC 
vehicles are powered by gnlvitic- ~action mmor.; which allow 
them to fly over termn ob.stacle~ Dnd enemy trOOps. and make 
'pop-up' a!1acks in a similar manner to 8 modern day fast­
DlIack helicopter. 

WARHAMMER40.000 VEHICLES 

To round off the rulebool: we have included IWU of the most 
popular Modelling Workshops from rhe pages of White 
Dwarf. The Or.;t is a simple conversion for the Rhino plastic 
kit. which turns it into Ihe feauo lne Imperial Whirlwind 
anned with a deadly multi-launcher. 'The second micle .~how~ 
yOtl how to scratCh-build an Ork Gob.<masha tank. Palming 
instructions and special rulC$ are irlCluded for both modtl.~. 
and each hu lUi own tlatafax. Whick n~lItly leads us onto .. 

THEDATAFAX RECORDS 

AI the heilrt of the new vehicle rules sYStem are the Datafax 
Vehicle Records. This contains over ZS individual Oataf8ll. 
one ror each (I f the vehicle models made by Citadel 
Milliatures for Wllrhammer 40,000. The cards are supplied 
shrink-wrapped with the rulebook. so you can easily sepantc 
the ones you need for your ,game . Each Datafal: tells you 
everything you need to know aboU1that vehicle when you USC 
it in a game I'1f Warhammer 40.000. The Datafax are printed 
on card, and barring a major disaster with II cup of coffee or 
such like. will last you a lifetime of play. 

The Datafu- are prtSeuted in a new ~nd improvl:u format to 
make them handier and even more useful than b.efore. The 
front includes II brief description of rhe vehicle. ils points 
value. and ciewils ofiu speed. crew and uanspon capability. II 
abo has lhe <1etails of any weapons that can be Otted to the 
vehicle, listing their range, strength. damage and 50 on. 10 
save you the bother of having 10 lOOk uJlthis information on 8 
separate wble or in the Battle Manual. 

The back of the Datafax hil.~ all of the damage tables required 
for the vehicle. many of which have been specially adapted for 
Ihal particular vehicle. Blit the most important piece of 
information on the Oatafu. is lIIe hir (ocll /inn umrpla/t. This is 
printed on the front nf the Datafu and shows II cutaway 
diagl1llll of the vehicle, with the armour valu.es and internal 
layout of the Ye hicle clearly shown , we've taken the 
oPpol'lUnity to modify some of the armourvaiucs and cutawa.y 
diagrams of vehicles that wt:rC previously pub1i.~hed in White 
Dwarf. to mo~ accurately .~how their different strengthS and 
weaknesse~. 

Also included in the with Datafax i~ a complete sel of 
canlboanl templates and cnuoters thaI arc required forthe new 
vehicle rules. What's more, Ihe SC<'tion has been cunningly 
designed so lIIat you can easily take it apm and separate OUI 
aU of the Oatafax reeord.~. leaving tile cover M II large, A) 
$ized. reference sheet. jam P8Cked with all the most important 
roles and tables you wiJIliced to use during a game. 

TIlE FUTURE 

WIth the Vehicle Manual being complete we: have now been 
able to conl'Cnlr.lte our energies on increasing the numller and 
type of vehicle model.~ produced by Ciladel Miniatures. 111e 
first of these ne'" models will be the Eldar Vypcr Jet Bike. a 
more heavily armed version of the standard Eldar Jet Bike that 
will already be fwniliar to playeTll of Spuce MurinI'. We also 
hope 10 be able to make a number of largel vehicle model 
~ehiclts in resin. althou.gh this proccs.s is still in a very early 
'experimental' stage at the moment - watch out fo r funher 
updates in the page~ of White Dwarf! 

White Dwarf will continue to carT)' Modelling Work_~hoJl 
ilT1ide..~ showing you how to Jlaint. conve" and scratch build 
vehicles, lIS well is proving any new rules and Datafax for any 
new models thai are released. With aU of these exciting new 
releil.'it.~, the Vehicle Manual is de.~line<11O become required 
reading for any seriOIlS Wamammef 40,000 player, 

""" 



W ARUAMMER 40,000 VEmCLE MANUAL 

LAND SPEEDERS AND JET BIKES 
Land Speeders and l et Biku hover .bove the ground b), 
usin, powerful pavitit jd motors - • highly iWlVIDlCed fonn 
of anti _gTlvily motM. Because of Iheir unique mooe of 
movement they are known lIS s kimmers. When )'ou move II 
skimmer il has the option o f climhing above the terrain 
futures un the tl.ble such as woods and buildinS5 $0 thai il 
can move OYer them, In addilion, they are allowed to make a 
special type of au.ek which allows !he skimmer 10 pop up 
Oul of cover. make lin aUlICk, and then drop hack down into 
cover al l in the same tum. 

SKIMMER MOVEMENT 
A skinuner may move over ternin fUlurC$ wi thoul penall), 
lIS it can simply fly ovC( IDl)' obstllcle that gelS in its way. The 
skimmer should .Iso be . Uowcd 10 fini~h its move on top uf. 
lerr.in feature, but as it ', neJU 10 impossible 10 balance a lel ­
Bike model on lOp of a building or wwd we will uy Iha! il 
rna)' not end II move on top o!such terrain. 

Skimmers can hUld if the)' are lJavelHng I I slow speed, but 
will crash if going any tasler. A landed skimmer u n move no 
further on the. rum that i( lands. TIle .skimmer can take off in 
lUIy subsequcnl move phue, lJavelling ort lit slow speed. 

Skimmer. lite allowed 10 hall and IIlmain stationary withoul 
landing - this ;$ cal led hovtring. A hOYCTing skimmer may 
tum by lIllY amount. 

OUT OF CONTROL 
A skimmer that goes ou t ot ~vn lrol ends its move at the point 
thll conlTol was 1051. If il has nOI moved the minimum 
di$1.aJIOe required for its speed. move it slfaiJ,:ht aheld until ;t 
hu done $0. In its next rum the skimmer will move. out o f 
eonlrol 2D6~ in a Tlndom d irection j ust like any other 
vehicle. However, you must make an .&Iitional roll to see if 
the skinuncr loolliS up or down • level a5 il mOYes. Roll on 
this IlIble 10 see what happens: 

,., 
6 

The skimmer swoops down and crashes inlO the 
.~ ... 
Sl.II.y at same ahitude. 

The skimmer wom5 waight up, 51.11.I1 s, and then 
crashes 10 ground 2D6~ in a random directiC'ln. 

POP-uP ATTACKS 
A skimmer that WII$ ei the r sllItionary or travelled at slow 
speed in ilS previous move is allowed 10 make a special t)'PC 
of allaek called a pop·up allad:, You must declare thlt a 
skimmer will pop-up in !he mov.= phase. mste.l of moving 
ac ross the table the s kimmer moves upwards; pllee Ihe 
skimmer on a mug, plulic cup 01' some other objn:11O show 
that it hu popped op to high altitude.. E~my models thaI are 
on OYCTwltch ll1e I llowed to shoot .tlhc $kimmer lIS it pops_ 
up - in fact this il usually the only wly the skimmer ean be: 
shot III when il uses this tactic. 

In the shootins phuc sltimmel'l that are making a pop-up 
auack rna)' b'ace their I~ of .iS~LI 10 a target as if they were 
up 10 12" Ibove the table - II can any e nemy models 
shooting back ()fl over .... lIlchl Models !hat nrc on I skimml% 
thlll has popped up must add I r to the. range. Note Ihlll this 
does nOI apply ... hcn the , kinLmer shoots baek, as the 
It lICking bullets don' t have to fight ag';nSI the force of 
!.uvityl 

Aner Ihe auack has bun romplelled the skimmer drops back 
down ·umove it from Ihe pl ll$Uc cup to show this . In its nUl 
rum it CIUI pop-up again., Of move ofT I t sllDw speed. 

SKIMMERS 
IN HAND TO HAND COMBAT 
As long as a sk immer is airborne il m ly only fight other 
skimmell' in hand 10 hand comt'lt . Skimmers ml)' only be 
englged in clOle combat by troops on Ihe IJ;round if Ihe 
~kimmer has landed. TILe one eJ((:eption 10 this are the CfCWJ 
ot s kimmen .rmed .... ith close combat weapons such IS 
swords or pi$1OIs. These Clewmen lie allowed to make 'hil 
and run' an .• cks as they move, in the same w.y as lbe rider of 
l1li ordinary bike. 

T'herider is alway. COI1aidlllCd to have a beller iniliali-'c IhMI'! 
hiJ targeL The comb.t is tClolved using the hand to hand 
combat rules in the Battle Manual. eJ(eep! thlt each player 
may only roll one attack d ice !'In mlllter whll their model's 
Attacks "harllOterislie norm.lly Is . and no miller ... hat the 
mndel is armed wi!h. This n:pre.s-cnts Ihe ract that both 5ides 
only have. neeling moment 10 del ivCl Ihcir 8ttack before 
their QpponCfll is gonel 

DIUII.ge and uvislS throws lie worked 0111 by (:(ImpAling the 
slJcngth or the .uacker to the IOwgh.ncss or the detender, and 
lISing the crewman's armuur Slv:islg throw IIIId the aUliCker'a 
savins throw modifier. The annc.ur penetration rules lie not 
used in this case. A c rewman "an onl)' mue one c lose 
combat allxk alaiNl an eno;my model durinS his movmtetU 
in th is way, and may IIOt shoot in the same lum thaI he mtde 
I close combal ""ek. 



IMPERIAL SPACE MARINE LAND SFtEEDER 
'fix; lMod Spco:det II • rast [WO mall 11gb! arrack Yebldc powemI by gr.ffl\k.-mJCtioa jets whidl allow i1 [0 ny lhrou&h !he: air IDI.Ieb Uke • 
prt~1!I day Ittack hc:lieopu:r. The ........ SP=da" speed and IDIIICletIvrablllty allow 1110 be 1151:(1 for~, in !he: _ wty. bite. and jd 
Ill,,". Howeyer, il c;rnn romidmlbly belvia rll'CJlOWCf ltWI tbe:!le lipler vehldcs. and SO can be IIKd in mudl...n w'J:n~:ni¥e roICi. 
well. A IlCtic much rjVOU~ by the Space: MlrintS Is 10 send rilSllIIOYin, Land Spccda delumcnlS deep iruo enemy 1etr\loty. Onoe belllnd 
enemy UI'lCI the Land SpmIm ILITlbuib enemy uoops. poppinc up ftOm behind c:over, bJa.\lifIJ any targets willi Iludclc:n llam\Jc. ofrll'C, and 
!hen vlllli!lhin, bcfQrt: IIIeit rwpriJed opflOIlCnlS gel I thancc 10 rupond. 

Type Skimmer 

Pomts Value 100 
Driver 1 
Gunners 1 
Transport none 
Slow Speed 10 
Combat Speed 20 
Fast Speed 30 

The Imperial Space Marine Land 
Speeder is armed with a melta gun and 
targeter with 90° fie ld of rm: 10 front, 
and a Multimelta with targclcr wilh 
180" field or fire to front 

Jet 11 

FRONT 

IMPERIAL GUARD LAND SPEEDIER 
Tbe Imperial OuanJ Land Speeder ;, nearly iOallical lO the Space Marine "';anl. CUltpl tIw Lhe Ii.-ed velllllll md.t.a-gun IIIld • dtlnlll multi· 
meltl 01 LhI: Space MariJIe; madllne Itt repllCCd with I bclVY boiler mel heavy plas ma run on Lhelmpcrial Ol.wd model. The diITerenl 
weaponIlOOIIn\ed on the: l nfC:riai Guard Und Spctdef R:tkct IJv:; dill"cn::l'll "* It II expccltd 10 ruJnl. On !be offeaslve!be klIlI ~ted 
welpXlS fitted to !be ~nal Guild machiDc arc u$C/.I to proyide $upponinC fire for ...... t ... by Imperial GuArd foot U"OOp$. On the 
defensive, Imperial Guard I...aDd S~ are used as IIIIOblle 'f1re brlgade',rushll!t to areas o(!be from. lioe ih.lIK WMluattac:t to provide 
wpponlna: fiR: for the hud jRSSCd dc{rnr:\cn., lind t/IeII awiNy ...:wint: 01"1 to the fIeIJ aisis point 

Type Skimmer 
POints Value 100 
Driver 1 
Gunners 1 
Transport none 

Slow Speed 10 
Combat Speed 20 
Fast Speed 30 

The Imperial Guard Land Speeder is armcd 
with a heavy bolter and targeter with 4So 
field of rm: 10 the front. and a heayy plasma 
gun with targcter and 3600 r!eld of rITe. '---;~ FRONT 
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IMPERIAL JET BIKE 
Imperial Jet Bikeg are fast lind highly manoeuVJ1Ible vehicles. 1lIey are powered by sdvanced anti-gravit), O"IOlorS 
which propellhcm above the ground surface and can be used to carry them into the air above the maelstrom of 
battle. Each Jet Bike is armed with twin forward-fuing bolters thai are synchronised to nrc simultaneously and 
which can lay down II withering hail of fire againsl lightly annoured targets . 

Type Skimmer 
POints Value 20 

Drivel' 1 
Gunners none 
Transport nonc 
Slow Speed 10 
Combat Speed 18 
fast Speed 35 

The Imperial Jet Bike is armed with 
twin bolters with a 4So field of fU'e to 
the front. 

.... CK 

I 

FRONT 

ELDAR JET BIKE 
Eldar Jet Bikes are fast and highly manoeuvrable vehicles. They are powered by advanced anti­
gravity motors which propel them above me ground surface and can be used to carry them into the 
air above the maelstrom of battle. Each l et Bike is armed wirh twin forward-firi ng shuriken 
catapults that are synchronised to fire simultaneously, or a single deadly Shuriken cannon. 

Type Skimmer 
POints Value 25 
Dl'lver 1 
Gunners none 
Transport none 
Slow Speed 10 
Combat Speed 18 
Fast Speed 35 

The EIdar Jet Bike may be armed with 
twin shurilcen catapults with a 4!i° field 
or ftre to the front or a single shurikeD 
cannOD with a 45° fie ld o f fire to the 
froot 

BACK 

a..vI ... ,. 

FRONT 
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Battle for Annageddon contains a 
full -colour board and double sided 

oolour c:ounters representing the Ork. 
Clans that have invaded 

Annageddon, the Hive Defence 
forces, the Imperial Guard and three 

Chapters of Space Marines: the 
Blood Angels. the Salamanders and 

the Ultramarines. 

The game also includes a rule book 
with a history of the Annageddon 
Cam]Xlign and oockground delails 

on the most important c:omm,mdt:fS. 
two sets of strategy c:ards. twelvt: 
special cards, a reference sheet, 

and two six-sided dice. 

Battle for Armageddon is designed 
by Jervis Johnson, deSigner of 

Blood Bowl and Space Marine. 

BaUle ror Armageddon is the first in 
Game~ Wo!i;:shop's planned series of 

strategic board wargames. 

Battle for Armageddon 
is a two-player board 

game of strategic conquest 
in the 41 st millennium. 

One player takes 
command of the massive 

Ork force which has 
invaded the planet 

Armageddon, and the 
other plays the human 

defenders - the hiveworld 
troops, Imperial G uard and 

Space Marines. 

The opposing forces 
fighting in the campaign 

are represented by 
counters, which arc moved 
and fight on a full -colour 
map board. The winner is 
the player who defeat" hi s 
enemy's armies in battle to 
conquer the hive cities and 

burning ash wastes of 
Armageddon. 

iAWARGAME ' ~ 

" SERIES ~ 



STORES 
Games Workshop Stores are much more than just places where you buy games - they ure the centre 
orbobby gaming in your area .. Our fri endly sffilTare more than huppy to hell} you with 1&oy questions 
or queries you might have aboul the Games Workshop world of hobby gaming .. There arc exciting 
activities all year long, including modelling and painting demonstrations , club nights, 1&od not 
(orgetting the mighty Chaos Roudshow! Everyone is welcome, SO drop in to or eaU your local Games 
Workshop Store (or up-to-Ihe-minute news of all the new products and latest special events. 
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THE BATTLE OF RED AXE FtASS 
By Nigel Stillman 

Over the last few months, we've published a number of Battle Reports in White Dwarf. 
These have proved to be ex tremely popular, with many of you writing in with ideas and 
suggestions for different scenarios and armies. In tbis report, a Goblin Warlord decides to 
ambush a force of High Elves who are crossing his territory ... 

G (>rif(l~Kdm"h",1 II", ,'I'D./ hllm u'l/llil)' i~ his grefllji.fl. 
Tht Jig/ll ofrh~ ~·t"')' Elf rul,I/mlS "'/ndil18 IlId, "'Or 
'''mugh the lung. rtIdy ml/t)· ~IDW ntmg~tI JIII~. H""" 

JiliN Ius roIlt" 1t«>r1. Hr rnuldn'tIwU." ... 1M clluk lj,il(l# '"t­
husg;,.,. ptHnry rortd ttils. ridlll, IIC'TOJI hi.< /anJ .. ·i'''''''1 Scl "11K''' 
ru a by'Y""'r-lffl''''' NOIIIItU Ire ,.-_Id hu .... g;''<!III his I""mli.uio/'l 
011)""1)' bill/lim "'tUII', 1lrerNJill', It WIlSOn IlIJult: wills 'ri/>t. 
If) hi .• f'~"l'lt "",/ '"ost of (11/ /0 him' aU'flung RlIIh't(J./r. 
mighliut gohlin dti~jt"in in th~ "'(lfld, mn,,"'rQ/all Ml""'ql'l( 
Strong~st, bnU'rst. tun"ingut.fiu("~Jt "nd mOll p"rtptl\~O/ all 
Goblins. 

" \YaWl pl<m. btwr OJUd Orol/lo. (JQnfnnt M ..... 6<, 'lar/led M 
.. IIIIOJI j~ WI al his It'DlMry grttn sUn: IIis ell't/ M'lCirmM 
/",d Jtmd: up amadnKI)" quinl:;. Corrfi"'lJ hnd,j·, ... ·tn /tt .. rd Iru 
rrppronch. 

Cfmi"nll cuffi..t Croggo Oil fh~ "'f""h, lI~ ',,'s'Ulgry a' lilt EI,·,'s 
and /IO'M' h~ ,,"41' a'lg')' '" GroW. lit dian', likt sntab. Crog~' 
, .. bbra his Jlllllun lOw. A IfJQk n/ I"'" ",IIutd his wI/ow. 
Jf'wwia,I.., ... .s. 

·Ow mn"] lUna' Ka"a It II ya 11m /0 da thai?· CQrr/rrn 
dtnll,ml"J. 

-S/>rry. M •. WQII ', do II aglljn. boL<o I'romiu. IH)I,. Wo<-;o 
p//ln, boss'" Cmu<' xroldr~d Idly 111M' neck. plc~td off U Mwl 

MIIII """ sltatp clo-...·. J>Op~ " ,nlO IrU "...,.,,11 and />tgnn 10 tltt»· 
noisily. 

.. o..l'lall i,llh<ll ,,·t Is KUlU10 K""t' 11t01~ pl'?inty-hwl"d kils <I good 
Ut/"K'(/ .... " 

"C"", ploll. 11m$. .. GOIf""g tu,fftd Gros.'gD "go",. TM M"aI1I1'U,> 

tjUI"d jrom GroKgo's m(lulll "'illl ,um""do .. s loret. It 
splru'~r~a "",u,IY(Hllht IIchfll·C(>'I·"rtd,'lId 11/ Carrfi"'S·S[UI . 

" I ',un·'fi"iJhcJytl.l)on'l Iflltmlpi"'" 1I'''''n J is IOllin· ... w 

-No. bo.',. S<J/'fy. b<JSJ. Won', aa il aKII;". I",.fl." Sttini: 
COlrfllllg', h .. rtf Slare. Or08l0 illJptCICa his hub·nrril bMled 
[UI. ~I'II shill liP _ '. " .. u 1)",,'1 hil "",· flgllill. MSI, ~ 

(iortf"'Vl d~ /ot>rl: his ha""iu'lla lte GroU" ("ng~ "RighI. 
{hi P/tJII II slmp/, bUI bnllillnl. W .. i.. B'''''''' ambuSh Illtm. We 
"",UI liIIlM, is ,,)";,,' '" emu lilt brid1/t. IMII. "'/won 'tJl/'f Ih~'n 
iJ ,,~rosl. lO'e 'Ujllmp (llIt m,d 5ir<1<1I ~m <lI1d stitk till, '1\1/ dll/ml$ 
"" /]II" sid~ "/iia ",,/ley, 'al/dllltJason 0/1 ''''IIt'r. On~ ·al/ .• /,oots. 
d" ... ~ .. r ·1./fchrrrgu, Ea.ly'" clle ... 'a' J.1)'·oJd "'II. " 

OOfrf"n~ sh", up onll"'"il~,1 1(1' Iht p'afs~ Ihal '..,11 h.s du, 
rr",."rdjor romlng up ...,th ,..eh an UIIItJ:Jn,ly brill/aN sch'IM. 

~Oual plall. boss gre'" pl,m. Tka" ,""cly and drad slw<>ty. 
hn,r,. [h"d ,ood, boSS." Gorrf""g ,,·tllch~U (;10,,11 p~rform 
SoniC htlSly Ilri' /.me,ic '''' hi. fiagus. iilowly n wicked smile 
Ipread IUfOSl his/au. lIis , ... II"w jUnll" ,,11" .. ..t "(lJIII), In lilt aim 
.utllit/II. "An' brus, Ihut's fflCre Qjus I~n" '/'~'r ism'lirem.-

Co,rfang ,ollt him a '''Sit of borN. O""ggl> u<>ublrd "" In poi1/. 
"Or (tHIn,. Ih,re is. I aJ'tod), COltrutd. HUM 10 "'I ' g'" dtJ Im4. 
rttJdy. T~lIlhem In K" my 'I,idtr rtfldy ItJ ,idt an' lelld dB 
.IInmflit /0 Itt me ... 

"SII,'r I/'/Bg. 00"." H~m 11""1>/,,. Gro88(1 sl"ifjltd qfflO oky"'" 
CimlJ"""d. (;onjang gl" .. lIistJlI,nti,ffl b.'1I.w, III lilt iii/riders. 

l-.k tJllhrm - tJlI ,host rnw,lry. high und "'Igilly 01' tMirKmJl 
IOllg,I",e,f r.llargrrs, II'I~ Ihtlr fla" blolI';'" ;" ,",, .. ,i"d. 
OtmiMI Inttrtd rrllh~ Ji.rip/iMd nmA::s of JP<'(J,.",t~ a"" Ih~ 
pmuJ 00,,''''''11 tJnd the fXJlIC)' ";::1"'/ SilHII, i'll, lilt hots, "'llh 1M 
hl'm,. Think ",,,"1 8""11. dOl/'1 you? \V"1I1'1I shull' >~"'. Maybt 
add Ihr /,onr's h(lm 10 m)' wll«/iun. r"I. mn)'M 1"/1 do Ihat. 



GORRFANG RAT8REATH'S GOULIN WARDAND 

GAME BACKGROUND 
Th~ Duul~ of Red Axe Pass took Illm.-e toward~ the end of onc 
of Ihe numerous l figh Elf foraY5 into the land of Na~garoth. A 
High Elf army had penetra ted far inland in order to attack and 
destroy the Dark Elf strongholds in a wilderness region soulh­
ea.~t of Naggarond. These ~Uaek.!; were intended to distract the 
Oark Elf WDrlord~ from their perpelual raids on tho;. nurth 
coast of Ul!huan and force them 10 dh'en lheir Gnnies inland 
10 prolC(;t eMir own hintcrilUld. 

Too Ctlmpaign had been highly succc:ssful. " 'ith many villagCll 
dl.'slruyc!.l ami a large part orllle Dark Elf fOKes drown inland 
to seek out and engHge the High Elf anny. However. in the 
eourse of one of the OOlites.. the leader of the J ligh Elf for.cs. 
Prince TBII~IJ(lu ine. lind succumbed 10 4 magical wound while 
engasetl in ~'()Irlbal wilh a Dark Elf lord. 

Scnshl& thaI Ihe fJark Elf forces were nnw closing in. the 
second in comrnand, Anaryll - a High clf Mllge, decided 10 
break off the raids and k;sd thc remaining u:uops back 10 iJle 
COliSt and the ir rende7.\'Ou.~ with an Elf fleet. 

THE BATl1.E 01" RED AXE PASS 

ANA RYJ..I1S HIGH ELF C0JI.1MAND 

illdri!'. Sit"Of lUlU"" 
Hillbl!lfMi><o. 

Informed by his scouts Ihat Dari: Elf forces were now 
hurrying inland fmm Naggarond in pursuil ofthc High Elvc$, 
Anaryll decided to lcad his now dcpktcd ann)' ~eross the Red 
A~c River in an ftIlcmpt to cvode Ih.e encircling t:nerny. lie 
knew the passage would be hard IInti dangemu.~. The route lay 
through tcrrilury tiliek with VobJins. including eave dwelling 
Nighl Goblin~ whose warlords and shamans were rumoured to 
brct"d gigantic spiders nnd ride tM,m into baule. lIe also knew 
that OIKe 1ICn)!;~ lile river, lhey would have a elearrollte 10 Ihe 
~ •. 
Realizing that the Dark Elves were closing fast , Anaryll 
decided lhat me Goblins ..... e~ the 1e!>ser of two evils and SCI 
off on the long march Ihrough Ihe hleak and rocky hills. 
However. before loni. Goblin Iookou~~ nn lhe erng.~ on cither 
side of the valley spoiled the Elf c.::,lumn and informed the 
locnl trib"l warlord. Gorrfang Ratbrcalh. He mustered his 
fol\."CS "nd pl1lpnred nn all1bu~h. A vul nemble party of I3I ves in 
hi s territory was too good an opponuility to miss nnrl he knew 
he could eX)"I«1 a rich rcw;m[ from the lurds of Nal:g&n:uld for 
catching rind d~lroying their enemies. As the El,'es continued 
their march Gonfang laid his plans and wailed .. 



, 'HE DA nu OF RED ,\XE PASS 

Willi the scene SCt, " 'e fo ugllt tbi ~ ban Ie ~t Ih~ Gallies 
WorJubop studio u si n~ Ihe Elf and Gubli n models from the 
W::uhanuner bo~ed ~llogtther with $Ome of tht IJC'" rnellli 
Night Goblins. ElfCllvn lry:tnd Marauder Miniatr.l~ s Spider 
Riders. The gamo.: uses the new WarharIHIlCr rules and also 
I"dudes a new mugic ilcm in Ihe form of tho.: Thill S~ "I/II'(Il1d 
oj K,,/u/il . Rules for induding this in tile game are given 
bo: low. The Gublill fO«eJ WCIt eUll u1l3.Qdcd by Nigel:md the 
HIgh Elves by Alanl'erT)' . Allhougll thc.poims values oflhe 
~rmics weren 't e uelly equal, we wanted 10 use alJ of our 
newly painted mode ls in Ihe game. To compl'nUle Ihe 
G()h lins for lllC'ir lower ("!Oinl<;. ,,'e gll"e them tile Bdv~ntageof 
h,dden placement. and lhey nUlomatically had lhe IirSI lum . 

The bUlile require~ II spAce of Dbout 6' by 4' 10 piny un. 
togetber wnh a ~!ecliun of hills Bnd w("){)(js tu reVresenl Ihe 
woodell SI(lpeS to Ihe pass. We u ~ecl one of uur special 
wargilrne.~ lablCll. but an area of flour oovCfcd wnh Q piece uf 
carpet or green cloth will clo jusl ali'welL The only other major 
IClT1lin featule is a ri\<u with ~ Illidge across il. AllllIese items 
clln be improvised witll pieces u f oolourcd paper or dutil, or 
scralchbuih using tile mel hocl~ described in rc<:ent editions of 
White Dwnri. 

MAGfC1TEMS 
A number of Illl1gic item, weTl: used ill lhe banle. including II. 

Duu"'fiu Ring and 11It Hom of /lrgok. TIle rulu Ilnd canh 
ror these are pm\'ided iD IIIe Warflammer bo~ . In acldllion. 
Cirobgul SkcwlOOIh. lhe Goblin Shaman. earri~ a rIC'" lIlallic 
,Iem _ 11Ie Sbjl/ \Vuml 0/ Kolo/h. TlIe ru les and poinl ~ v;l]ue 
for Ihis weapon are given below, and wc've printed a ~peci 31 
Magic Ilem card Hllhe end of thi s bllUle repon. 

The Skull Wand of Kll lulh 
The wand is carved from Ibt' liMbone o f p Dr:ago"fi~h and 
~\1nTlounled b)' the skull of n nark Elf IlIlIge. A Willii'd may 
use lhe w~nd in close eombal. It Is wielded likea mace and the 
WIzard only has to hit hi~ Ol!pOflenl to inniC1 a magICAl blow. 
A su,:c;c~srul mil 10 hil is s.ufficiem, there is no need 11.1 roll 10 
wound aniliwe is no ~ving throw. 

If u hit is seon; !! , Ihe Wand wi]) a ttempl Hl s ud.: uut the 
vielllll'~ soul. The ~k\lll will animate. fi rSl wllh n brlllni laugh. 
rising ra pletly 10 a biuer cack lc lind culminating ill piercing 
£hriek. TIle viclim must mil 2D6:sgainSI his leadership. If the 
score c~ceed5 his kadership ehamclerislic, his IiOnl i .~ nOI 
slrung eoough 10 resiSI and is ~ud::ed from his body, The 
victim il illul1cdiQlely ~Iain. 

Ir Ihe vielim pas~s his leadership leSI. Ih<:n Ihe W:tnd OIMy 
~Ii ll cause a normal wnllnd. Work 01,11 damage In Ille usual 
WAy. All "rmour saves Hpply. 

1110: Skllll Wand of Kaluth mny nnly be uSdl by II wilord . 

POIIIIS VlIlue: 40 

SETrlNGUPTHEGMlE 
Berur~ we stan~d . wr worked 0111 tile points values for lhe 
Iroops ;tnd ~el up the tablelu p with s umcient Irrraiu to 
represcnt lhc wooded va lley, lhe. rivcr and tile bridge-. As this 
WtlS going 10 be Hll aU1bll~h gamc. lhe sel up would he slightly 
difrerelll to II nurma! Warhllmmer battlc. The H' gh Elf 
tUHHllandcr WtlS allowcll to ~CI up hi$ fore n in marc hing 
tOhllll11 anywhere a1nng tile cenlre I(IIe oflbe tphle . lie pl;tetd 
his IIomlY fi~1 to repTe!.cntthoc fnet thai the: Goblul SCOlllS werr 
louking down fro m lhe muunl~in crags al\lI ~p)'ing on Ihe 
Elve.~. 

The Goblin pla)"cr WII.~ ullowed til ueploy hi~ troops "'I) to 16" 
in rmm any tab le edge. Thl5 is slightl), more Ihun Ihe lr 
1I0ri llally Il!lowed und helps 10 gil'e Ihe Gublius Iheelement of 

surpri se. In :tddition, any Goblin UllilS thai were completely 
cooccaled in wood~ did !lOt IWl\"e 10 be plat"l:d 011 tile mIIlctop. 
The ir positlon~ were no ted down o n II skc teh nlap o f Ibe 
hattlefidd made beforr the gume. Finally. Ihe Goblins were 
given lhe firs t turn , This trul y was ~oitlg to he ~ ~urprise 
3U~ckl 

THE ruGH ELF SE1CUP 
AND BATTLE PLAN 

(Alan Perry) 
M y Elf army WHS marching In 
column 11101)1111 ravine. wilh wooded 
s lopes on cithtr side. T he y w",rl! 
travening Qlong a lra<:k leading 0111 of 
thl! hill y wooded regioo o nlU the 
plains o f N~ggarorh and the Sl!a 
Oc)·ond. The (rack crossed Ihe Red 
A~e River by II bridge al tht end of 
the: t;lvinc . lllls was Goblin lerritOl")', 
and 3mbushes by Gohlin wDrbands 
wert II con~mm th~~1. 

TIle rav ine WII~ narrow enullglt for illn be II dangerous area for 
ambushes. )ince enemy toncealed omong the wooded hill s 
would bo: ,,·tll "' ithin bowshot lind could ~wccp dQwn rnp;dl y 
10 auack the column. Huwe,cr, Ihe nwine was not so narrow 
Ih~1 there wouldn' l be lime. for Ibe column to like ur a 
defensh'e 5t:lnCC, 

I decided 10 break my army intu IWO pariS. l uding the 
column wa~ lhe adnulre gunrd wilh my C(Unnla:OOcr, Anaryll. 
a Hi~h Elf Mage. Also in the adVAnce guard were a regimenl 
of Silver Helms and II regiment uf UI"Cher"l;. The;r I~ sk was to 
clellr Ihe w3y ahe:td of !he remaining troops. Tbe rcarguan! 
cumprisecl Ihe larj!l!r furcc. consiSling of t ,,·u rcgirnem.~ of 
High rur spearmen HOO II large n:~i ll ll"nl of IU"Cllers. 

Spliuiull your army can be dangCfUII~. Unless you are careful. 
il allQw, your opponent 10 conCt'ntnlte all his anocks on jusl a 
sect ion o f yuur force. This h ~n almOSI cenain recipe for 
di r.n~ler unless you hal'e a sounet plan. Bl'\CauSC I haet no idea 
where Ihe Gobhos would be tom;"g fmm. I decided to luke 
the Ii~k. If the ~d~nncc guard nm 10110 trouble. ailihey wUllld 
hDve 10 do is fall back: 10", hrd~ lhe rrarg"'llrd.1·1\e rombincd 
:mny coold then attempt 10 flHtt II way throuj!h by welgbt of 
numbers. If Ihe rearguafd i~ umbuShed. Ihey' ll sirnalto Ihe 
advance guard with blaSIS on Iheir warltom~ and hold thei r 
poun..! until relieved. 

THE GOBLIN SET-UP 
AND BAITLE PLAN 

(Nigel Stillman) 
,-_ ___ , Under lhe s~t up rules. Alan had 11.1 

plxc lIis forces fi rst so I " lS IIble 10 
$Iudy Ius pm;ilion befon: corlll1\illlng 
my own troops 10 baule. E"en ifhe' ll 
kcpt his IIml)' in one coluuln , l would 
h~ vc: 51ill waited unlil pari of the 
force was ovtr Ihe bridge. before I 
~lIacked. AS 11 hupren!'l!, he split his 
force In IWO which s uited me fine . 
My plAn wus 10 unleash Ihe bulk of 
my ladz against the rrar ha lf of bis 

colum n, while a few unit£ wQUld block Ihc bridge 10 prevent 
Ille .dl'ance guartl frum relurning to help, If Ihey could 
achieve Ihis, lhen I stood a guoll c honce of destroying Ihe 
g reale r part o f Ihe army and ~ hou l d be uble to inflict a 
~ignificant ddeDt on lhe ElveJ;. Thanltcacll Ihem to keep OUI 
ofmy !erritory! 
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ANARYLL'S mGH ELF COMMAND 

o Anar~'II . High Elf Mage rilliug Unicorn. H~nd weapon. 
Doomfin: Ring. 

\' '' rl$.~e ~: merll i d Company. ]6 Elvc~ 3nnc<.i wilh 
~purs. ~hields . light armuur . hilid weapous, The 
regiment indUlks ~ Champiun. Sl~"dard lind MLl~ic;1Ul. 

......-4---, \ ' \' r esse Sa pphire Company. 16 I::tvcs ;1rmcd wilh 
IIIIIiiIIi spears. shields. Jlghl armour. hllnd "eapon!l . The 

fTginICnt iocludcs I ChiUllpion, S.~,odIo,d ~I.t 1o. lusicilUl. 

....IJ.. Eld rJl' ~ Sit '-cr Am)""s. 2Q High Elf ncher.; Rrmed 
~ wilh 101l}:lIows, li th I flrl1l(>ur, hand wCllpons. The 

reg;IIII.'1I1 incl"ilc~ ~ Champion. Sl andMd and Mu,;';ian. 

~ Ithrlm I'ftlrol. 20 High Elf archers arilled wilh 
10000gbo .. ',. 1;11111 atmQur. haod W~~p<JI'S, TIt<: regiment 
includes ~ ClIarnpiun. Sl,lIIdard and Musici.n • 

....A-.. S Sih"cr H~hns. Hnnd wcapons, lances. shields. HJ!hl 
~ Mill""" IIlId barding. wilb Ch:unpion and Slallll;ml. 

Total points ,." tue or rO'lrtt 1881} polnu 

GORRJ"ANG'S GOBLIN WARBAND 

Corrfang Kalbru th. Gnblln War B()u riding 
~ Gigantic Spldcr. Hand ",eapon. shield. light armOur 

~nd Hom ofUrgok. 
~ Grnb~o' Skr'l'loolh. Shaman Lord ridin¥. Gig~n'ic 

Spiller, Hao<l .... "a)l"'1 and Skull Wand of Kaloch. 

...... Grn llllo '5 Jabbers, 30 Goblins 31nll;d witll '(JC"'" 
_ hand weJpon .• and sllidd •. The re~imem includes" 

Champion, SI:mdaRt ~nd" Gohlin fanatic. 
....... T he HIII·e)'llS. 16 Nighl (jnbftn~ 1I0111ed ,,·ilh hand 
_ 'I·capons. and sh ields. The rC8im~nt includn ~ 

Champion and SliIIldMd, 

• The Worm.eyes. 16 NI!h~ Goblins allllC.'d ... ilb hand 
weapon.'. and shields. The rc,imenl ;ndudu a 

-&.- Ch:1mpion. S' and:mJ and II Gobliu fanal;I;, 
_ Thr To»Id ·,,~·n. 16 Nighl GobliM armed with hand 

"'(3POIIS. and shields. The regiment includc$ ~ 
........ OlDmpu')!I and St~ndard . 
... The Grlnrdng Moons. 12 Goblin. Armed wllh spears 

hnnd w~ap'm' ami shields. The regimenl includes II 
--'-- Chlmph.m and ~ Gohtin ranalk . 

_ Gruhhi"5 Stlkk llS. 20 Goblin~ amlCd " 'illl , lion 00..." 

• Skrll!,lJ;I 'sStikkas. 20 Goblins llrnlell with 51101\ bow~. 
'l"olQI poinU ,·",Iuf uf furct , 1315 pohlt$ 
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I dccirled tn divide my force into two pan~ ill unler tu aUilek 
the real'l:unrd fmm hOlIi flanks. 1"he WQrlord GorrI"ang. riding 
II. gigantic spider, "'1)uld take charcc of one nank, consisting 
of Grosgo's hbbers, Skraggi's Stikhs . nd tile Grinning 
MMn MOyL On the other side of the ravi~ , my Shaman Lord 
commanded tllree uni lS of Night Goblins and Grubbi'~ 
Stikk~. My an:bcrs "ere depk))~ equnlJ), nn both sides of 
Ihe ral'inc so thalth~y could Shoot at the column from ei tllcr 
direction. 

I nl~n hnd three Goblin fanatics h ;dd~n amongst my IlII its. who 
should provide the Elves wilh wme nn.~ty ~hock~. I deployed 
these 51) th:u they could be unleashed 01 either end of the rear 
column and uJ!:ainSllhe reinforcements which would doubt less 
hurry back over the hridge. T he situation wa~ idelll for Iho;: 
eITcctJ\e use of ranatic1; . 

Since Ihe baule was set up as an ambush, my C.oolin~ would 
naturally lake the rust lurn uf lhe g!'lIOC. This Yo'ould give them 
rhe element of surprise and a chanct: to gain the initiative. The 
Elves therefore would be reacting 10 my $urprise auack in 
their ~ubsl.'(luenllUrns. 

RE·F1GHTlNG THE llATTLE 
necau.~e this seenar;u invu lvcs ~n IImbus h , the sct uj) is 
sliilhtly different to a normal Warhummer game:. D",fon: we 
SHtrlcd, " 'C bOlh agreed Qn .he fQrc¢s and SCI up the terrain 
according to the g~me ~kt:roul1o. If )'00 piny with a regular 
group af friends. th is is lI~ually ~asy 10 do. 111e aim i~ to ha\"C 

a (un. exciling banle. If one ~'de completely wip~s out the 
uther then y .... n can jusl go bade. alief the $idc~ or point values 
and ha\'", anutho:T go. 

YOI] do flO! have to divide up your fon::es in exactly Ihe same 
way we did. How you organise yQur fQrces is entirely up to 
you and you may " 'hh 10 try allemati,·c strategies 10 those 
dc5Cribed here. You may wish 10 conccntrJte :l.1111ie Goblins 
on QOC side orlhc IlIvine for e~amplt!. or .he Elvc~ may decide 
nol lodi-ide theirfllf~"C$, or to PUIIh¢ clIYlllry In Ihe reargllllrd. 

If you and )1lur gaming group ha"e different anme:s Ihen you 
CaJ] han- a J!:o al fightiug Ihis s.,;{;n~.rio with whate.'er troops 
you hl'c. You cuuld play th", gam~ wilh Ull army of Dwarfs 
being SC I upon oy SkQven. orw' lh Chal)!; and Empire fortes. It 
j ust depends "pon whnl UlQd¢ls you hal'e available. All you 
n~d to 00 is set up the tllbletop with your own terrain nnd 
alter lhe background narrati.'e 10 fi t. 

TURN I: THE TRAP SPRINGS 
At the signal from GOlTfang the lrap was sprung.. On bolh 
siclel: of the p;I~~, tilt Goblin archer.; advanced 10 the crest of 
Ihe hills, (ro,n where the man:hing c:olumn of Fj\'e$ was well 
within Ihe r:luJ,":e of thei r short bows. Silhouetted ngftinst the 
skyline. the Goblin Stikkas began 10 pour vulleys of arruws 
down imo the Elf column. 

Further down Ihe valle)· hordes of ex ul tant Gobbos 11\0ved 
rnpidly out of the wOOlI~ and down the ~Iope~ nn bOIh ~ide.\ of 
the ravine. Closer 10 the rivcr. (jobJius swepl forward from 
both ~ide~ dthe pass 10CUI off the E lf rearguard ano block Ih~' 
bridge. 

By the end of Ih~ lum th~ Elf rearJ!:uard was surrounded. 
However. the llrro"~ of Ihe Goblio archer.; had litde effect 
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against the annuu=l Elves who steeled themselves to face the 
threat. 111e element of surprise Iud now gone ami thcte "'''l: 
00 casualties on either $ide. 

The: Elf rearguard immediately blew their horns as a sign;d to 
I.be head of tbe column that they were under amw::k. Ahead of 
them, Anaryll heard the call and lmmediltely ordered his 
small fnrce hack acms.s the ri ve r. The advance ~ulUd about 
IUmed and began eroSJilng the hridge with the Yvrc:~sc Silver 
Helms Icalling the way. Meanwhile, the rearguard took 
dc:dsive action. Grasping the danger of the silUation and the 
ri~k ofheing sU/TOunded. they decidt:d to immc:diHtc1y COUll".:r 
8U1lek lhe Goblin~ o n Ihe side of the rayine where they 
appeared to be least numerous, Yelling their bUlIlecry. the 
Yvrene Emeralu Company 
nuhed acrou the valley aDd 
chara:ed inlo Groggo·s 
Jabbers wbo had juSt 
emerged from the ~. 

As the Elves lowered Ihe ir 
spears ready to impale the 
Gobbos, their enelllY's rRnks 
suddenly parted allli a crazed 
Imll and chnin fanatic hurtled 
OUI from Ihe Jahher~. In an 
instam, he ploughed straight 
inlo the oncomiug Elves, 
5eYlhing Ihrough their 
number in a whirling frenzy 
of dealh, Shuc.,ked but 
re~olule, Ihe Elves drove 
home their attack and in a 
moment or bloody killing 
drove back the Gobbos and 
sent Ihem running back in lo 
the wood~. A~ Ihe Gobbo~ 
took to their heels, the Elves 
gave a yell of victory and 
chnrged afler their fleeing 
foes, but ftmid st the tangles 
II.1ld briars orlhe woods Ihe HIGIf £LY7'UNN I 
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Goblins managed 10 OUlnln 
their pursuen. 

Meanwhile. Ihe fren~ied 

fan~tic had burst Clut from the 
Elf regiment ~nd was now 
spioni'og out of control 
towards the Eldri]'s Silver 
AITUw:~, the ne~t Elf unil in 
line. 

High 3.bove. on Ihe crest of 
the h ill . Skraggi's Slikku 
observed Ihe roul of 
Groggo 's Jabbel"8 and were 
Ihrown into panic. COO\'Ux.-c..'d 
thai the Elves were breaking 
out of the Inp and the b3ule 
was lost. they immediately 
turned and fled away into the 
wilderness! 

Warlord Coman!!. ob.serYin~ 
Groggo's Jabbers fleeing into 
the wOoClds, souttded the Hom 
of Urgok. As the magiC:MI 
note !;ounded across Ihe 

battlefield and reached their 
ears, lhe routina Goblin spearmen took. hean. Th.ey lurned 10 

face their pursuers and bracing Ihem~elve.~ bebind 11 solid 
shieldwl1l1, readied d.emsclvC$ once mO£e for ~ filly. 

TURN 2: THE E:LVES 
COUNTER ArrACK 

While the Goblin speannen tall ied in 'the wood. Iheir crazed 
fanatic hurtled directly inlO Eldrirs Si lver AlT()ws aDd ill a 
hla7,e nf whirling death despatched II "'hule: nlilk of wmiors. 
Utterly OUI of control. he emerged from Ihis unit anll to Iile 
hUlTOr oflhe Elf commander, plunged on towards the Yvre.~se 
Sapphire company. The Silver AITOWS weI"(!: shocked II Ihe 
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slaughter of their cOmllldes but steel~d ti1Cmselve.~ and beld 
their ground. AIOIIg born sidcs of the pass. the Goblin forces 
I::ontinued to press down I,IIl the Elves. tbreatening to allack 
from all ~ides at once. Once more Grubbi's Stikkas let fly with 
their arrow~, but were unable to penetnlle the mf armour. 
At the other end of the pass, the Grinn ing Moons advanced 
TowardS the river where the Silver Heims were justli ng to get 
across the narrow bridge. As soon as they were within ~ 
they unleaslled their fanatic . With a yell. the eml,ed wrt'tch 
crashed forward into the Silver Helms killing three of them. 
Shocked but unhowed. lile Elf cavalry held their gmund. 
Horrified by this a!lack and seeing the futher danger to his 
fur«, Anaryll dirteloo a spe ll from his Doomfil1: Ring al the 
maniacal Goblin. A blast of roaring urange flames engulfed 
the fanalie who gave • 
st rangled ~cream as he 
tuppled off the bridge and 
disappeared into the waler 
with. hiss of Stelllll. 

The fpnntic funning amok 
alung the rea rgu~rd's line 
now careered through Ihe 
Yvresse S.pphire Company 
bludgeoning through the unit 
and killing several more 
P.Jves before impacl ing 
against the slope of the ravine 
and embedding hi rnscU in tile 

Amazingly. none of the El f 
units b.lId brokcn Hnd fled as a 
resulT of this c.,.dysmic 
Goblin on~laugbl. Scventcen 
Elves had fallen 10 a sing.le 
fanatic, wbile tIul:c more bad 
been killed by tbe fanaTic on 
tbe bridge. 

In the centre, the Yvrene 
Emerald Company e harged 
once again into the rallied 

~ 

OrOIlO'$ Jabbers. With a 
bitter yell they drove hOllle 
thdr IIIIUC!: but f$iled to break 
the Gobbos. AmidSt The 
tangle of trees at the edge of 
the pass, tbe two sides 
stahbed and thrust at eacb 
Olher WiTb tbeir spears in 
vicious hand 10 band fig.hting. 

~ .. . :._ , 
[,{ V 

Over un lhe bridge, the 
remaining Iwo Silver Helms 
charged directly intO Ihe 

(Jrinnlng Moons. A battlecry o f revenge for their fallen 
comradcs flew from thcir Ii~ as their charge crashed home. 
Shocked alld fearful. IheGobbos were ~batten:d by tbe eharge. 
and mercilessly ridden down and wiped OUt . nle l:Iat·Eyes 
who hlld Ddvanccd from thcoppositcsideofthc ravine 5.aW tlle 
destruction wrougbt by the Silver Helms lind panicked and 
"od. 

In the wilke of the Silver Helms, Anaryl1 galloped forward 
over me IUIlroW bridge. Olll.ing across the valley. he cauglll 
~ight of the On; Warlon! advllncing tuwards the ellrx-d flank. 
of tbe Rl f speanm.:n. In an instant. he raised his hand and 
blasted him witb Doomflre. The flames roared and licked 
across Ihe valley floor and Gurrfang and bis gigantic spider 
were inst:mt ly incinef"ll,~ . 



TURN 3 
Unhnll'ed by Ihe loss of Gorrfang. the Goblins continued 10 
IIdvllllee across thc pass lOwards lhcir enetnie~. Howe'"er, 
despil1; their hc.&vy losses. it looked as if the l!I\'e$ were 
succeeding ill Iheir allcmpl w break IHlt ur lht! !ttlp. Flom the 
non h sitle of the ravine, a lriumphant Elf balliecry echoed 
across lhe valley lIS Gobbo's Jllbhers; wert once again forced 
10 mUl. This timllihe Goblios were unable to esealJ(: their 
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purs;u~r~ and "'~rc h:\ckcd to 
th~ groulld or sl;cwcrcd on 
the tip~ of Elven spear~ as 
They plunged illlo the forest. 
Sanered but exult ani, the 
Yvresse EmcTlIILI Cumpllny 
paused for breath befure 
rcfonning once more 10 (.xc 
the enemy. 

In the midst of the valley. 
then: was a lull inlhc 1i~lnin& 
following the first brisk dash 
of combat. u bOlh s ides 
manoeuvred their forcc.~ in an 
unempt 10 gain the upper 
hlUld. Over hy II\c bridge. t~ 
tWO remaining Silver Helm$ 
reined in their mounts lIud 
rt!adied themselves fur bank 
as lIIIotbcr group ofOobliM­
the Worm-Eyes. bc~an 
beMing down opon them. 

At the f"r end of the I'll' ,ne 
Eldril 's Silvcr Arroll' ~ and 
Ihe Y vre~~e Sapphire 
Company panled with 

exertion a.~ Ihey reached the crest of the hill from which 
Skraggi's Stikkas hnd ned in panic. AI 1311 Ihey wen: U1.It of 
lhc lrdp and could make a SIRlld on The high ground. As they 
looked out across the valley. they could see below them lhe 
Toad-Eyes ndvnncing towards thei r position. Witl"n their 
Hlllks. 811Aious Gohlin~ could be ~en despeflildy allt!nlpting 
to re$lruin lhe third and last of !he famlties WhCKC j ihher!l and 
shrieks echoed doll'" the valley lil:l" " dlming lI'ind. 
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On Ihe far side of the river. the !thrir1l Pmr(")1 _ part uf the 
advance guard _ hurriedly formed up below the hridgl:. 
Choosill); tlOlt(") I:I"OSS tI~ riler. they intendl'd tu use the rnnge 
nnd ~Irength of their bclws 10 supportlhe Elf units eng::q;cd in 
batTle nnd keep the Goblins al bay. 

As both side.~ took SIOl'k, there WIU a lull in Ihe exch:mfC or 
magic. Grubgut's Skull Wand could only be used in clo.'e 
combat. while Annryll held his last Doomfirc spell in rtser .... e. 
Thtre was nn teilill); whn t dangcrs they llIight yet face. ur 
whal the Gobl in Shaman might do. 

W,", 

CasTing caulion aside, The 
remaining Silver Helms - the 
~tandard bearer and a 
c hampion of Tol Yvresse 
called Arathallc - spurred 
their n\(lunt~ and charg~ into 
the Qpproaching Worm-Eyes, 
As the t"'o Eh'e~ ~truck 
home, lhey were ilIUll\, .... i~lely 
oVCfwhdmcd hy the furious 
nnacks of the Night Gobho.~, 
already enraged by the heal 
and light of the sun. In an 
instant, the standard bearer 

,,'a~ chopped down and the ballner wrenched from his hand. 
Amthal1e " 'as beaten I;mck and his ~l~-.::d tunted and bolted. As 
he ga lloped lowanh the safely of thl'> woods. the gibbering 
Gwbvs gave c hue. but could nOT ca tch up with the fleeing 
Elf. 

Prom the hilltop and n\'erhank. the Elf archers began 10 shoot 
"oIleys of arrows allbe UoI)lin unil~ uposcd in the TIIVillC. A 
few Gobbos fell. bUl lh~ n:St pressed on undeu:m.. ..... hennenc:d 
hy the prus~c l of viCTOry having ~cl1lhe flower uf Elven 
ca"alry tum and flee. 
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TURN 4 
On the riShl nank, lhe Toad-E)'cs were closing in on the Elves 
holding the crest of the hill and rouJd no longrr rfstrain thdr 
gihbt;ring fanlllic , As the smell of blood and Elf filled his 
bubbling brain, charged wilh Mad Cap fungus. he cllrecred 
5ideway~ out uf the unit ~pillllinl! Mnd whirliujl ill an 
uneontrnllablc dclirium, Oblh' ioU5 to all aruund him. he 
missed the Eh'cs altogether and headed off down the valley. 

HavI llg seen tile Sih'tI' Htlm~ dtstroyed before his \'ery cyC5. 
Anaryll realized thllt Ihe oUlcorne of lhe b,1nle now lay in the 
balanl"e and only decisive action could sa,'e!he. day. He east 
his eyes about the ravine and immediately saw Grobgut the 
a r k. Shaman creeping towards him. Raising hi s ring. he 
unleashed his last Doomfire 
spell. Even a Shaman Lurd 
was powerle$S lIguinst such 
high enehllntment and 
Grobgut was ins talltly 
consumed in u brillium burst 
of name, 

SCl'!nling victnry. Anaryll 
1l0W tu rned his anent ion to 
the nearby Worm-Eyc~. Hc 
reared back on his Unicorn 
and eharecd directly at them. 
Maddellcd by bailie. lIId 
inspired by the rout of the £LFTURJ./4 

THI-! BA'r!'LH 011 RED AXE PASS 

Sliver Helms, the Goblins 
didn't givt: 1111 illch of grovnd 
and stupped the charge in its 
tracks. Anllryll s lashed left 
IIlId right al the chittering 
Gublins who jabbed back at 
him with Jpeal'5 and wicked 
twi~t~'tI s"lH'Iis, IS both sides 
~t rug l!lt!lI to gain an 
advantage, Amid the ~houts 
and screams. one spear 
pierced the chest of the 
Unicurn lIulk ing hill\ buck 
and rear uncontrollably as !hi: 
Moge hung on fOl"dear life, 

With the threat of the Gohlin 
fanatic gone. the Yvressc 
Sapphire Company charged 
down~ lope. inlo Ihe Toad·Eye 
Oobbos. ed!: ;n!: forwa rd 8t 
lhe foot of the hill. With n 
mighty shout, 11111 warriors 
elnshed in 11 murderous 
slruggle 

Once ~gHitl. the Night 
Goblins chopped and bludgeoned the Elves whu desperately 
auemplcd to impllle their foes on the points of their ~peal'5, ror 
a moment. the Elf line w~vcrcll. aud then collapsed into A 

complete rout as the El ve! turned anll ned, scrlmbling 
ingloriously t>aek lip the slope, "The TO.ld-Eyes gave chase, but 
were unable to catch up with the pj\,l'!.~ who regained the top of 
tm: hill, 

Up 00 the ridge. Eldri],~ Sih'cr Anow," observed the roUt of 
their comrades. but coolly drew their bows and sent 11 massed 
volley of lUTQWS into the Goblin fnnnue who wn5 Slonering 
around JUSt below lhem. With. despcf'llte shriek. he fell like a 
pathetic pincushion, tangled within his own chain, 

O"<:r in the cent ro , the Yvres5e Emerl\ld Company emerged 
from the woods and once n~ readi~"d thernsch'cs f()( bauk:. 
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TURNS 
De~pite Ihe loss of their leaders, the Goblins were holding 
their o",n , In a ,~inl!:lc tum they had crreclively dci\roycd th", 
Silver Hdms and scnt another unit of Elf spear.s running ror 
cover. On tire left ~ide. the lend~r or the Bm·Eyes 1i1l~lIy 
managed 10 reston: SOIl)C ordc:r 10 his unit ju!Ol. before they ned 
the b;tItlcfield and disappeared into lhe wilde",e~s, No longer 

in sight of any Elr forces. the 
panicked Gobbos finally 
rallied. as he rased lind 
SllIpped his command inl(j 
submission. 

The TOlld-Eye Ladz /lOW 
wkeeled and charged upslope 
into the High Elr archell who 
had just de5p~tehed their 
fnnotie. A few Gobbos "'ere 
struck clown by ..... ell -a imed 
arrows as tlley scr,uubled up 
the hill. bul Ihey ehargl:d on 
undaunted. Once again a 
bloody combat erupted as 
Eh'es ;tllll Gobbos jabbed lind 
CUI at each Olher in a 
desperAte hand 10 hand 
~truggle. 

A~ross the valley, Grubbi's 
Stikkas. rrustr1:ned al havin, 
nothing to shoot III, began to 
descend tbe scree slope.-! into 
the lOIvinc, intent upon gelting 
their bows within range of 
some I!Jves. 

In the centre or the battlefield. Anaryll was still lO(kcd in 
combat wilh lbe Worm-F.)'es, AlulOSl sul'TOUDdcd. he cut and 
thrust at the hooded Gobbos as hi~ wounded Unicom reared 
and kicked in rIlse and pain. 

The leader of Ihe Silver I leims had meanwhile n:ached Ihe 
safely of the wood, ..... here amid Ille broken bodies ofGmggo's 
hbbc" he mnna~ed to I\":co\'er hi~ \tCn'C Dnd r.UIy, 
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Emerging from the wootl, the leader of the Yvresse cmer-dld 
Company saw his CQmmander AnarylJ \'irtually surrounded by 
/I lI'eeLhing sell uf <Jerneru",d GoblinS and flboUI 10 be 
uverwhelm~d, In an inslant, he signalled lhe ",hat!;e, an<J lite 
Elf ~hieldwa1! surged OUI of Ille wood into the nank of the 
Worm·Eyes, Het"ore [he Gobbm fCBli7.ect what wa~ hap~lIillg. 
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the Elves were among Ihnn. 
thrusting ~nd stabbin"g with 
lheir spears. In the face of thi~ 
Ill'W threat, the Goblins broke 
and ran. In thdr blind p.mic. 
the Worm·Ey~s aCluaJ1y 
Outrun the swiftly pursuing 
Elves. bUI AII3r~lI. Illounted 
on his Unicorn. ovelT"Jn them. 
In an org~ of bloodlening. the 
triumphant Elf Immplecllhe 
terrified Gobbos uu<lcrfO(lI 
and cut them all down. 

Across the valley. EI<lrirs 
Silver Arrows bt:at back the 
TO.1(H'~e l .ad7. and sent them 
hurtling down the slope. 
Once again. lhe Eh'es 

pursued the fle<:ing Gobbos »nd blllchered them all. 
With vicwry in sight. lht Yvrc$se $:1pphire Company IUrned 
from night and rJllie<J On tlte crest of tlte hill and a! the far end 
of the favine. the llhrim Patrol began crussing the bri<Jge. As 
the clay drew to a elosc. it looked as though I'ietory had fina!J~ 
passed imo lite hands oflhe Elves. 
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.. 

GOBUNTIJKN6 

TURN 6 
Faccd wilh lhe dc~t rucli(m of tlleir cOlllrlldes. ~nd only lOtI 
aW!lfe that the Elves were DOW advancing Icrrus the valley 
lnwnrds them. !he remaining GOOlin~ lost heart and decided to 

save their .~kins. Grubhi'~ SliUas qu ickly lumed and scurricd 
hack up Ihe slope of the fIIvine. As they scrambled up the 
~ree. a few strR&gleMi wen: picked off by Elf arrows. hUl the 
rcmllinder were soon ufdy hidden among Ihe trees and 
thickets. 

Down in the valley. the victorious Elvcs be&nn to lend the 
woumkd, bury the dead, Ind orsmnise themselves for the 
march. E;llilaustoo hut triumphaUl, the now depleted column 
crossed m·er the Red Axe River lind bcaded for lh1.' :k":a. 

CONCLUSIONS 
The amhush was beaten off and tlte Goblin force soundly 
defeated. bill only with Ihe los.~ of m;my Elf "'amors. For II 
moment. it was tOllch and go lIS to whether the Elves would be 
able to hold thcir force together, btl! their superior fighti ng 
!WI! e\·emually took its loll. 

TIIC main error ma!k by!he Goblins was to place their lIlt:net'!i 
on botb $ide.~ of Ihe pass and lit the end of tIIC line. The result 
was that regardless of which direction the Elves mo\"Cd, the 
archers on the opposiTe side of the valley would rapidly c()me 
OUt or range. The Elf column Wall also bound TO attempt to Hnk 
up, moving towards tbc centre of tbe table. with the same 
effect. 

Thh is predsely what happened in the gllme. As. tbe Elves 
count~r attacked on the nurth side of the vaHey they moved 
out of the eff~ ... ti vc range of Grubbi's Stikkas. Combined with 
the early rout of Skrag,i's Stikkn. the re~ult was th~t the 
Gobbos were left without nny effective missile tmops for IIIC 
remainder of1he hanle - II grave lou in the face of Elves, 

1\ would have been hetler 10 have hidcicn the archcn in woods 
on one ~ide of the val Icy, and thcn lured the Elvc~ in Illat 
din:,,:tiou by placing a small unit ofGobbos OIIt in the open. As 
it WItS. as soon as the tr.Ip was sprong. the Elf genera l a.~~SS(d 
Ihe ~illlatiOll and decided to countcr attack the ~maf!cr of the 

two Goblin forcn. Ic ~ving 
their counterparts on the 
opposite side of the valley out 
of range or with a lang 
march, 

Ideally, The GobOOs should 
h~ve en t:~lled the enemy in 
the cenlre of the valley. and 
boosted their combat result~ 
with IIdditionDI attP~ks in the 
side and rear of the Elf units. 
Allin clearly saw the danger 
of the sitlllltion. and hence his 
rapid counte r al1ack to the 
nOl1h to break 001 of the tfUp . 

The damage innictcd on thc 
Elf units by the Goblin 
fanlltic~ was Iruly 
hom::ndous! In the first two 
turnS sevcmeen Iligh Elves 
fetlto th~se maniacal Gobho:s 
including three OUI of five 
Sill'l.~r Hclm~. Unfortunately, 
Ihe Goblins licked the 
strength 10 follow III) Ihese 
crippling Btlacks. which 

might have resulted in the rout of tbe ent ire mf force . 
Surrounded 1,111 nli ~ides. the rest of the battle could well have 
been a mopping up c~crci~ for the Gohho~. 

A1en players will nOlice how the fanatics arc placed within 
severnl different types of QQblin units ia thi~ gan1e. In the new 
Warbammcr rulH., fanatiCll can now only be placed in Nighl 
Goblin regiments. This baule, and a number of othcr$ played 
at the (james Workshop STUdio demUlllitrated that this rule was 
indeed lhe hcst wa)' to place .rome limit on the use of Ihc!>e 
deadly effccllve troops. 

The Elf Mage made good use l,I[his /)()()Iuftre Ring 10 de.~lm)' 
one fpnatic and also 10 annihilate the GoMin Warboss and 
Shw.IlRil Lord. Both of thcse charoctcrs were left exposed and 
vulnerab le to mpSical auacl;. Spiders can move Through 
difficult g round or acrou obstaclcs wilhout 11 Ulo\'ement 
penalty. and so bolh the Warboss and the Shaman Lord should 
have advanced through the ... ·ooded areas 10 strike at the Elf 
column from the flank or rear. 

Thc Gohlins wen: unlucky on a !lumber of occll.loions, In Ihe 
magic phase of the first tum, the Warboss hlew the Hom of 
Urgo/.: in order to rally Groggn'~ Jabbt:rs. This magic item 
could have fllJlied Skn.!!!!i'S SIik.l:.as who werc also fleeing in 
panic, bUI the)' were just ouL~idc the 24" range of effca, The 
pre.'>Cnce of this archer regiment up on Ihe hill could have 
made II significant dilTerellce 10 Ihe haillc. 

In a straight fight. mves will a!w~y.' have Ihe advantage over 
GobliTls. In order to counter this, GobOOI hive to rely on 
welSht of numbers and in particular charging fLf'St, 10 improve 
thcir tombat resolution resul~. In different clrcumstancCll. the 
Grinning Moom might also have b«n able to Stand up to the 
charge fro!ll!he two Silver Helms and Raj off the bridge. 

The Nighl Gobbos save a i;ood acclXInt of them$elvn in 11 
number of fi&ht~. The most notable occasion was wbcn the 
Toad-Eyes rouled the Silver Helms pnd tllen aLmMt 
o,-crwhclmed An;uyU. He was only Sll~ by the Elf spe;vmen 
who arrived in Ihe nick of time. 

It wu an eJ(citing game. It had been a fioo day (Of tnc Elves, 
but Gon"fang win be hack and "e~t time wc·1! even III' those 
poims and it wiU be n whole differem story! 



THE SKULL WAND OF KALOTH 
Cut oul the Magic hem card and SCplll1l1e it into a front and back by cutting along the dnned tine. Trim a piet.'C Qf thin card (cereal 
packet card is ideal) to Ihe same size 11.\ Ihe Mat;ic l!ern card.and glue tile front and back of the Magic Item 10 cacll Side of Ihe card. 
Once Ihe alue ha.~ dried you can use the Magic Item in your Wamammcr games. 

MAGIC ITEM " POINTS 

TIlE SKUll WAND 
OFKALOIH 

A wizard rna)' ute Ihe Skllil Wand or 
KaJoch 10 8lt.::t I clo$e oomb;u opponent 
The WI!Id il wielded like I maoc, and !be 
W;1.aro rolls to hit as normal. I( • hi, i. 
soomI, !he Wa.d will ~ 10 suc;k OUI 
lIle ~lcllm ·llOul . 1'!lc. vi~l;m mU~1 ICSI 
agoln.a his Leadership on 206. If he fMil~. 
his !lOut Is sucked from hl~ body. and bo is 
ki liedlA'lLllRLly. lfbos~,hc: ma~ ,'ill 
suffer a normal W(lUIId. Railta wound in 
!he nonnaI .... y.1iI1 armour saves apply. 

WJZARDS ONLY 

C Copyright Games Workshop LId 1992. All righl~ reserved. Permission granted 10 photocopy ror personal uSC onl)' . 

OPEN SOON 

((o/~ ~i~:§"~® 

BELFAST 
20a CASTLE COURT, 
(Near the Smithfield St entrance) 

BELFAST 
OPENING HOURS 

lOam till 6pm Monday - Friday; 
9.30am titl5.30pm Saturday. 

w'"' 



GAMES DAY '92 
Well we promised that Games Day 1992 was going to be the biggest and best Games Workshop 

miniatures and gaming event ever. For the fi ve thousand garners who packed the Birmingham NEe 
on Sunday the 27th ou r promise was well and truly kept. Thanks for coming, it was a pleasure to 

meel you all. If you missed it. then we hope to see you all at Golden Demon in the spring. 

w,~ 

LIllo' Th~ crowd l/I",~idp rllI~ hall in'xin,f IV II'()W, 
Below It/I: On('1' insid .. th"lJall;5 rapidl"fi/ltd 
/Q ('up(u;n', Bul/om: Shtffitld '.f wi,,"i"l( 
hannn Ht low: Cm",d.f amund (hI' m;n;alllu 
""binns. 

I I w.~ midnight on a dark ~nd foggy 
c ... enint when the tint vehicles in I 

convoy of cars and trucks pulled up 
olUsidc the NEe. Thi.~ wa.~ Ihe ~ 1I ·nif!hl 
C1l:W. WhOliC job il wa~ to rransform IhI: 

VI~I in terior of Ihe Pavilion inlo Ille 
venue for tile cou ntry'$ premier 
minialUn:s arid gaminll event. A~ tile 
lIour.~ couoteoJ down. tables were 
un lOIl (led. le rnin set up. minia ture 
cabinets fi lled. art di~p l ay.~ prepared 
and all of the thousands of ta.~h tltat an 
event like Gnmes Day invotve~ were 
completed and ticked off tile li s!. By 
R.OOHm tlte foliow;n, morn ing. two 
hou~ bef~ ""e olTocially o~no:d. the 
fir~ t queue wa~ beginning 10 form 
out~i!.le tile main oJuors. Two hou~ later 
at IO.OOam the doon opened ud 
Game., Day 412 commenced. 

Throughout tile hn ll. thousands of 
, I mers crowded round tile gaming 

tables. Clile r 10 joi n other pl.yerl< in thei r favourite ,arne or 
lookin! for the chance to tryout solllcthing new. In the main a~ • . 
tlle re were game~ of Worhummer 40.000. Space l'ol a rint' . 
Spa~·fo·lccl . S~ Ilu lk. Blood bowl and of eo,,~ tile bnind 
new Worhummer hntasy Ra ttle. 

All of the miniatur\:s and temin wen: "upplicd for the.o;e games. 
$0 all you had to do wa.~ torn up and join in. From the excited 
sound.~ of battle and tilt: cheer.< that resounded amund the arena. 
Ih~ t" ~ exactly what you did. 

Elsewhere in the main hall. a whole area WOIS set a~idc for display 
~amc.~. Thc!;C were bautes 10u,1I1 hy Games Work~hofl staff willi 



$Iunningly painled minialure.'I over lhe kind 
of lerra in you see in Whi,e Dwarf tach 
monlh. AlthouJ:h you eouldn·, join in wilh 
Ihese. rhey aUl1Icled no le!15 attention and 
Iht:re were lot' of ~l.aff aroond to chat ahnur 
the rule~ and explain how 10 go aboul 
coUeering Ind painting your own armic.'Io. 

Of III the di~play games. the onc thlt 
Illractcd the most aUcolion wa:; the ma.o;..~i\"c 
Splice Morine game played wi lh 
Wa Th ammer 40.000 mioialUres and 
spec tacular sc ratch-buill Gargants. Tit8n.~ 
snd vchicles. Tile \mule was fought betwecn 
the Orks of Birmingham. 3nd a combined 
mny of Space Marine.~ and Imperial Guard 
from Luton and Sheffield . There w.~ a 
brilliant almosphere around Ihe game as 
people $houccd out advice ;tnd 
CIK;"(Iuragemenc Mnd some even managed 10 
JOin in! 

(jAMES UAY 92 

I.r/t, abo~r and brio .... : Thi.f lJIauil't 
Spo.., Morini' di.fpia.l' gomi' af/rarfrd a 
1m ,if ullrnl;"" IlrrtJttg/Wlltllri' day liS 
(lmpll.' $upfII.'d 11"10 IIII.' oollrd I/) join 
IIII' fiR/U. 



Im~riuljorl't$ OUllflit an amazing scrarchh"i/t Ork Itronghuld 
in this Spau Marint participuli()lf go_. 

It Spact Hlilk pllf,icipation game being p/a)'f'd Ollt on 
IhiIjunlDstir 3D boord. 

It .llImning WUrhllmmf'r 40.()(K} participaril)n gamt. 

Eager samtrs ~ath~r uro"n'! Ilti.1 FanlaT}' Blltllt partiripatio'l 
gOIll#! to Itt "'hich sidt " 'iII tmugt ~iC/orioUJ. 

Analilu ,.'rmto,IY Banlt: purtid{l/lIio'l gOlllt. tlJis limt IHtwtt'l tht a 
/o' Ct o/O,I'S and an army ajH,tlonnia, 



In the main arena. Commissar Bone kcpt a watchful cye on the 
cven t$ and oflidated as Mastcrora:remonies for the day a.~ well 
IS judlin! the banneTll competition. Sheffield na rrowly beat 
Norwich and Nottingham, with tllcir stunning Hilh Elf World 
Drason banner. At the end of the day, the best Game.~ Day garners 
were each liven their prizes of pre-release copies of the new 
Warhammer Fantasy Batde. Well done all of you. 

All thrtlU&h Games Day. the Studio stand was SUrTOunded by 
eager garners. and hy the end of the day. everyol'lC's voice was 
hOOl'llC from allthc talking. It WAS really great 10 meet you all and 
chat Dhout the hobby. what y(jU'YC been playin&. what ynu've 
enjoyed. and jlut as imponantly. whaL you'd like to see in the 
future. Electronic Ans also attracted a great deal of attention as 
they premiered their SQnn-to-be·released Space lIulk gllmc. LoL~ 
of people had the ch.ance to fight it out with GencsleDlers and the 
most D,'tked question was when is;t going to he OUt! Warbarnmer 
Records aiM) ran a busy stand with members of both Wraith Ind 
D·Rok thefe to sign autographs and chat about music. 

AL four 0 clock, the doors closed and people headed for home, 
tired, but udtcd by a brilliant day. 

Tht! .... inntrs of /he Banners compditiQn ort! onfll)lmrtd. 

,,,,,, 
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'\.!,MPfRE BATTLE WIZARDS 

ft's been a very busy month atlhe Caules Workshop ~ ludio 
with loads of ~ xcjling new minialure~ to paim. Amonglhe 
b~.sl of these !!llve beeu D.(l"c Au(lrCw$' wQnderful Imrerlnl 
Baltlc Wiz~rds. Each of lhe Inin;31ures on this page comes 
from one of the different Colleges of Magic:. On each modd. 
Ihc Ulllill colour of lite particular college ha~ been 
s upplemented with Olle or IWO secondary colours 10 make the 
overnll scheme look brighter and more altrJl:tivc. We wanll'u 
to give all Ihe wb.ards a highly magical fee l and this W3S 
achitwed by covering the. clothing with arcane symbols. The 
main thing to aim fur is [u make sure lhallhc Wi~HU' ~ 

CQ llcge i~ obvious on the baulc field. 

Amethyst Wizard: The mounted Am~thy~l WizanJ has been 
paimed in the deep. rich. purple as~od3tcd wilh his College. 
Tho:. barding (Ill his horse was carefully blended from purple [0 

~d. and then cove~d in tiny dot~ of whill; pailll to give the 
effect of a night sky. Finally we decol1lted the model with 
magic symbols ; Ihese were painted on the flnt areas of the 
horse and on the wizard's cloak ill Skoll White alld SOl)bufSt 
Yellow. The I~rge symbol on Ihe horse is the magic colour 
wlteel. with the ~cythe of Ihe Amethy"t college 3t its centre. 

Amber Wizard: The skt'll s and onimal skins on the Amher 
Wi~artl give him a wjlll. ShalllMie reel. Note that the orange 
and brown colours are more subdued and naturAliSti c here 
Ihan on Ihe O1her Wi7.nrd~. Magical ~ymbols ha,'e been added 
~s la1lOO$ lind paimed on the various animal .~kulls . The only 
dttordtion that has loeen added othcr th3l1 the .symbolS. is the 
hlue nnd while dog.(ooth design on the Wizanrs cloak lIIld on 
hi s horst.: 's reins. 

Jllde Wizord: The hde Wizard hal; been painted almosl 
emirely in & rich green wi th brighl yellow decoratinn. This 
"dds tu Ihe sculpted dcUtiJ on Ihe mini3lure -Ihe Ica" cs and 
animal tails - [0 give i[ a natur"J. druidic fcd, 

Light Wizard: Th~ Light Wizard and his horse are both 
ha.~ically while wilh small areas of d~oration. The blue and 
yellow banding ha.~ been repeared on the Wizard's h~ad..dress, 
collar and Slaff. The horse ' s barding has abo been hc~vi ly 
decorated wilh symbols and coloured b~ndinK . A broad 
parehment coloured band has becn pmntcd 11rtIund Ihe bMe of 
tlte bardi ng and covered ..... ilh hieroglyphic·style nilles, 

The uumountcd Wizards have smaller lUeaS of space onto 
which symbols un be applied, but Ihey ba,'c MJ! bI.'Cn pailll¢<! 
in the charactcri~tic styles and colours of Iheir col1eg~s. The 
main feature oflhese models arc the Slaff$, They nre n!llopped 
wilh M bcautiruJly detailed dev ices lhal call be piclred OUt [0 net 
as focal points for the modds. 

GOBLINS 
The Goblins ..... ilh haud weapons were paimed as l)8Il of Ollr 
rapidl y expanding Hmy. In order to make Ihem rcally 
~ffec l il'e in battle, Goblin t,oits need 10 rn: fairly large. We 
tend 10 make OUi'll at kllst twcllly slrvng and pNfenlbly la'1:er, 
wilh up 10 fOrly gobbus in II unit. That way we have always 
got the option of ~plilling them down into s maller forces. 
Because of [Ilis. It's Always handy 10 hal'e a couple of utrn 
standard bearers painted read y for Ihese smaller units. 

With Goblins. you gel ro many 1fOO~ for your points . that you 
will have to develop a quick painting style [0 cope wilh Ihe 
large number of models. This is much the same as with any 
anny. A quick neal ~[)Ile is used on [he rank and file. [0 enable 
you 10 devote ell.tra time and effort 10 the SpeciAl (COOP Iypes 
and character models. 

Th~ easiest way to p;lint CJ.nk >tIld fik Goblins is liS follows: 

Step I : Cleau up a group of models [0 work 011 al the same 
time. Belween fil'e >tIld eight should be about right. Once lhey 
ha"e heen prepared. give them an undereoo[ of while paint . 

Step 2: Paint the skin areas wilh Gohlin Green;md apply your 
cl10sell base COat TO Ihe elothing. Black and eM are Ihe 111051 
COlTlmon colourS 10 use for gobbos, but C:UI be ~upple nlellled 
with mher colours such 11.~ yellow and tan. The weapons ;md 
any Olher ohjects such a.~ pouche.~ and de.::oralion should he 
I'aillted black at [h is Slage. 

SICI) 3: Give Ihe skin n wash Of ei ther gree n ink or Ihinlled 
green paint such as Ork Flesh. 111is will shade Ihe skin :Iud 
help pick out the detail. The clothing can be given a simple 
hi gttlig~[ a[ [hi~ stage if you wi"h , though this i~ !l0l really 
J'lt'Cessary for mnk and file models. 

Step 4 : When IIII' ink on Iheskiu is lhoroughly (lry, highlight 
the raised areas on tht fate with Goblin Green. 11lis will pick 
ou t Dnd define the featu~~ over Ihe ink wash. The weapons 
and Ihe resl of the detail can be picked OUI At Ihis stage, Give 
the swonls and lI.nnoU! IIl'!,)al of Chi mil ail ~nd highlight Ihis 
with Mithril Silver. 

Step 5: The la.~t thing 10 do is to pick out Ihe fine detail. such 
a~ the eye.~. and paim on any markings and decoration. The 
eyes should be picked OUI in Blood Ked with a tiny while 
pupil. There are sc"eral types of decor-tlion that lire high ly 
appropriale for Goblins: c hecks arc the most cummun. bllt 
moons And eye symbols CAn be ad\le(l [0 a ny Nighl Goblin 
models. 

NIGHT GOBLINS 

Night goblins are even easier to paint. 11 is best to ~ive Ihem a 
bla~k undercoat and just pkk outtlie Ilesli and detail s uv~r 
this. The skin needs 10 be painled while nver the black wlhal 
i[ docsn'C end up tOO dark. hUI apart frohllhm the technique is 
e~actly Ihe same.as Ihe (;obli n~. 

STONE TROLLS 
The new Stone TrollS arc great for H(lding vllriAtion and 
charal'lcr 10 an On; Slid Goblin IlJlUy. A g«:y bille was chosen 
Il.'llh~ main coluur as ii gives a good hurd. stony red that will 
contra~t well with the seas of green in an Ore force. The ears 
and belly were paimed in a lighler shade [0 gIVe [he body a bit 
more delini[iou and shape, The. modelS arc really brought 10 
life by the weapons and decoration. Eal:h uf the miniatun:s is 
cOI'~~d in bone.~. ,~ku!ls. pehbles and othcr adornmenlS which. 
whcll picked 0111. rcaliy COlllraSI wilb the sealy hide . Thc 
beady cye~ aud long, curYed claws wtrt painted blllel;. ~nd 
then picked out in bright red to make Ihcm stand OUI and I! i,'e 
Ihe models COQlrast. 



WIZARDS 
The praclice of magic wi thin the 
Empire wa~ sanctioned by Magnus the 
Pi ous in the time of the great waf 
against Chaos. He sel up the eight 
colleges of magic in Al ldarf, an 
insli tu tion which has ensured a 
constant .~u pply of battle wizards 
within the Empire. In limes of war 
these wizards join the armies of the 
Empire to unleash their mighty 
powers lIpon lhe foes of the Emperor. 

BRIOHT WIZARD 
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GOBLINS AND 
STONE TROLLS 

GOBLIN WITH SWORD GOBLIN CHAMPION 

WITH SPIKED CLUB 

A wn'H STANDARD 

GOBLIN STANDARD DEARER 



WITH SWORD wml SPIKED CLUB 

WITH AXE 

STONE TROLL WITH 1WO-HANDED CLUB 

STONE TROLL WITH AXE AND ROCK STONE TROLL WITH BONE CLUB 
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" "'KENT 
MARTIN 

Kent Martin 
works for Games 
Workshop in the 
USA and as )'ou 
can sec Is ao 
e~lremc:ly 

accomp l ished 
miniature painler. 
We last showed 
Kenl'.~ work in 
White Dwarf 144 
when we fealUted 

his stunning Wamarnmer Dark Elf army 
10 which Kent has now added I large 
number of!KW charnclCrs and regimenI.'!. 

Kent is al.~o a keen Wamammcr 40,000 
gamer. On this page you can see some of 
!he models from his collection. incluoing 
some of the characler!; from his Bad 
Moon Ork warband, a Spice Marine 
caprain and the brilliant conve~d Eldar 
War Walker. 

BADMOON WEIRDBOY 

ELDAR HARLEQUIN 

SPACE MARINE 
BLOOD ANGELCAPTA1N 

BADMOON RUf'mIERD 

ELDAR HARLEQUIN 

BADMOON MEKBOV 

CONVERTED EWAR W ARWALKER 
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ASSEMBLING YOUR WARHAMMER 

MODEL BUILDING 
By Adrian Wild 

Inserted between the pages of this issue of White Dwarf, you'll find two sheeb of card 
printed with the components of your free full-colour Warhammer building. This superb 
model has been designed and painted by our own modelling expert Adrian Wild. In this 
article, Adrian gives his advice on the best way to assemble your Warhammer building. 

TOOLS AND MATERlA I.~ 

Work Surruu: Before you )t~rI to u.~emble your 
model, make sure you have a clear work surface and a 
few s imple: tools and malerial~ close In lIand. If yol,l arc: 
going to work on a table. il'$ best to prote<:llhe surface. 
with a piece of thick card or ~everal thicknesses of 
newSJlaper otherwise you might let inlo trouble with the 
luthurllies l 

Modell ing Knife; To cut out the individual model 
.sections. iI's besllo use a modelling knife .... ith a sharp 
blade:. Blunt blalks are farmure daneerou~, because you 
have to press down much harder Bnd there is a ,realer 
likelihood that you will slip and cut your fingen. 

SIre{ Rule: A steel rule is es.~ntial fOT maldn, ~\J1Iight 
cut~. The edge on a Jlllutic ur wooden ruler will rapidly 
get damaged by the blade: on yuurknlfe. 

Sclnors: Scissors 8re u~eful for trimming off any 
excess bilS of card or snipping the: pieces to fit, 

Ad hesive Tape: ScIlOtapc or masking tape is u,o;cfui for 
~upporting the yario\l~ building ~ctions and holding 
them firm ly in place While the ,Iue i.~ drying. 

Glut: The best type nf glue 10 usc is an impact/contact 
adhesive ~ueh as Bostik, Thi~ is the type of glue that you 
first spread nn both orthe sections to bejoined lind then 
place them on nne ~idc. When the glue hu ,one tacky, 
you can pre.~s the tWO pieces together and they'll form 
an e.uremely strong bond. 

You can usc other type of glue suitable for paper and 
card suCh as PYA or a general purpose adheSlye, but 
bccau5C of their lon,er drying time , you'll have to 
support the pieces with tape orel;utic baods. 

GEITING STARTED 
First of aI], can:fully remove the Iwo piccc.s of eanl from your 
White Dwarf by CUllin, Iiong the dotled line with M:LUOIS or a 
modell ing knife. There are so many optional pieces for the 
building that we couldn't get them all onto the CMd, so some 
have been printed elsewhen: in Ihis anicle . If you want 10 
include these extra bits then it's best to ,hlC tllem onto stiff 
cardboard before you eut them Oll!. 

The model has been designed so that you can assemble it in a 
number ur way.\. 7'M; basic shape consi~L~ of Main Wall~ (I) 
and (2) and the Main Roor. Cut tlleSt out first. It'$ best to 
roughly cut the !IIl.pes from lhe card sheet usin, scisson and 
thtn trim the 5fl'aight edges with I modelling knife and slCCl 
!UJc nllher than attempting to eUI them ocatly straight out of 
the canl. 

THE MAIN BUILDING 
Once yoo ha~ CUI out the two wall sections, you'll need to 
!Ieore along an the fold lines. It' s import.nt 10 do this because 
it stopS the card bending alonl the rolds and making. 
rounded. iII·fininl section. 

To score a line, draw the back of your knire blade firmly 
along the line where the tab.~ join lhe w.Jb and Ilong the line 
where the end walls join the sides of the building. Use yoor 
steel rule as a lulde when you do this 10 make $\Ire you get a 
clean fold. 

Fold the two Will section., along Ihe line where IIIe end and 
side walls join 10 create two 'L' shaped !leCtion!. Before you 
add Iny ,Iue. hold lhese two pieces against each other just to 
check Ihal the tiM ~ folded correctly and that the tWO pieces 
will fit together neatly. Once you are hIppy wlth th" fil, 
$pre.d. thin llyer of glliC I10ng the surface of the tabs. If you 
are usIng contact adhesive , place the pieces on one side 10 
allow the glue to go tacky before pressing them together. It 
you are using Iny Ofher type: or glue. then you will need 10 
assemble the walls straight away and usc some tape or ela."k 
bands to hold tile model together While the JlliC SCIS. 



"The l\C~t s!age is to add the roof. Score along the centre line 
down the ridge of the roof and fold it at an angle of about 45°. 
Once again. ch~k the fit. The roof should ovelhang the walls 
by aooutlOmm at each tnd. and sllglltly Ie.~s along the sid<:s. 
Bend the tabs in to position to eos~ that they all make contact 
with the roof. When you are happy with the way it looks. glllC 
the roofinlo place. 

When you've fin ished. place your model on one side for the 
glue to dry. While you are wahing. you can go ahead and cut 
Out all tile optional bits for your model, 

ADDING THE SHEDS AND WINDOWS 
We've provided 101$ of eXtra bits that yoo can add onto your 
model in the form of windows and outbuildings, some of 
which are printed below. We suggest that you cut theSt out 
and glue them onto some thin card (cereal packel card is ideal) 
before adding them 10 your building. 

The Dormtr Window and Ova-hang,ing Dormer 
It's best to fit both of thex additional pieces onto the main 
building before gluing their own roofs on. This way you can 
achieve I better lit, and slight ly adjust the roof to COVeT any 
gaps between the additional seclion and the main builll ing, 

The Dormer Window filS directly onlO one side of the roof. 
Simply score along the fold~ and glue it in to position. When it 
is dry. glue the roof into plfIC:e. 

To fil lhe Overhanging Dormer Window. rmlt you'll have 10 

decide where you wanl to posi tion 11 and then trim aw~y a 
MOwl section of the roof overhang so thaI it filS fl ush to the 
wall. 

The Doorway is glued on in exactly the same way. Check lhe 
fit with your model , glue it into place and finally add the roof. 

On Ihe card ~hcets, we've also provided a Free Siandinf: 
Sheet This can ei ther be as.o;c mbled and placed alongsid<: the 
main buildin" or you could glue it againSt Oil(! of Ille walls as 
an e:un oolbuilding in A 5imilar way 10 the two Sheds. 

SHED (2) BASE 

tNNSIGN 
SHED (2) ROOF 

MODELLING WORKSHOP 

Finally, CUi out the Chimney. Score and fold il in the Hlme 
way as the other piecc~ anll t:IUl: it ontu the roof. 

All of these piece~ are (ntirely optionaL, you can add all or 
none of them. juSI AS you plclLV!. On the sheet below, we'\'e 
abo Included somc optional window~ aod a door in CA.O;C you 
.... anl to make your modclthe home of a Necromancer or 
Chaos Sorcerer. 

PAINTING YOUR MODEL 
When you've fully assembled your modcl. there art a number 
of things you can dQ tQ really finish It nff. The simplest of 
these is to cover any uposed edges of the card wlih a ~uilllble 
Citadel acryl ic colour. 11Ie original m .... urk for tile model wu 
painted u~ing Cillldcl paints so il.should be possible to achieve 
1,000 COIOUf maTch. 

I painted the roof in a mixture of Terra cOila and Blood AnJ:el 
Orange, tile walL~ wcn:: a mill; of Blcaehed Bol\C and Dronud 
Aesh.lhe limbel'l\ were Chlos Blac-k and the S-Ionework Codex 
Grey mixed with Elf Grey. Using a fine brush. painlany of the 
expo.'iCd edge~ in the appropriate colour. You' II find that thIs 
makes I dramatic differenl-c to the finish. 

To funher improve Ihe look and durahilily of your model. you 
can base it on a piece of thick card or hardboard. Cm Ihe 
material into a rough ovalslighlly larger than the building and 
glue: Ihe model to the base. Once the glue has dried you can 
painl the base ,reen and cover it with a layt:r of modcllcni 
flock or fine :wid. 

You should now be the proud owncr of a brand new, 
Wlll'hammer buildiog all ready 10 include In ynuf next game. 
or COUTl\C there's lots more yOll can do tu enhance the look of 
your building. On my model I trimmed round aU of thc rwf 
scclion$ wilh my motJelJing kn ife 10 giH: the tiles I more 
natural look. In the ankle on buildings in Wt month's issue of 
While Dwarf. I talked about IOL~ of different ways in which 
you c~n add dClaillo your bllildings. Althou!h you are nOt 
wOrking wilh a scralch built model. m. ny of the ume 
techniques apply. 

A SELECllON OF ALTERNATIVE WINDOWS 
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ASSEMBLY DIAGRAM FOR YOUR 
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GRAND OPENING WEEKEND! 

~~i~~§'Q® 
SHEFFIELD MEADOWHALL 

SATURDAY 24th & SUNDAY 25th OCTOBER 

UNIT 91 b, HIGH ST, UPPER MALL, MEADOWHALL CENTRE, SHEFFIELD. 
Tel : 0742 569836 Contact: JOHN/PETE 

Doors open Saturday 9am-7pm, Sunday 11am-4pm 

NORMAL OPENING HOURS 
Morn::lays 10 Thursdays 10.00 - 8.00 

Fridays 10.00 - 9.00 
Saturdays 9.00 - 7.00; Sundays 12.00 - 4.00 

SPECIAL GAMING EVENTS IN THE 
MEADOWHALl FOOD COURT 

ALL DAY SUNDA VI 

GRAND RE·OPENING! 

~~:§'Q~ 
NEWCASTLE 

SATURDAY 31st OCTOBER 
OF OUR NEW LOOK STORE AT 

63 CLAYTON ST, NEWCASTLE·UPON·TYNE. 

Tel : 091 232 2416 

Doors open gam! 

NORMAL OPENING HOURS 
l Oam till 6pm Monday - Friday; 9.30am tillS.30pm Saturday. 

Games nights every Thursday 





GOBLIN SQUIG HERDERS 
AND NET TEAMS 

By Rick Priestley 

The tall and forbidding mountains of the Old World are 
riddled with tunnels which e~[end far bent:~{h the earth. 
Some of these runnels were Dwarf built in ages past. some 
are mines ucavated in search of gold, 8Jld others are crude 
('.oblin tunnels scraped thtou~h the stone by centuries or 
loil. There are also natural tunnels, cave systems. and 
ancient Cllvems WI)m through the rock: by waterways 
which have long sinre dried up. 

Below the levels of the Dwarf workings lie the Insidious 
tunnels of the Skaven, whose under-empire cliitends 
throughout the Old World beneath cities and mountains 
alike. Lower still there are tunnels created by creatures 
unknown: c~alUres whos;: ancestors chewed and clawed 
their way under the carlh before they expired. without 
even the Dwarfs being aware of their existence. 

The uppermost levels uf this vast cave system arc: often 
inhabited by Night Goblins. These underground dwelling. 
Goblins have taken over many of the anelent Dwarf 
workings. nnd even extended them with new tunnels of 
their own. The Night Goblins are well aware: of the lurking 
horrors that dwell beneath them. and venture into the 
depths as infrequently as possible. One purposc that lures 
them downwards is the !learch for fungus and moulds 
which their shamans brew into strange hallucinogenic 
cOlICoctions. The beSt funsi grown in deep. obscure places. 
and the mOSt sought after of all i .~ the dangerolJsly potent 
Mad Cap which can tum a Goblin lmo a whirJiol: Fanatic. 

As well as searchiog for fUOIUS the Night Gublins also 
venture deep into the lower cne depths hunting for 
elusive Cave Squigs. Cave Squigs arc: hybrid crealUl1!s. a 
strange mix of fungus and flesh lind blI)lKl. Their tough 
bal1·shaped bodies are propelletl forward by two taloncd 
feet Cave Squigs have huge. gaping mouths thronl:ed with 
slashing t~th with which they tear their prey llpart. They 
an! big eDOugh to bite a large creature dean in two, and 
can easily swallow a Gnblin whole. 

Nighl Goblins do eat Cave Squigs. but they IIl so keep them 
as petS, albeit extremely fierce nnes. As even the most 
docile Cave Squig will happi ly bile the leg orf anyone 
foolish enough to stray too near , ownership requires 3 
cemin casual bmvado and a high degree of unreasoning 
optimism - quolities whith abuund amollgSl Night Goblin 

chfeftalns. It is considered a chieftain'lI privilege to 'keep a 
Cave Squig or two sccLIRly chained to his thronc. The loss 
of the odd lac],;ey who gets overly close is generall y 
considered a good thing as it encoumges a proper sense of 
awe and nervousness amongst the lowly greenskins. It also 
keeps would-be assauins al bay, an important 
considemtion amnngSt Goblins where Ihere is linle loyalty 
withuut fear. 

The Night Goblins have evolved a cunning method of 
capturing Cave Squigs. A p~ny uf Night Goblins will 
descend into the Illwer regions. some carrying long, sturdy 
forks called squig proddetS. A squig prodder is so big that 
it requires two Goblin Squig Herders to carry il . The 
prodt{ef is used 10 goad Ihe Squigs from their hldin; 
places and lhen k«p the enraged creatures 011 bay. Oll(:e 
the Cave Squigs have been provoked oul of the lair~ other 
Goblins throw a net over them Ihen they ate beaten 
senseless with large clubs SI) they can be dragged away. 

These learns become very proficient at lheir job. mostly 
because any slackness or ineptitude tends to have falal 
consequences. Some individuals bccome quite well 
known 3nd gain a formidable rcplllalion as Squig lIunters. 
Indeed. famous Squill Hunters become quile nonchalant 
about the crearures they capture. and are happy to exhibi t 
their skills with spectacles such as Squig Wrestlin,. 
Tunnel Racing. Squig Pu Leapin" and bare-b3ck SQuig 
Riding. 



GOnUN SOUIG HERDERS AND NET TEAMS 

When the Night Goblins 10 to wnr their eave Squigs go 
with them. Cave Squils don't like the light mut'h ~ t all: it 
hurl~ their eyes and drives them mad with p3in. To keep 
them under conuol Ihe Squig Herders and nel teams go 
along too. When the banle begins the Squig He!lien use 
their long forks to goad the Squigs into a destnx:tive fury, 
and chase them towards the enemy lines. The poor cave 
Squigs smash into the enemy. gnashing and biting 
anything they touch, chewing their way through Ihe 
enemy's ranks. The net leams also fight in battle, using 
their skills to net enemies and club them senseleu, 

CAV£ SQ.UlGS 
AND H£RD£RS 

Cave Squigs lire organised into lillIe mobs or units 
together with a number of Herders armed with squig 
prodderx. The Goblin Herden are always placed behind 
the Squigs making a separate rear rank. The Herders drive 
the Squigs in front of them towards the enemy at the speed 
of a Goblin - ie 4" ba~ic move. 8~ march mOve or cnarge. 

SPECIAL RULES 

MOVEMENT 
The unit moves at the speed of a Goblin SO long 8S there is 
at least one Herder team per!hree Cave Squigs. If !here are 
more Sqlligs than the Herders can safely control. excess 
Squigs will go wild asdescribcd below. 

ATTACKS 
Tbe unil of Squigs and Herders may chargc and fight in 
hand-to-hand combat as normal. Herders wilt normally 
sron off in the ~ond rdnk, but they can fight anyway 
because of tbe length of their !quig prodders. Herders may 
be moved into the front ranks as Squigs fall casualty,just 
as rear ranks of ordinary units are assumed to $tep intO any 

gaps whit'h appear. Sulong as the unit is fighting in hand­
to-hand cnmhal there is no need for the Herders to remain 
behind the Squigs. so Herders may lap rOllnd the enemy 
formation if they have the opponunity to do 50. The 
Squigs will nm gu wild while the llni! is in hand.to_hand 
combat even if there aren ' t enough Squig Herders to 
conuol them properly. 

SQUIG PRODDERS 
A squlg prodder is a weapon unique to the Night Goblin 
Herders. It is very long and heavy and two Goblin~ are 
required to hold it. The prodder has a sharp, forked end 
with which the Goblins prod and .!load their Squigs. A 
team of two Herders may fight in hand-Io-hand combat if 
they ~ in ba.~ ·IO-bar.e comlmt with an enemy model. or 
if they are behind a mode l which is in base-to· base 
COntact. This means they can fight from the second rank if 
they are behind their Squigs. 

A team consists of twO Night Goblins. and attacks just like 
(WO Goblins except that Ihe squig prodder confers a + I 
strength blmU5 at ailtime.~ (it is:;o big and heavy!). Should 
OlIe Goblin be slain the remaining Herder can continue 10 
fight normaJly. the team model is left in place until both 
Herders are slain, It will be necessary to remember or nOle 
duwn!hat individual team memberli have been lIlain. 

GOING WILD 
Cave Squigs are vicious. bad. tempered. and thorough ly 
dangerous creatures with extremely big teeth. Their natural 
habitat is cold dark caves and bright sunlight drives them 
cra:ty with pain . Reing continually prodded by a Goblin 
doesn't improve their temper milch either. Given half a 
chance a Cave Squig will run off if it can. biting and 
chewing its way through anything in ils way. 

A Goblin Herder team can only control up 10 three Squigs 
at a time. Any ellcess Squlgs will go wild - once a Squig 
has gone wild there is nothing you can do to contrul it. 1\ 
wi ld Squig is moyed along with lither compulsory 
movement in the movement phase. It moves 206" in a 
random direction (use the seatter dice with an alTQw on it 
to indicate which way it goes). If severnl 5quigs go wild at 
the $Ilme time roll for each separately. 

A wild Cave Squlg will not anack its Own \lnit, it simply 
buno\S throllgh i{ 1IJId escapes. Hnwever, if the Squig hits 
any other target it is considered to have charged and fights 
hand-to-hand combal as normal. Once fighting in hand-to­
hand combat the Squil doesn't move. but it will pursue a 
defeated opponen t and will then continue to move 
randomly. Bear in mind that 3 wild Sqllig makes no 
discrimination between friend and foe - it just attacks 
WhaTeVer is in front of it and can easily ertd up chewing its 
way through Goblins or On:s. 



NIGHT 
GOBLINS 

BALL AND CHAIN f:ANATICS NETTEAM CLUBBERS 

A SELECTION OF CAVE SQUIGS 

NET CHUKKAS 

SQUIG HERDERS 



GOBLIN SQUIG HERDERS AND NET TEAMS 

LEADERSHIP 
The whole uniE tests leadership on the highest value . 
whether this is the Nigh! Goblins or a character leading the 
un it Should the uni t be broken the Cave Squigs wi ll flee 
in a group a total of 3D6~ (ie they count as moving more 
than 6") and will almos t certainly separate from their 
masters. Should a group of separated Squigs ever rally 
(unlikely wilh a Leadership of 21) they go wild as 
described above. 

MISSILE CASUALTIES 
When the enemy shoots with bows or comparable missiles 
at a unit of Cave Squigs and Herders randomise any hilS 
amongst the potential targets. For example. if the Jl(Itential 
targets include 2 Cave Squigs and I Herder team roll a D6 
for eacb bl1. A score of 1-2 '" the Herder learn, 3-6 ,. a 
Cave Squi~. 

MWSDSSTW 

Ni~! Gob1in 

Cave SquiC 206" 

Poinb; VaiUtl CaveSqul.& ............. 25 

Herder Tarn .. . ........ 8 

NIGHT GOBLIN 
NET TEAMS 

A Ld 

Night Goblin Net Teams figbt 3~ units. Some of tbe 
Goblins carry ncts wllile others carry hu~e clubs. The ratio 
of nets to clubs is out es~e nti a1. Golllins cannOt count 
beyond three and find it difficult to organise this son of 
thing. NelS and clubs do operate in slightly differem ways. 
and it is up to the player to decide upon his ideal milt . 

SPECIAL RULES 

NETS 
Goblins with nets receive a +1 initiative bonus. This 
means they always attack before Goblins with clubs. A nel 
hit cannot harm its target so no roll is made to wound. hut 
any netled victims will be bashed by club-armed Goblins 
late r. In addition , a neued target may not fight in that 
hand·to-hand combat phase if it has nlK foug,h t already. As 
Goblins have nOlOriously low initiative levels th is 
advantage is only likely 10 be of real value during the 
charge (when they get to go fi rst) hut it is also usefu l 
agsinst slower minded CftaMCS such as DwarfS. 

RUGECLUBS 
Club·armed Goblins fight exactly as normal except thaI 
they receive a +1 bonus 10 thei r strength. [n addit ion tlley 
autornmieally inflict I e:<;tru hit un each victim netted hy 
the net carriers. For example: four net fighters score 2 hilS 
(thereby nettillg twO victims). and five club fighters infl ict 

3 hits. The tO lal number of hilS is 5. All of Ihese are 
resolved as club hi ts with a +1 strength bonus. However. 
the re must be a t least I club wielder left 10 st rike any 
oened modelS. If there are none then the net team must do 
thei r own di rty wurk, so resnlve hits a t strength 3 as 
nonnal. Note that this extra'bonus does not apply to all 
club users. only to Night GQblin Net Teams. 

MISSIf.E CASUALTIES 
When the enemy shoots with bows or comparable missiles 
al a un it of Net Teams randomise any hits amongst the 
potential targets. For t)(ampie. if the pottntial targets 
iocludt two Gublin$ with net!! and four Goblins with clubs 
roll a D6 for each hit. A score of 1-2 "" II net, 3-6 ., II club. 

MWSIISSTW 

NiJ:ht Goblin 

Nct/CIub <1JTTltd Niy,1 Goblin ........... 3 I fl 

POINTS VALUES 

Goblin Doom Diver ., .. .. ... .... . 100 p{s 

(Rules in While Dwarf 154) 

Cave Squig .......................... 2:5 pis 

Herder team ..... .. ....................... 8 pIS 

Net/club armed Night Goblin ......... 3 1/2 



REPEATER BOLT TI IROWER 

HIGH ELF REPEATER BOLT THROWER 
The High Elves of Ulthuan an: au ancient lind $()J'lhi~ticated 
people. In lilt. archi tcc\Urc. and craftsmanship lheir skills 
swpass all ocncr rd~1:S. whilst their magiC'll1 10ft! ;5 ~upt"tllll' in 
the Walhllmmer World. In mJU~O' of war tile), are proud and 
touragt:uu~ HS well as great tlIclicians. woost: d everly evolved 
slT3Iagems hal'''' WUII IIlall), II dcspcmtc OOl\le. The High EJvc~ 
have nc~crdel'cloped gunpowdcl tcchoolo£y n.~ hnve Ihc men 
or the Old Wllrld and Dwarfs - illd«d they hal"C never needed 
10 do so as their marksmanship willi Ihe bow is superiur to lhat 
of Ics5er races. Centuries ago rhey created torsion powered 
and counter-weighted device!! ,,·hlth an~ their equivalent of 
cannons. perfecting them 10 ~uch II degree thai they are in 
many ways su~.'riur to cru<.ie SlInpowdcr weapons. 

TilE Kt:PEATI':W IIOI.TTHROWER 

The High Elf Repeater l:Iolt Thro ..... er is II rn:lCliille that shout~ 
10n&, steel tipped bollS or darb. The mllChJlle can ~hooc either 
~ single dDrI or D whole volley. Uuwever, whcn 11 volley is 
fired, the enl!rgy of the weRpon i~ divided and the bulh arc 
less effe ctive. The Repeater Cros~how is therefore ideally 
adapted 10 engage large. tough tafllets by me~n~ of a .~i ngle 

shot. or multiple weaker target~ with II ~oney or dalU. 

When il b your tum tO~, dedm: whelm yOll are firing a 
single shot or a Yolley. SingJe shols a~ worl:ed out txactly as 
described in lhe Warhammer rtllebook (.'ee p79 Bolt 
TIu'(lwers). f.I~Iher than tllke up vuluablespace In Whitc OWNrf 
n:peatingthe.o.c rules, we've primed II summary at the end of 
thi~anif;le. 

A \'Olley is wontll OI.lt Sh&htly differently to ~ norm~1 Bolt 
Thrower ~Iwlt. A volley c()!lsists of 4 scpaIllte bolts.. but these 
are al ..... ays fired towards the $lime target in the Sllmc way as a 
unit of an:h~'rs or ~·'QSsbowmen. Roll to hit for em;h bolt uSin,!; 
the Ballistic Skill vr the crewmen "nd the Missile rite Chan 
as nomtul . As High Elves have a BS valueof 4 thIS means II hit 
is scon:d 00 It 3 where 110 Ofher modifiers apply. Because the 
Bolt Thruwer'5 energy is divided be t" 'een four individual 
bolls the strength of any bit i~ 4 as opposed to j fOf'II single 
shot. Resolve damDge as nOOlllLI uSing the 'To Wound ' chan. 
If sul't:es;;rul I wound is inflicted. Note that this is Jess thn 
the 04 wounds innictcll by A sing le ~hot due \0 the rellu~tll 
crfectivenel;~ nf II multiple shot . If the tatget is slain then the 
bolt penetrates to the second rank and hiL~ again in CJI;iCtly tbe 
.same: way as a nonua! BOlt Thrower. Several tlInb can be 
pcnetnlled in this way. buttht! strength hit is reduced hy . 1 fOl' 
each raok pierced. So, Ihe 
first hit is resolved at 
strength 4. the second !It 
~trcngth 3, the third 0\ 
strength 2 and the founh lit 
strength I. As with single 
shots. no armour slivine 
Ihrow~ are allowed for hilS 
frorn a ~ol! Thrower. 

Exumple. SlrUOlitlg (II IIlwit 
ofm~n m 1000g rauge ... illr (I 

mull;ple thill. Roll 4 diet' to 
hil. YVII ,..iII require a 4+ 
,..ilh t'ueh shm.u tire urrgel 
/5 III /mrg r(JIlS C'. ThC' din! 
score 2, J, .s (Iud 6 '" 2 IJilx 
(a" vI'truge SeQrtl at IhI.f 

raIlSt'). Um Irm'C' I(JIIglm"£1 
J and SII },OlI1?qrlir? 3+ If I 

"'Qm,d. HoI/III'" dice seor;,18 3 "lid .s '" 2 womuls (III/I 1,,"0 
I/I~II slutll (110 m l't's (1IIuII'eli). Rull I"r II,e ICeond ronA: 11/ 

51,11',&111 3 .M ),,,11 rtqui,~ 4+ fa WOIWd. 11011 twO diet $(or;IIS 
4 mu16 '" afr,rliler 2 IIItII5/IIin. Tht' n~rl TUlIA: is at l/rt'II.1:lh 1 
so y llU 1?quirt' 5+ IU wUIIIIII. 1I~·rolll/re two dice uSf/;lr 
S('urillg J mId 6 _ I mrm SIIl;II . Tht' 111'.11 r{/llA: is (II .slr/ms' ll , 
S/J )'/JII rl'lI"j l'l' (/ 6 1(1 "'{)IflU/. R~·.mll llr ~ dice s('uriflg 1 :: 110 
jlmlr"r dalll(l8 ~' Totll' = j J//(!II .rlain. 

Wounds 
Ran~e Strength Sa\'~ ptr hit 

SINGLE 4S" ,5 .J pernm" None D4 
SHOT 

MULTIPLE 4S" 4 -1pcrl'llllk Nvn~ 
SUOT 

The Rcptwter 8 0lt Thrower is II solid d~vice which hns 11 

toughness Yllltl~ and ao equivulent to J wounds as shown 
below. The Repeater Bolt Thrower c&n1;le 1ll0\·t>:! by its crew. 
h ~aunot Illove and ~hool in the S3UllllUl'II, ~cept thm it cnn 
be turned Iv fllt.:e ilS intended larget . If one vf the c rew 
members i$ kil led. th~u its movemcnt is rcdllceti by half. 

MOVE TOUGH~'ESS WOUNDS 

3 

11'e Repeater Bolt Thrower ha.~ a crew of two moocls nnd if 
nne c rewman is sbill then the remninin!! crewm81l call 
continue to operate thll !Haehi ne without nny reduction in 
performance.. If both crew 0Lre slain the Bull Thrower canl'lOl: 
,hoo<. 

SU~I~tARV or RF.PEATER BOLT T IIROWF.RS 

t. Align bolt thrower on target lind deellUl: sillgle or nllllr iple 
ShOL Roll tv hit for each soot. 

2. Resolve damagc at stret1gth 5 for single ~hoo . 4 fur mul tiple 
shol.~. No .save is penniUl'd. 

J. If the: target is slDin roll damage ngains! the SKOnd r.ml at 
~tfl!ngth 4 for single ~hms. 3 for multiple shots. 

4. Continue rol ling for dam~c until you fail 10 s lay the turget 
or run out of rinks. deducting -I fWIII the strength for e~ch 
rank al ready pierced . 

Hi1:h t:lr Rept'8ttr Roll Thrower Poin lS Value: 50 polnL~ 

""" 
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WOULD YOU LIKE TO WORK 

FOR GAMES WORKSHOP? 
Games Workshop is a growing business. and our chain of hobby stores is 

constantly expanding. To satisfy our current and future staff requirements 
we need to recruit bright, enthusiastic YOWlg people NOW! 

H ave you eve r been into one o f our 
slores and wondered what it would be 
like to work there? Have you ever looked 
at [he staff adverts in While Dwarf and 
thought it would be great to have a job 
where the main focus of your work is 
your hobby? 

Ga mes Workshop is cOl1lantly 
looki ng for staff for our retail 
stores. We like to employ bright 
enthusiastic young people who 
are acti ve l y invo lved in the Games 
Workshop world of hobby gaming. 
Peopl e who are avid players of 
Warhammer 40,000, Warhammer Fantasy 
Battle o r Space Marine (or maybe all 
three!) , and who love collecting and 
painting Citadel Minianlres. 

If you are over 18 ycars old we may be 
able to offer you a job as a Store Assistant 
or Tra inee Retail Managcr. Do well, ~md 
you could soon be managing your own 
store. 

We're also an expanding company and 
there are many o pponuniri es for the 
right pcoplt:. Whet he r your ultimate 
ambition is to be a shop manager, a sa les 
representative or become involved in the 
production of o ur games, in most cases 
the best way to get swned is by working 
in one our stores. 
At Games Workshop, we're more 
imerested in a genuine enthusiasm for 
our games than a string of qualifications 
or years of retai l experience. 

So if you're at all interestcd in a 
career with Games Workshop then 
please phone the chaps in our rctail 
office on: 0773 769731 now. 



This month sees the release of a brand new range of models 
for Mighty Empires, the game of sweeping conflict and dark 
intrigue in the Warhammer World. Nigel Stillman explains .. . 

Mighty Empires is a gamt: of t:mpire huilding that can be 
played by tWO or more rl~yers. Each player cuntrub lh.., 
rOl1um:~ of ~n f:"l.nlasy empire, dlspafchlng annie!> at:ross 
the landsc,(pt: 10 explore and conquer new land~, lind 
ddcnd rhem 3galnsl rival cmpil\!S. 

TIle game I~ played on fun coloor 1\I.:xa~nal map tiles thaI 
allow you 10 crcale a campal}!:" map on a cominem;1l 
scale. At the start of clI<.'h game the campaign map is 
created hy randoml)' placing the lilt's [ogclhcr, $0 the 
landscape for ~ch game is different. The Mighty Empi",-~ 
box t'Olll.:lins pl,lstk models to repre.~nling :mnies, dlies, 
(onrcsscs, "iIIages, ships and drngons tha! arc placed on 
the map 10 mark the extent of empin's amJ ll«: 1I1O\'l:1l"1Crl1. 

of player,<;' armie:>. Additional metal modds h,,\'C': a1.o;o heen 
rclea5t!d In cnnjllnClion with additiun;,] niles published in 
I,. .. st issues of White l>\\~lrf (set: below). 

The Mi,Rhty Empirc.~ rules en~ble you to nght wars 
betweell rival e rllpire!l in year ~ftcr yellr or t'mnpaigning. 
All $Ort~ of events will unfold during a g~mc of MiRhry 
Em"in'~: b:ltlles. ~ie8es , m:agic. espionago::. natural 
dis:t:;to:rs. L'()11Spjr:lCY, u-cactK."TY. cor>qu~. pl.:lgue. f .. minc 
and InV:l.~lOn. 

Migluy Empi~s was uriginally d('signed :15 a c:.mpaign 
sySTem frl complelTM:nt WarhammeT Famasy l:J~t!lc, :lnd 
the two g:lmcs arc mutually (omp:lIihle. TIw C'a11lp;iiJ,:ns 
fought using th~' Mighty Empires seI' c;ln provide a l'Ulltt:JIt 
for t:ahlemp b.1ltle~ fought with lhe Warhammcr Fanr3sy 
I:\allic rules. When ~mlies clash on the " light)' EUlpire.~ 

inaI'. the out(;o(tK' ~~m lx oe<:ided using abstmL't Nics. or 
you (an fight the bailie using models If )'011 prefer. The 
c~mpl1 1lln <;:In rhus las t several w~'l'k~ of rC:l1 time , 
pruvidinll b~ckJ.:rflund~ and ohjectl\'cs for fighting Ul;ln), 
IlIbletop baliles. 

M:m O' War, Gar\'ICS worluJtop's forthc:ollllng game: of ~:a 
baules In Ihe Warl11lIlUlll:r World, will fUr1hco:r m mplemcnt 
the Mighty Em(li~ galllC, enabling sea encoumcrs to be 
~pre'\emed in detail on the tabletop a~ well. Of roufSe. all 
these gaJ1lC':~ on ~ plaYL-d in 1heir own nghf 

Se\'er:ll :lrhcles expanding lhc original Mighty I::mpires 
rules have aprearetl in Whilt: Dwalf, and these are liiiled 
bt:luw fur yOUT reference. We afe phlllning II) reh!as(' 
sUllie I1CW Mighty Empires mO(!ds over fhe next few 
months, and rhelle wil! of ~'OUflil' tx:: :loconll,~nle<l hy the 
n.:lcvanr 1lI1ec<;. 

WHITE DWARF REFERENCE 
TIlt: following past iSS11CS of While Owarf have artkk:~ ,,,1(.1 
additional rules for M~ht)' ELnpif("S 

l!'bile Dwmj MIJII)fy '·:mpires ArtIcle 

130 Imroouction to the C:l.1l1p'li)lll S)'~em 

131 RlIle.~ for Wiuro's Toweni' 

132 Rules fur N~'CfI.>polis('s 

133 Ruit'll fur Pira\(!s ~'ld I kirlse~ 

135 Rul<.:S for f\31!les :lind Secrc\ Agents 



MIGHTY EMPIRES 

WILDERNESS LOCATIONS 
A forcc which lJegin.~ Ihe tum in a IXIITt'll Ilk· mar s~1 
Ihe Him ~xrloring il inst~d of scoulinS ;m~1 1I1O';n,:: TIl<! 
(nrre i~ effectl\'ely scouling Ihe whol~ tilc, r:uher IIlan iu~ 
Ih~ IfI1.ue il is ffi:lrching ~Iong, by ~rullnR r>.1nl~~ OUI into 
Ih~ countryside. in"e:btig;ll;n}: 111\.>uOI:I;11 1,:;1ils. 'lue<tir.ning 
II-: ... eller~ ~nd recordin/( Iheir linding.~ 1m Tll3pS. This is 
repICSCfIK'<I bY;1I1 ~>;plor:l !lnn Roll . 

I( rOll wish 10 c.x plm.,. roll iI 0100 and consult the 
Explor:uion Ch:lI1 . opposite 

EXPLO&~110N CHART 

The f~\"plnr:ulon Chan Ims ~'er:ll po",Ibk wiklem.;.!» 
loc:-ations, Thi~ chatl firsl 3ppe:r.red In white Dwarf 131. 
bUI b reproduCt"d here In:l slightly amc.'mkOfI form so a.~ 10 

increa~ thc ch:mccs of finding nrino:>s in Illoumainous 
areas. The chan 1$ cJelib"rnlely c!~igTled \0 lea,·c 1; ·jO% ;1I 
Ilw top ~'ruJ ~s ~ '1'011 ~i:~in' resuh Thi~ allow~ us 10 
Incorpornle ne:w resulls in tho:> future and provides you 
With 3" oj)ponumt)' 10 inl'f:~nt and in~ rt more wilderm:ss 
IUl;ll ions of )'our own, s lI('h a~ underground t~~vc: 5plcms 
or ;l!Id~nl nl<)llun\ents. 

EXPLORATION CHART (REVISED) 

TII.E TVI' I! RESULT 

lOldl/lul CJxwl/l Hw.,r Hie/llm!t! 

01·55 01·;5 1)1-55 0 1-50 Nothln~ls 

C\i.~'('fcd 

""'" " ... ,... 
~1·55 N"cropul~ 

6L.o} 1'11-6~ 61 6~ ,." Wlz:ud'~ 

Ta.-". 

""'" Mine 

"'70 "e'" (..0-70 ".., T"mpk 

". ". .,. K>' KoI1 A.It;un 

Til ... Wli~.:lf(h Tower and Necropolis IOL'!I!1ons WI:'I'C de;1I1 
with in While DWlIrf 131 :md 132 «':-"peoiv<"ly. 

MINES 
Min~':i atc ,mly 
founll in 
1ll0\'nralnO(L~ 
r~gion~. Thq' dd~e 
deep inlo g~ologic:tI 
Slrata :lnd volcanic 
faulr IIl1e.~ to tap 
huge depOSi tS of 
,'aluable met~1 cm~s 
and various str:LOgC 
and exotk' mirw.·rals. 
Since: mining ha~ 
been guing on in 
rhc~e uea .~ for 

rentllrl~~, rhere :r.re many lust ;md aD.:LIIdonec.l mines 10 be 
discovered, M1. ny of rhe min~s ITl rhe Old World wert: 
originaUy workc."t.Il>y D";,,f5 in Ihe cLl)'~ nf rheir empire. 
and h:w~ Ixxn lung ~ince alxondoned. 

The: dl~co\'ery or;. mint: willi a rich dcposi r SliII nOI 
<'xh:ltI~tcd hy It.~ fonm~r owners can kad 10 ;. nr"b~i \'~' 
increase nf f/:vcnlle for rhe empire ooncemc.'tI. Of c.vur:>C 
III",!", at\' risks i.wolve<! in cxplofin~ the old 5h:,fI5 aTld 
runnels. hut rhc~ are more than off3<:t U) the poIe.:ll\ial 
rew:Hd~ . This mean~ [hat mountalnou:i reg ions ;,Te 

llOrenri:lIl)' v('r)' '..rlu:abk 1'IH.':lS [0 conquer and hring 
with.n Ihe burdl'l'S of thl' cml';I'1. ... but 'hC'; ~r~ ~I~ likely 
ro be: COVC.1~'tI b)' rinl t'llLpirn.. 

When a mine is diS(:ov~"Tl'tl. SCUlIts gQ into the w(lfkil1g.~ 
tookin~ for ole or slag In order 10 Idenlt")' whal was being 
mined. SOt1\(.1imcs rhl! rl~<;('()vel)' i~n'l :lcm~lIy an old mine 
bUI ;' ridl outnup or ",in~r.Lls exposed in the rOl:k f11CC or 
In I~"'es and r.,..i nes. Roll for Ihe nalure: OlllLc min" c.m Ih" 
~Iincs C:ha'1 opflO!'i!e. 

WlheTl ,) wOrk:lble mine I ~ dl~covered, phtce Ihe minl' 
model ,," Iht: Iiic-. This remains th~'TC to show .h:u th., 
mine is c.'apablo.: of produdnj.: richl'~ :'ml III<.:I".:-fo • .:: nligll! 

dl:lnge h.'100s in [he ('oun.cof rh ... C1lmp.:ugn. Once ~ mine 
has been found and it) n;,lufl.: l·~ablished. il C:O!'lno[ he 
ch.'lnged 0)' suil!k:quenl explor:mon. A min ... c~n be I:J Z<..'(\ 
like ~ SClt[('llIent , In whlt'h .;as.: II Is hlocked for gOO<1 
( relllove rhe mine (rom rhe tile). ,\ mine provides no 
subsis\Cllw. nvr i~ h ~l>lc 10 wirhSt:lnd :l Siege or COU nt liS 
a d~'rende:d s<:Ulcmcnl. If enemy f()fI:es occup)' the rile, 
[he mine IS cdf>lured. 

~UNES CHART 
1)6 Kco;u l l~ 

The mine has been worked OUI and is 
exh3usl.::d of minemls. !toll on rh~ Disused 
Mine CharI. DIV;Hf~ an: bud! c.·)(pcrl miners 
and pr05fX.'CIOr.i rh;1I Ihc), stand mor., chance 
of finding ,:,omclhlng. For this rc~.~on. they 
1ll;'Y I'('- roll rhiS l~\'h if rhey wl.~h . I)IV~rf:l 
may rt:-rol1 on thiS chart 01 011 the UlsuS\..'(1 
Mine C:h~n Inslead. 

2-4 The mh~ has:l rich "cm of ba~' 1I1\.1~b such 
~s iron, oopper ~nd lin. The.o;e arc ust.ful fur 
Ir.,d ... and [h .... manufacture of wL~'pons ~nd 
amlOur. The on: CJn be lr.ld ... t.1 or uscd 10 
make \\'capons ~m.l annOUT. nlis tt~nerJIt:S 
two l.'Old crown:. TCVcnUe each ye:lr. 

The mine has II rkh vein of precIOUs metals 
~\lch :os gold and silver. Th~<;e can be u.'ied ro 
mint ~urr~TlCY ;llCT(>J..., ing the reveoue of 'he 
realrn. If you sliIl retain ~"Ontrul of lhi~ lil..: III 
Ihe wlnler re3.'IOn you em claim " r~·\·c.'ntte or 
du<:<: gold crowns each yc:tr. 

() Vcr), precious o r r.lrl· mln,·r;.ls w .. re hefng 
min.c.'tIII<.:I'l:, roll ol1rhe.: R,u'c Mill .. '!ICha r1 



RARE MINE CHART 
06 DiSCOvery 

The m lnC5haf[ c:\\'c:, In on the hnfon un:lle 
S('o utli , loS\;' D6x lO points from Ihe lxlllncr to 
rcprL.."iCnt mOSt' ~lain by UII.: I'Q(.:kb n, 

2-3 A ri ch vein 01 precio us lien,s s uch as 
dl~monds, :lme lhysIs, .sapph lre.~ ;lnci ,~ i m;lar 

P"-'1.:;',IlIS Sl unO:S ;$ fOl md. Th;,~ trcuure can he 
used 10 ;",:r", a~ ", rel'e rlUe In the winter 
_'ie3SOf1 , if YOO scill ~ta in control of this till.', 
)'flO nan \\'Ork [nc mine, dalmlng a I'Cnmue 
o f DG go ld crown s f ro m the ml n i n~ 
,'I<!luement each year, 

4-5 M,'Irorir: fnm , This exceptionally hard III\.W 
can be usrd to fOf8e m;tglcal wapunll- In the 
winter sc:tson, If yO\! sl l11 fCt:! io COl1crQI of th is 
tlk, you c.m work rhe 1I1;l1e, TII ;S :l llows roo 
to r.hoose a ~mgle magic item for your army 
each rOlf, m~de fm m mlocl'llJ.~ Obl.:lin<."tI from 
the mi l'le , Each item is wonh D6x20 points , 

6 WmpsIOI/f'/ The mine is an ~ nclcnc ru ined 
Ska\'e n min(' , OJ WII!; :L oo nuuned in /lOlTOr 
whe n the fOn llt'r lll im: l'S ~I ru('k w:lI'pSto ne , 
Ska l't:D cilst'On :re rs or for<.'t'~ of Chaos call 
Usc the w:arpSlnne In fnrge m2g1c l!em5, 
Otht'r f'.K,(;ssu rr....,.lI l()S.;'I ofn6'1; 10 fM)ints due 
10 Ille corrosive t"frt"CIS or " ;ll'pSlOnc 2nd 
Immediately h loc.k up the mint' tunnels for 
/(OOd (remove Ihe mln(' fmnl Ihe 11I~, In the 
w inter season, Sk:ll'en o r Chaos forc~'S w ho 
still rt"t;r. in t 'unlrol o f th i~ till: call work th(' 
minI:, 'n ,is :lllows them to DGs.20 puillts or 
m:'Jlic li o,;ms ror Ihe ir !l mlY eaeh r ear, m.1de 
' rtllllthl.'I1'3 ,~r(l,,<:, 

MIGHTY t\MI'INF.s 

DIS USED MINE CHART 
u6 U bcovcry 

1 ::S T he m ine b luta ily e ,d lauSted a!'rd t ile 
working ... are. in a d a ngerou .~ ,~tate of 
rJiHcp:l ir. The rnincshll(r (lll'eS hI o n Ihe 
~<.:ou t~ , 10m.' oGxlO po ints frOll1l.hc banl1e r 10 

repretlent those s lain hy tht' rockfall . B(.'t':lu)l,: 
D II'llr fs lire ~\lch experr mi ners a nd 
prOlfpectOrs they 3rt:' a llowed to rc-roll ' his 
resu lt 

Tht" mint" is actually thc t'ntr.Il)('(.' 10 :0 DII':!tf 
liold! Hall :r. Ilmber D6 anti on !I S\;'O/\: UI 14 
Ihl' Hold is win<..-d., SO m il on lht' Old ~k:weo 
Lau)'rimh Chait for discOveries 0 11 '; C)( G t~ 
compl<.'.'\' Is still inha bited ;lIld COUUI$ a~ :111 
Independe nl ronte$.S n r OWlI rf'li. 

The mine l~ lIr.n~lIy Ihe ent r::tnce to 3. SIm,·t'n 
iahytimh Ro II IIA3 iJl , On a IJ6 score Or 1 ... 1 Ii 
i~ In ru lfl~ su roll on the O ld Sk""en 1.:' ['),1'i llih 
Chan fo r dlscQVl'ries. On ;1 >ICon.: uf; Of 6, it 
is II Skliven de n nnd C(\UIlI S :IS lin 
imk:pt:nucnt rOr1.T\.~ uf Sk:IICf1. 

6 T he m ine run nel !'> :I re infe!'> lcd with Ca\'C' 
" rvJls v r' NiJ1ht Gnhlin~ D(ixIOO points o f 
lhe:.", 1,:;111 1.>e recruited b)' O re o r Goblin 
ntm leli or Chaos armil!s. Oth!;'r forc~') 10)<,: 
1)(;,,10 mont!'> rcpre~enrjng SCOttlS C'~ l en by 
Tl1)l l~ or bushwhacked by GobIlll$, 



MIGIITY EMI'IIH'::S 

THE SIEGE TRAIN 
t'ortifk<J cities., fortresses and ~relH walls can block Of hold 
up Ille IKOf::ICSS of}'QUr conq~nng annies. Often Ille only 
way 10 conlinu~' til": C1mpaign 15 10 altempt to lJesie!!:e 
.~uch places or stonn them b)' assaull . This is l'I()Ih time 
consuming :lI1d rOSIly. and you may 1:110 up w:l\ching your 
:lrmit's wither ;"va), wi th eon.~I~ nt ass:cull~. or ~et' Ihe 
campllign seMon ~ Iippins aW:I}' :os ),our forc:e~ remain 
t'ncampl:d :Iround a defiant o;'n ... my foniflC'JliOll l1le onl}' 
realu..tk !>Qlution 10 hreaking massl"e fonifications is to 
employ a formidable siCKe rr:.ln which indudes ~il'S~' 
engines or gigalllic propoitioos capable of ... nushing down 
the sr(l)ngesr tv:Ili.'f, 8:l1ICS and LOWo;'rs quk"kJy. 

All ~rmie ... 1He nhle 10 besiege fn'tifications uslnp, rhe 
o;'ngines of war pcflllined in rhe' :Ifill)' list. l11t:sc m:u;him:s 
and anLilery an: )l1I'lil and IlW'lhlle enough 10 be used in 
the field tn open b;.lllt:s as wcll. Some arc Simple eonugh 
to Ix- «)f1S1nICIt:d from local matenals by an ann)' which 
sudtkn ly encourlters a forllfled flO ... ition hlockinS its 
Imcndt:d mute. The war JJl'll·hi ncS. ~rlillery and .'ilege 
l'llj.!incs of a siege trJin lire altogether on a different SC31c. 
'11lese machines nrc w huJol:c rh:u Ihey dnnm easily be 
const ructed in the fi eld . lr15tead Ihey must be 
OlllInuf.;u:rufl:d In advarx:e. oflen in prc-r:.brk:~Ul'(l sedlons 
whidl dn be trJnspnnl'!rl in w:lgotlS. on ships, (,If stOll.--d 
until net:<.kd ill fultf<.':SSeS. 

There an: fou r pri.m:ip!c siege englne.o; (refem..'tI to :IS sie!!:e 
11':lin el emenr~) whkh make up a typi.C':I1 siege Il'llln. ' r1lt:::'t' 
:'1I"{' dcscrilx:d b<:lol\'. 

THE MONSTER STONE THROWER 

This is ruapu!t 
operatcd by :1 mll.~.~lve 
t'ount{'rwl:i~lll which 
swings it long ~ha(t and 
hurls a bou lder a very 
~fI:;tt oi:.l'"l(c. l1le huge 
boulder will smuh an)' 
ramparTs thaT it 5trikes. 
The cHapul1 1.\ made of 
rhkk timbe rs ro 
whhstand Ihe stress and 
strain. bUI rhe p:ms em 

~ .. trllnsponcd individually on wason~ and are lashed 
tO~dhl:r illlo ~ 1.":1rnpull in the siege lines. 

nIE GREAT CANNON 

The ~reaT cannnn I ... a 
cannon so big th :1I the 
rulc·r of the empire will 
h:ovc 10 make sped."l 
mel1sures to gel hold of 
enough ml1.a1 10 m:'lke it . 
All che bells In rhe re31m 
or all the cannons of The 
nc~·t Ulay have 10 he 
mehl'tl down to provide 
enuugh bronze ro CIS! a 
s innl .... greaT C':IrlOon. 

1he great cannon b :.0 rllonstl'QUs Ih~I hundred~ of oxen 
:Ir<'.' required to pull It. Pew ro;!ds and bridJ:cs ca n 

wilhill':md such a weight passinS ':lVI.'1" them, ~nd clry salC'S 

111U~1 he demolished for It to pa,~ Through. SCveral ships 
IUUSI be I~shed togerher to convey I ts weight on the 

OC.:'JII. 

An extr~ Jarg~' oomp~n)' of arrillery crew is required 10 
.o;erve the gun. The c3nnonbalis arc usu~lIy made from 
SlOne lmrl are fired wilh a sound like thunder. The shOi 
ro~r.> through The air f(lr 11. dlst:lncc: of St:ver.11 miles and 
l':ln roll several miles mOf(' whl:n il strikes Ihe ground. 
Wl1llJ:. gl1tes :md toweu ~ re ~h~uercd when [he hall 
s rrike.\. One $hI)[ requll'l'lJ more gunpowdeT than the ('nt!f(' 
neet uses In:t year. 

THE GIANT BA'iTERlNG RAM 

nle giant oonCTinJ: ram Is 
CUt from the lallest ano 
Mronnesr rree in Ihe 
f'e"lm and shod <tviTh 11 

rn11ssive iron or bronze 
hClI.d . Hundreds of men 
~rc needed to pull the 
['opes that s"inS the ram 
10 ill'rike a gate or forrre» 
wall One blow will 
!,masll grcat oak doors 
like matchwood or 

crumbkll 1l1;lsonry Inro J'lO"'der , coll:lpslng towers and 
,. .. alls like !I;md caslles. TIle hides of ~ thousand bea ... 1~ 
form rt~ Cllnopy, proceamg tile operJtol') from the arrows 
of tlll' dd~,Klers. The gianl bartering ram Is 50 heavy that 
it1l wheels l'\.lt gigantic rutS in the rood as II i.~ dr:.wn 1110ng 
on the Illarch by hundreds of oxen. 

THE SIEGE TOWER 

Hundreds of wagons are 
required ro c:arry the pre­
rabrk~lcd timher~ fhl\! 

make up Ihe siege tower, 
:lnd ~ .. hen thesc are pUI 
together Ihe Siege towc'r 
wLil be rai~'tl hisll~T than 
an}' known wa ll. Boll 
rh roweu shool 0\1 ' of 
port Ilull:~ on C':lch of Irs 
many levels. A 
drawhrldge o r spiked 
..:orvu.~ i~ ready on Ihc 

lop nf tile t{)'l'.'I'!r,o be droppt:t.l on the enemy banlctllC1lts 
allowing :llt:lekcf$ 10 swarm lIcros.~. con.'ilamly reinfom..'tI 
by a steady stream of :.uldit·n; :K' .. lin~ ladders within Ihe 
proteCTed 1000\'er itself. TIle wholt· thing is sheathed in Iron 
9nd bronlC SClle~ or thick hides. It is pu~h,-" ~g:linSI Ihe 
wail) !.Iy a thousand men toiling on the ~ iege ramp 
"-'(juirt:d to support its weight 

RULES FOR USING TIlE SIEGE TRAIN 
Thl: si<:j.!c train Glln cnntaln up 10 four uf Ihe engim:s 
describc..'tI above. TIlese can be four dlfferenl lype; or any 
comhln,uinn or rypes, perhaps even fOUl of the S:.lme rype 



- it'~ llP tll you tu tktemline YOUl prefclrcd si{'g{' Slf:Ucgy. 
111~ mnn~ler ~one thrower:lnd the We'.It (::lnnon l r~: llSl-U 
fOl' b.1lTering The fnrriRcatlon." prior TO lin assault, TIle sk"ge 
t(lwer :and lhe great banering rom an: ll:;cd In tilt:. lIssaU/t 
iL'lClf, With si~e engines ~uch :as th~'~, till' ~k:nKJlilioll 
and swift !;Inrllling of enemy 5lrongholds Is m:ltk possible. 
Sicg{'s arc red\lccoJ 10 " maner nf WL..,ks or even d:lYS, 
JX'rh:lps iI singh.: tl"Til>le ass~ult l The c;(>nqll("ring 2rm}' 
pro(.'\!ec.ls :IS:1Il i~istihle rorce, and nothing can stand in 
liS way,I':H:h engine (element) of th", sh:y,e tr'.I in h:!s :t 

POi,118 value nf 250. An anacking side equl!"pcd with these 
engines counts this poims \',IIue in ;1 sicge, 'I'he points 
V"Jlu!;' of sit'S!;' Inin d~'m\:lIt~ b n()l. l'QI.mt(:d in an open 
n:mle, since these engines t" .. tnnot be nUllocuvred Or set 
up o n a norm.al banlcfield. 1'00 m:ln~' prepar.lUons are 
requimJ ~nd tlK' r.llo.: of fire of the m~~i\'e 2l1il1("ty rnke; 
tOO long. Sk/(c Lr.lin dements ~'OUUI :as IXlgg:age and will 
be Cllplured If the :u:conl(l:ln)'lng h;mners :100 escorting 
l~ :tre JcFe-.Ited.. 

CONSTRUCTING A SIEGE TRAIN 
" bkf:c Imin C;ln only be huilt In;l ci ty ()r frn1re5S during 
lite COILSu'UetiCln phase of the ""Int('r S<.':lSUn and CO$IS 3 
gold crown,o; per eh::menl. Yuu t".I1l unly uuild .. ~ IIl,Hly 

.siel¢, IrJio elemenr,o; iL~ there arc woodt>d liles wuhin Ihe 
empi re. This represents the cxpcndlll,JrC or limber 
reqUired ex.:at1.ly as fur ship:> aud fortn:SSl"S, TIl(' siege t!'l1in 
CIIn he ,qored In any dty or funn:S5 of the t'lIIpi~ over Ihe 
wim{'r S{'ason, 

MOVEM£N1' 
111'" ,~;ege rraio moves :;11 the same 1".11(" liS ~ banner and IS 
suhject 10 ::tllthc SilIllC roles C)("('PI subslslcnce. Up ICl fOllr 
,~iege Ir~in elemenlS C'.In be :I~kk"(j UJ ,i u,mm:r ~lld are 
mm'w In com!"an)' wilh It 'Ow polnu; \~Iluc is :I<1(lilional 
10 the maximum 1500 point$ llUowed !O Ihe hanner. If 
accomp:tniL-d b)' a Si .... ~l· Ir.liu the fo,,:\: ~-:I!lIIOt molt(" via a 
periluus Mlte, ba"~use the siege tr.lin 1I12kes it impossible 
to U5C wlklemcS$ lmck,o; Qf ford~ or llV>Ullt:lin p:LSSd. The 
fufl.-"· lIIu~1 Iilcrdene m,1rch :doog road~ 2nd firm open 
gruun<1. A fon: ... wilh :l siege Il':1ill can howcvc::r be 
Ir.!nsf'orted hy sea. The siege Ir~in dOo:'s nut re(juif1: 
subliiSlcnce unJ.ess Illffi'inS on il,'; mvn 

'l11 rec ()( more clements t"Ollnt :IS a ' ~it:ge tr~in' Ixmner in 
Ihl.'lr own rilo:l\t and can move l'In Ihelr own whholll 
:1l't.Vl1ll-'ilnying banuers. TIle column is :lssumoo to include 
the machines themst'lves plus 500 puint~ of eSt'<Jrlillg 
troops ~lld :<O<:O\lIs(th= can c:onuihule 10:1 siege or open 
Ix\Ule) The subsistence requiremenl (or ;In !nderendenl 
.siege Ir:r.in is Ihe same as tha~ lor:t Ualllu:r. II !\lay be 
u'lCfui to movc "siege tr.!in In tltls W;')' if ii's n~,iry (01' 
bilnncrs 10 ffiO'I 'e by 2 different mUle 10 the Siege engi~ 
with the intentiun o( making 2 rende7VOll!\ !:arer (for 
eX:lll1plt: If Ihe an llY int ... n<.k.>d using 3 perilOUS rOUle , or 
the siege Imin \\'3,'; being transporte'd by !>Ca).Sicgc It'.Iin 

models are pt~ced in riles 10 shl'l'!'.' '!'.'here Ihe siege 
I:ngill~s are, whelher they arc '!'.'ith 2n ~rmy I>~nner, 
In",oh'w in a ~iege, on the march, bci~ tr:.mportoo by 
$ea nf In .~mrage In 2 ell}' or fortreSs, AbandunL-d dt.'Tl1cnls 
ltr{' remol'C(t from the m:lp, :10{] :Ire :ISSUUled 10 be hmken 
ul-' uy 1U<.,lb ror the timl>er or 80 r'OIlt'rI iLl the rain. Siege 
englncs are UIlSUil:IUII: for 1ll0urning on walls, towers or 
I n~lde :I (unification :lOd c;tnnOi he 1,15ed in dcfent'c if 
100001ed ill:l besieged tile . 

MJGHTY EMPIRES 

llATI'ER1NG l 'OIRTIFICATIONS 
The assault uf II ,;.trunS fortmcalio", will be male likely 10 
SlI('(:L'C!(llf II Is preceded by a period of txlUet)' us~ siel:t~· 
l'ngine., If liic)l:~ Irain e!enleot$ are ~v"ll:lh l c to Ihe 
besiegers 10 {'omribule 10 the baltering, far ,:rC~ler 
de."'",C\int1 will be ~chie'\'ed in a shorter ~paw of time 
making the flll,,1 ",o;,<;auh el"cn more cen:l;n of SUl1,:t'~S, 

To rt:pre:IC!1llhis, when mlling O1lthe B~lIcring <":h~n add 
:l modUier of "1 to Ihe balle.'Ting roll for e:ldl siql.\: tr.4in 
e lement pr~~eOf ""hl.::h l~ .::apnhlt: o f b:lllery (ie! the 
monSter );lOll!! thrower and tho:: weu ~lInnon), 111L~ mean.~ 
II!:.II besiegers \,Ising :t sit:~ lr:lin an: ul1 .. odl more likely 10 
gain the maxImum assauir bonus. You c:tn finu Ihe IJau{'ry 
Chan :lIld the rdeVllnl rules on rn&e 30 of the ~ I ighly 
Empirt') rukbuuk, but "e have fCpe:'IIM the ('h~11 here f!)f 
your ron\'cnkn(.'C. 

D6 .fr.~ Assault Bonus 

'-2 Nothinjo\ 0 

3~ Minur dmH:igc " 
I>bjur damage ., , Brt:::lch '3 

ASSAULTING FORTIFICATIONS 
nlc ~""gelower and the giant bau("fing!':lm (.'.In br ,~~lln 
an 3ii..'Uull to en:lble altackers to stonl! till; w:dl~ ~nd sll'l:!.sh 
rhe gale.t ,,1I0~'l ng HOOpS to puur lhrou~h into the 
tOllirlC'3tion, To rCPfCbCnt IhiS the anllckers 133m an :I.'I.';:1U1r 
n1odifi~r of • 2 p~'r sieg~' tower (II' Ki3n l h~l1eLing ram 
prescnl In the be~it:ging forct:. 11,is means th:u a force 
t:'llIployinA these engines Is almOSl cen~m to succes.~fu l1)' 
Slunn lite funilic;dion, 

TI,C rOllnllla r()r C2kularing the banle n:solutlon !:II..'t)re i.'l 
gi\'!;''' h.-n: 10 remind roo, With the ~.ss:1l11t mocllfier added 
(see Might)' Empln.:s rold)uok ppZ7 and 29) 

flDIIk I1I$OIlit/llll: IkIslcfactar(from cv",btlt /lIbh!j ~ 
$Irr1tf'(I(t! IIIOtIIf/t>r + dama).'6 "''''IIp/terper WOO po"I1.~ of 

troops + Slqt(! 1Ul./l. .. ribtll/erillg 1'(1111 " I()(IIfI~r (+2,.,. 
rtrml'm)" Nil/room Mexllfl(!r(2D6). 

SIEGE TRAINS ';.\P11JRED OR 
DESTROYED IN BATILE 

F(jllowing:l bank, any pursuit resulting in the capture of 
the defeated :mny'f b:tgg~gc ,llw results in Ihe I":lprure of 
;t~ .~iege ltalll , In ~ siege In whit:h the do:fenders win by 
pb)'Lng thl' CQI/tlter (ll/(lck stralegy Clrd thiN means Ih<1t :I 
sul .... 't::t$l"ul.e;;dly (ro1ll Ihe fQl1ifiallion.~ h2S dc.moyC'll unt" 
t:lell1t'TlI of til ... siege train, This must b" renlovcd in 
,!(ldilion to an)' points lost in lruup~ from I>esieglng 
h~nner$ . The def~nder can choose which d ... ment is 
ck·suoroo. 



MIGHTY eMPIRES 

TEMPLES AND STONE CIRCLES 
TlI\' ~pfeul o f 
rdigitJus beliefs 
SOC's hand in h .. oo 
wllh Ihe e"p~nsion 
of an empire 
When an cmvirc 
e$labHshcs Tt!mpl<!S 
in newl}' 
COllllULTI.'(.l TerriTO<}' 
<:olllplt!\e wilh 
prir..~T.~, monks 01 
templ:!r k(lights , It 

hdps 10 sp~;:Itllhe ciVills:llion of Iht! Tt:',1hn concerned and 
stl'l::lIglhens Ih(' S('nso.' of ( Ivll unily, In Ihe case of the 
empire founded by Sis,IIl:11 ill the Old world, If Is p~nJ)' 
due 10 rhe 5(~nglh of Iht' (:ult of Sigmar th:u the cmpir .. 
has SUlvin,x1 so wfOli over lhe <:enlUries himsdf 1[0"' 
"'wId the people t)f the ffiOfe remoTC regiOns know abouT 
$iKmM i f il were 
1101 ror the IClI1rl .. _~ 
of his cult 
cSlahHshed in 
every rOVo'n? 
loyalty and 
reverence 1'1.1,' 
Sigmar leads to 
loplTy and fC:Spc!('1 
for the tmpia' hl' 
f()unded, 

I::ven barbaruus, primith .:- 01 dC;SINctlVe hnrd .. ~~ lill<:h as 
the Orcs m Ihe followo:rs of Ch .. us establish W:ll:ll.TOIfiTl~ 

and Ch,u,JS Shrinf5 in Ille to:rriluries 1I1L)' 01'\.'1'+T'1O They do 
thb to m~,k rhl" Territory Ihl'Y have daillled, 0(1(>11 
d~TJling the monumems Ih:1I were formerly theft: ill 
Ihe pr<x:e.. ... ~. Tht'se pJaeu prol'kle g~rher;n8 mlnl~ ,,'I'\ell' 
Ihe ell.'erse rrlhes and crealllre~ e:1II mass for further 
COIl(IU~ S I . tempor(lrlly seiling ~side tht'IT own tribal 
alllmosity 10 fuUow 10(,)]11\' ~f\!'1! Wllrlord on a holy Wllr. 

Qn~-.: :1 shrine IS f5f;lhhsht:d. it be<:oIlH:.'lII a \"t'nu~ fo. the 
prie:ns or wizards th:u follow the cull . These acl as 
missll'lnaries in tht:' no:wly ~'Orll.lllcl'\..'d regiOM, Sf'lme gain 
follo\\'er.~ for the roll by their exalllple, othcrs rUlhlessly 
hUll! down oppOSition, Their 13Cti<:~ dcp<:nd un till' 
ch:!r.lct<:r of th ... elllpi«: l'QnCCnled, hur II all c()nlrlbutc~ tu 
the st~ngth ~nd ~flll:lIlCllCl" of the cmplf(.'. 

M:my lcmpl~ are ll'~l1y fonifieu mUfla~tel'it's wile!I.' ditc 
troop'" arE: initialcd into sck:ct rt.--gITll<:ms, By St'I'\ing the 
lenlple Iht'y also ,.~'rvc th~' l'mpire hy pr() lC':ctlng Ihe 
$(.IrTOund,ng region from rlv:ll irl(:ursions ;ond hy fXovidin~ 
\'Oluingents for thc re:tlm 's :lrm~', U.~ually tillS docs nut 
COSI the impcriul II'C;oStlr), anyrh ing, ,~l ncc The wmpte 
~tlr~ CI S Its own recruil~ through religio us ze:tl of Its 
followers, ~'nd r:li~e.~ fu nds throug h tithcs :111.1 PIOli S 

~'QlJlriUulions l\()Th Ihe Empire and Brctullni:t 11:'1'0'; lang­
est:lulisllt:d orders of knij!ht:. who swear devotion 10 
I·~riotl.~ deities 01' fOfO\~'r IlI;rv fif,'l,I'es ollhe r~.q In terms 
,.,f def<'1ll."e II l~ often 1x.~ lcr tu c:!I=I;ol.>li ~h ;l templ.:- of 00<.' of 
lheso: Tllilit~f}' f)rd(;rs In a horder ~gKm than to ooikl ;Oil 

ordmOlry forut'~ thclc! 

FOUNDING A TEMPLE 
A t~'lllpk mar he founded In any lile wilhin the ~1II[lirc for 
a l'OM of tt'li gold crowns Temple s are founded in the 
.. onMfuc!lnn phase of the willler b'C:IIson, The Temple 
functionli c:'t3ctly like:ll fOllrt:ss 001 C"Jn be 11Uil[ an)'whcrt'. 
~\ ell in :I b:urt'n lilc-, [n :l(klliion I() IItt- nonnal rult~ for 
fflrue,~se5. The templl' lhl~ [he speci~t mVo~N: de~rlhcd 
belo,,' for Its Iype, 

'remplc~ UIW~y5 eon[:lin riehes in Ihe form of ~n(.'f.1,-r.~, 

relics :.nd tn~~sure cb esls, If :1 telllp1l' is l':tp[lIt'cd 1'1,' 

s;ll'k ... -ll, th~' ~rmy responSihle g~lns 206 gold {TOwn~ ;md 
The lelllvie model is removcd Us.' nne of Ihe temple 
models 10 represent t'ach telllP1l' ~f)tl con~l ru<'l The 
modd (:'lI n he paimed to lndlc:ue the l'Ulture to which it 
llelulIW!. 

Tt·mplt'.S :n": fOl.!Ilded in aririilion 10 anr other .'!dtlement 
In lhe tile, ScUlemeT!1S e;ln'[ be COIlI'CJ1l-o imo lemples, nor 
C:IO temples be cnnvened into f)tlier kinds of sculemem If 
a sdt!o:lJll'n l is presem in Ihe Illc, II Is :lssumeu that the 
templc is built in Of next 10 it If the 5C1l1emem fall,~ , Ihe 
lemple is aloo aplured ~nd l"l1 Uc lOOted ~"ri flI7.ed 

If ~ lemple <X:CU~ a ril'cr UI' ~'OOSlal Tite , \"iln no OTher 
St.'fTlell'\enl, Ihe river is nO! bric.lgo:<J attha! point, nor is tlK" 
temple c:\jXlble of ~ctjn~ :as :l mn. Temples 10I.-:1Icd ill 
h:llrrt'n Iilt!s count as for[ress Inon~"erles In lhelr own 
righr. Cerr:llin rollS h31'e s!>,-'l..i:ll reStrictions on where IlK'y 
(an build lemple:;, ~s lI.s1ed 1~low, 

Temples l'rl' offcn fonified :LI\d have a ut'fent-.: ,,,IUl' of "J 
in th\' lI:IllI~' w~y :lS f(),t~~. Wh..!on calrolaung the tot:11 
defence value of the tile add Ihe pvlms I'alue of Ihe 
clcfenliL1'S of an)' settlement :tlso prt'SL'f1I , 

TYPES OF TEMPLES 
AND THEIR SPECIAL POWERS 

BRETONNL-,\ 
Thl' lemples of Bretonn!a .'la' in celtlity forlress 
mOIl;I~I ('rics for knlghl.~ helonging 10 une of the hoi), 
orders (If Brelonnian ch ivllr)' Once Ihe tt'mple is 
f()T.IO(!(.'t1. Ihe order ",ill recruit and tr:lin kni$:hl$ al II$; O'MI 
I.'xpellse The money III rai~ed frolll the populacc b)' 
!1Ie;l1I~ of lilhes :ltld pious df)n~lj{)ns lind CO;;L~ Ihe imperi:d 
treasury nodllng. 11K' \"npire do .. !,~ however gaIn D6xlOO 
poinl ,~ of knight s to :luglll<:,nl Ihe army during e:!ch 
C:lmpaisn S(,~, son for liS Inng liS Ihe t..-mplt' rcn};lill~ ;(l1h'\' 

Koll fOl' this force in the recnuIO\\'f\t pha~, ~nd piaa'! ;l 

. banner n:pn.;-:I\.'1l1in~ il 00 Ih .. Temple lile at the Sian of TI le! 
c:lmpalg" ",-,a~, n,ls fnR't' dis:tpp..':lrs:1I lhe end (If Ihe 
Cl!mp~lgn season and )'ou roll ag;lin Jurin}: lh~ ne"l 
r":~:l\lilmenr ph:llSC', You don 'l kel'p aecIIl1lubting temple 
lroop.~ from s..>ason 10 ~c:t Sf)n. Th.! nllmber availahle is 
alway~ l",1ndom allu I';(ril-~ frum YC':l f 10 rear. The templc 
(nu lll.~ eX:lC1ly like:t fortre5ll if :llIacked 

S~W TC!Itrictio n s: Urctonni3n knighTly orders Tt.'CJuire 
soliuKic ~f'ld OPflortunilI<5 for heroic qUl'~ Consequenlly 
thdr It'lnpl<!!i are o nly ever fountk:d In barr""l lilt:s, usually 
In wild frollt;er t egi(>TL~. 



THE EMPIRE 
nll~ Empire boa/;ts many fll()fUSlery fonres.'\eI for knights 
who belong to one uf the Eml)irc'3 Order:< such a.~ th~ 
Kn iShl f'anlh~r, the Whit~ Woln~li, al1d the Knights of !he 
BI:,lZinp, Sun. Once Ih~ [t>mpl~ l~ founded. the onJer will 
/'t.'(,:ruil :llItI tr..in k,'iShr,,; af ;f,~ own e"j')I!nse. The mane)' is 
mlscd from Ihl: popul:.ce by m{':ln5 of tithes :lnd pious 
don!l[i()n.~ and COSts the imperial In::t$ur)' ttoth ill~. The 
Empire doe.~ however gain 06)1;.100 poil1ls of knis hls to 
augm .. nt the :lrmy durin)! e3('h (",1mpalgn ~e3:o;nn for as 
1()Olg;L~ Ih~ templl: rem:tins :ltt ;"e 

Ro ll fOf' Ihili fort'e ill tile r('cruit11len' pha!ie and place a 
h3nner Il.'prescnting thl:lII un till: teltlple tile-:II the- st.1rt of 
the Clmpalgn IiC"dSOO. "'e forao dl,.;;;arrear.; :u the end of 
the C"".lIllpaign :>(.-,1$l)n and you mil alY'ln durlns the next 
recruitment ph3lil:. TI:T11ple IIOOPS do not. accun,u[alC from 
:K:aSOfl 10 $e<l.<.Ofl: the numb~r 3Y.libble b al\ ... .I )'s r.lnoolll 
:llId \I:lrk'$ from r~ar [0 yeaf. '1111.' [emple t·o.1II1S e..xou,:ti), 
like a fOl1fl'ss if attacked. 

ORCiGOBUN 
Ore and Goblill temples usu:.Uy t~kc the form of waa­
tOtems that 3e1 as a f()(.'Us fOf galh~'nng~ of 01'(: ~n(l Gobli" 
tliLx:s in lempor::uy a llillnce massing for ~n Ore hoi), \\~.Ir. 

Al ,I,t" Sl~rt of each (:aOlpl! ign se~$On n6x700 pnlnL~ of 
Orc~ and Goblins .galht' r at Iht:.' Wall-iOlem and ar~ 
awilahle for the army of,be Ore empire. Roll for this force 
in the re<'Il.Jitmcnt phase ~orl pbee 11 l);Inner repre.'\enring 
thcm on \hI." totem till' at tilt:.' S19rt of Ih~ Cltllpalgn 5ea.SOfl. 

lhe fnrce di.o;.1Ppt'3r:s ~t the eml of 'hI: t"JIIlIl'.Iign M':lSOn­
roll aga in during [he n~T recruitment phast:. Orc troop:; 
do not :an'u!l1ulatc fr01ll ~soo [0 !ieaM)n; the number 
lll'nllabic is 31""' ),5 rdnuom lUld ... .II'ies from rt:.':l.r 10 year 

$peciaJ r e stric t io n ,.: Ore/Gohlin temples have no 
dcfen~ive "alue at all. the)' do not count ~s fonrcsses In 
the SlIme wa)' a~ OIher tempiI'll. 

Cf\AOS 
ChllUS Il:lllpJt:S act as a focus for gatherings of v~rlo ... s 
Chaos c reatures . M th~ :lt3rt o f I:;ldt t';lIllVaign kason 
06,, 100 poiot.~ of Hea.'WTl~n. Centaurs. Mio0l3UlS or QJ<lUS 
Cn:alll~ galher al the lemple :lnd are a\'3ilahle for the 
\.ha(")l; army. Ro ll for this furce in tilt' t\.'(:ntilnlent ph3sc, 
lind place a haoner representing [hem on till: tcmpk Iii" al 
the Mart ofthc camJXlign SI."lISOIl. This force dlS3ppe31S 3t 
the o:!nd oflhc l-Jmp;.ign l>C:I..on alld rO\J roll again during 
Ihe next recruitment phase. The to:!llll)le troops aren't 
lICC\1mula[ed from ,~ea,,"ll 10 lIC3son: the numl ... :r a"'Jilabk 
is:l!\\,lIYs t'lIll(lo111llnci \'arle~ from renr to year. 

Special ~trlctlon.'i: T~mple.~ of Chaos lire only 10undt!U 
in harre,' tiles wh~'Il' .suffidcnt \\~I5tcl~nd exists to harbour 
11~3.'\tmen :md ol1lt:r crt-Jtur~·.l> ofCh.10$. 

MIGHTY t:J.,\1'1RES 

ffiGHRI.F 
1111.' wmpk'li of the Elves ar~ rh~ ~:,Irlcs of powt:rflll 
1~.Iven ptk-::llhou<.ls. Constant lilllal (:nSUfl'S lhat lIlt, IiiI' 
ront.inin" Ihe temple i.~ lmmune from the dr~"(U olllo l' 
kind of m.1gK: ac"ld J)ragonr:age.. Such thtngs tlow :lI'o\1l1d 
Ihe r~gi()n of Ihe temple kll\'inj! II unh:.rl11ed. Por Ihis 
re:Lo;on, important Bf citl\:s an: olko provided .; ... ;Ih a 8reat 
[el111"le HIgh Elves may buil<llemples more chcapl), than 
:lny ocher mce If built In a '~lty [ie, ~ IIi!!h Elf tl,'IIIPIo.: wm 
onl), (VSI 5 !!olrJ ~TQwns 10 Cl)nSlrun. 

DWARF 
Dwarf [emples comain ma.rly lhV:lrf mOlgic 11em.<, TheM!: 
may he II.~ by tht' pla),l.'"r. t:lch tem,) le ~' iII pm\'lde 
n6.'c25 roInt~ of m:lgic items per YC<lr. n,~ lOa)' be mkm 
in the winter .5(.'3..on, 

DARK RLF 
The tenlple- fo"tre~se~ of t he Witch E1l'e~ :'11: tt'rrible 
sal1t:tu:tr;':s Iledicaled to Khalnc , lOrd Qf blood :lI1d 
~bughter. At Ihc smA uf each t~Jmp:lign sc~soo the empire 
g31ns 1)(5,,100 polnt~ of W'il<:h EI\'e.~. As.'l.Jssin~ or Witl"l\("s 
from e:u.:h tcmpl" . Roll for lh;~ for~ In Ihe rl:(1"Ultment 
phue, and p lace a bal1ne-r representing th(:m o n thl: 
temple Ille at the SIDrt of thoe C3mpaisn l'I.'asoll. TItC r(K"C'e 
di;:;.pVt':uli :ll ihe ~nd of rh~ campaign .r.e<l5Otl lInd )'OU roll 
again during thl: "ext recruitment phase. Th,' [ .. mple 
l ronp~ aren't acculllul31t:d from !>I.".Ison to SCIIKln _ rhe 
number 1lVlliiable L~ alv.'2YS random and vanCIl (mm yea r 
tOY"-.Ir. 

Spec lll l T(!srrin lolls, Uc;.-cp suhlerranean C3\'eros arc 
required fur Witdl Elf rilU:,b, so tCrlll)les are ,'~\fer huil! In 
r,\'er V:1l1ey tiles where deep ~"Ve01S would be flooded 

WOOD ELF 
Wood Elf temples lire hidden In Ih(' le:. (), g1ade~ of Ihe 
deepest foresu. Jlor e3dl tempi ... tht' l'mpiro; g:.ins 1">6:>:"100 
points o f Ward:InC~J"5, \'i'izards or Sc.."OUlli ;11 till: OUtsel of 
~aclt carnp~i8n sc-ason Koll for Ihh force in the 
recruirment phase. and pl:ll"(' 1j b;1I11"1Cf rq"W"e..<t'nI1l18 them 
00 the temple llie. at the start of the C"".I/1lpaign season 11lis 
force dislppcars al the end of lilt: OImpalgn .'\ell.o;on - roll 
again during the ncxt reen';tmenl pha~. Temple troop$ 

don 't ~lXlLmlLllu" from ;<;eason to 5cason. Th..: n\llI1bcr 
a\';~ iI,~iJle is :.\W:I)'S r::t11dom and v;lrle~ from reur 10 ye~r. 

Spedal restrlct/orn: Suliltld~ ;U1d com~ct with the wild 
aspect of natUre Is required for the ritual" .iK) Il:lllpkii (';111 
only lX' foon<lcd in wooded or h:tff~n Illes. 

SKAVEN 
A Ska\'en temple I, a $ubr.elTllnf!2.n warren where d :l rk 
' 3c rifico:s are offl:r"d to Ih.c dreaded Horned Rat - the 
un\ln~r.lb!r siniSlcr god of the Sj.,; :alel1 The lempk'S are 
protCCled by nmn)' Skal'en, esp.:ci311y WarkK"ks :and Sc,:t;TS. 

The temple provido,;s D6x lOO pOlnt5 of Sknven 
WariockslSet>rs at the stan .of ,-,adl campaign SCl,son plus 
06x100 porn(:: of Olh .. r Sj.,;3vcn troop$. Note dun these 
troOps le tum to Ih~l r temp.le at the end of I:;,ch )'t'at. so 
Ihe), ne\'cr at·,:ulltulate. and the lotal number o f temple 
troops varies from year to year. 



ORDER tr 0773-713213 MAIL ORDER 'fi' 0773-7132 

UK NIAlL ORDER 
OUR TELEPHONE HOTLINES ARE OPEN 

9.00am - 5.30pm Monday to Friday 
and 9.00am - 1.00pm on Saturdays 

® 

AVAILABLE NOW! 
£29.99 r~ 1.! _ 

THE GAME OF FANTASY BATILES Enter the world of Warhammar, the 
Game of Fantasy Battles. Wamammer 

is a tabletop fan tasy battle game, 
where players command armies of Citadel 

Miniatures, planning their strategy and 
manoeuvering their troops to defeat their 

opponent's army and claim 
ultimate victoryl 

~I~ 
~~ 

UK MAIL ORDER ~I~ 
~~ 

Our UK MAil Ofder HodInH alBopen sbtda)'ll ll week. 
atId )'OIJ an PlOY by V ... Oft Aa:en. 

(On3) 713213, Monday to FrIday 
between 9.00am and 5.30pm 
Saturdays 9.00am to 1.00pm 

It )'OIl'r8 POs~ng )'OUr orOO •• send ~ to' 

GAMES WORKSHOP MAIL ORDEA SERVICE, 
CH~ON STREET, HILLTOP, 

EASTWOOD. HOTTINGHAM HGI 8 3HY. 

Or you can lax tho 0f0er through on (On3) S30155. 

1+. CANADIAN MAIL ORDER 1+. 
For Canedlen 'el"llh<l<le ClOOiI ""rd Qldoirs (VI$;!. o;Jo'l/y). 

(416)5951159, Monday to Saturday 
between 10.00am and 7.00pm EST. 

Will also II«IljlI otdors tr\' PO$! u$ng d>equoo • • moroey 0fdfIIfs Of VIsa. 
"Of posIItr}e and hIIodIIog pIeuc lKkI 55. Of phone log/In 10< deIIIis of 
0001' mcpress seMel! 

~ 

The Warhammar box contains 
all you need to start playing: 

104 plastic Citadel minIatures - 64 Goblins and 
40 Elves ' Rulebook ' BatUe Bestiary ' The 

Battle for Maugthrond Pass scenario · 5 
special character card pieces ' 
Magic item cards · Spell cards ' 

Game summary sheet · Dice 

USA MAIL ORDER ~ 
= 

For US telep/lone 0I'de<s (VIA and Master Ca'd onfrl. 

(410) 644 5699, Monday through Friday 
between 9.00am and S.OOpm EST. 

Or you can p05! 0 <001'$ to: 

GAMES WORkSHOP MAIL ORDER SERVice, 
3431 C BENSOH AVENUE, 

BALTIMORE. 
MAAYLANO 21221·1072 

PIe .... IMid 54 00 pMtago and ~ 

S. I,. UO., M'ryland ... siden\:s add 5%: Vlrglnla .... ~ add ".6"': 
Calltoml.:l reslClenl$ 1111<1 8.2l\% and Penn&yI\Ianlll ,,,!ridenls add 6% 
""(;$pI .1IIIidern1 01 f'tliI~. who IIhouId iIIdd 7% 

Ser1<J a 8t&mped IIQH 1KId,<IS$Gd 0II"";'1oi>O IOf "" UpGale<:1 C>lls1og<l. h,1 

Sor 'y CUtl. COO and CanadlHn POI li l Monoy ord e's a re nOI 
atCIlIItod. Minimum <.>n,Ie, is $20.00 •• dudong politagoe and tax. 

Ordol$' oYOf' St$O.ooarepolJltr". 

y"" ~ aI50 till! crcdrt cam OI'del'$ (iI'eeI 'O us on (410) 242·1839. 
Pie . .. ,.",.mb. , 10 Include 1M etlrd number end eJ<Piry dlite . 11M 
~(, """'" and ~'e. WId)'Otll own name and addrH$. 

ORDER'fi' 0773-713213 MAIL ORDER 'fi' 0773-7132 



ORDER "B' 0773-713213 MAIL ORDER "B' 0773-7 13 
I 

MAIL ORDER FORM 
DESCRIPnONICODE 

UN \hIIIOttII!O m:oI ordoI G.""'" W<lrbrIop pr<IdLocI'. Clt>d.I""" 1.Iar0Ld0, MInIatu, •• 
1rOI'I'11P111001ll'I __ alWhI"'Dw1I~.or~Q(IIIIltCMdtlMiINI ...... ~.",,*, 
}'IIU III .. ~ up J'OUI' O<CIOt. pIeMe 00I'I1 IOtge!IO """ tho ~ and padrqj _~. 

METHODS OF PAYMENT v ....... l*Jtrr~"'po3IaI_.~.we __ ......... MMIeraInI 

n(lfo ..... UlQS-.,..._IOI>OI'''Y ...... ".... ....... In ..... ,-..;_oo 
... """'_ .• ,..._.atdt""'O'}'IIUc:ao~ .. __ trr~"'" 
MalOrtW_ ~ DUI_""'"",_""""",,,,,,,,,,_,,,,,p/Ic>M. 

DESPATCH " DELIVERY 
We~"I'IO~ytU_(ItI"'oayOlI'lCel!>l._""'_.......,_,.,... ___ 10<loyt.W.""~",-,DUI"''''''''''''''''~ 
_ ... l'IOidallri9_ .... loIsol~..,,""' .. CIwIonaa-

PRICE QTY 
TOTAL 
PRICE 

--
I--

SUBTOTAL 

POSTAGE & PACKING 

GRAND TOTAL (TOTAL + P&P) '----1 

POSTAGE a. PACKING 

UI( " e.PO: ..... t2.so. 
_~fttlulllngVrw):: __ al_""". 
.,.......,.Dy ..... card.P'P .. _~ • .-._ .... rM. 

_1MI_"'~_bm 

NAME . ............ , ADDRESS ........................... ................. " ............ . 

COUNTRY . . PoslcodeiZip Code ... . ................ Tel: 

Method of payment: Cheque 0 Postal Order 0 AccessIMastercard 0 Visa 0 Switch 0 
Card No: rl -',---'---'-1 --'-1 '-rl --'-1 --,---,---,---,---,---,---,---,---,---,---,---,-, Issue No: O (Switch only) 

Card expiry dele: 

Cardholder 
Signature: 

Cardholder Name: 

- 1-711213 MAIL ORDER "B' 0773-713 



L ORDER tr 0773-713213 MAIL ORDE "lr 0773-713 
I 

NEWt WARHAMMER FANTASY BAITlE £29.99 

WARHAMMER BOXED SETS 

NEW! HEROES OFTHE EMPIRE 

NEWt HIGH ELF SILVER HELMS £9.99 

EMPIRE SAnLE WIZARDS 

NEWt MOUNTED JADE BATTLE WIZARD £2.99 

NEWI MOUNTED AMETHYST8ATTLE WIZARD £2.99 

NI!.WI MOUNTED UGHT BATTLE wtZAAO £2.99 

NEWt MOUNTED.&.MaER BAT'TH",~W>lAA1~0~~~~"~'''~3 CELESTIAL BATTLE WIZARD 07379111 £2.00 J 
BAIGHT6AmEWIZARO 07319112 £2.00 

GREV SAT'TlE WllAAD 07S191/3 £2.00 

GOLDEN SAme WIZARD 073791/4 £2.00 

NIGHT GOBLINS 
NEWI NIGHT GOBLIN NET CHUKKA 

NEWI NIGHTOOBUNClUBBER ____ _ 

HEWI NIGHT GOBUN 

f-_~SOOG= HERD£RS 
N€W1 CAve $QUIG 

NIGHT G08UN COMMAND 

NIGHT GOeUNS 

07S469J1 

GOBLINS 

£1 "am 
£1 8adl 

'"'''' 
'"'''' 

GOBLINS __________ ,,, .. '" 

OOBlIN OOOM DIVER CATAPULT £2.99 complete 
IConslsts 01 I GoblIn Doom OMIt & 1 cs.UpUII) 

HIGH ELVES 

NEWI HIGH ELF AEl'EATEA CROSSBOW 
(Cons/$ts 01 , Crossbow & 2 Ci'!IW) 

HIGH ELf COMMAND 

HIGi ELF SPEARMEN 

HIGH ELF ARCHERS 

HIGH ELF SILVER HELM KNIGHTS 

STONE TROLLS 

NEWI STONE TROLLS 

£S.99COf1l1l1cto 

£1 .35 each ,,, .. 
[I ellCh 

£2.99 each 

£4.99 each 

MARAUDER 

GOBLIN SPIDER RIDER 
GOBUN RIDING GIGAN TIC SPIDER £3.WCOIflIlIIIIII 

WARHAM ER 40,000 
~ W"'RHAMME.R~O.OOO £I •. iO'SI 

I HEWI WAAHAMMER .0.000 VEHICLE. MANUAL Rrog /of price ~ 
WARIiAMMER otO,OOO tlAnu: MANUAl £.11.99 

WARHAMMER 40,000 COMPlL.ATION'--====i"~"'~---'=~ 
WARIIAMMER .&0.000 COMPANION £.11.99 

WAR HAMMER 40,000 BOXED SETS 

HEWI ULTRAMARINES TACTlCAI. SQUAO £.12,99 

SPACE MARINE OEVASTATORS BOXED SET N." 

IMPERIAL LAND SPEEDER 

IMPeRIAL LAND SPEEDER 
WITH DRIVER AND RIDER 

II rou wanl a SpedIII;: o;:ornbin".lion 01 p<W\lI p/eaM tlal. which ....... 
)'OU onIer. 01 WOI willI&nd you a random ",QCIIon. 

ElOAR 
ELDARJET BIKE AND RIDER C3.!iI9comp1ete 

If you wam I specific eombinIIl"", 01 pao1s ~ lIIale wNch when 
you 0Ide<'. or w. will send)'Oll a random soIDCIioo. 

SPACE MARINES 
NEWt Mk 7 SPACE MARINE 
__ OEIIA8TAT"0"C''-__ 

HEWt Mk 7 SPACE MARINE 
'''Xl'''' 

OEV.t.STATOR 2 07009'l13 U.SO 
Tho MIl 7 OOv.uLalor ~ MlIrine cornn compIlI'" with. heavy 
boIItIr, llascannon. 01 a mIssIo launcher. 

KEWI DEVASTATOR HEAVY WEAPOH 

LANO SPEEDER WJ1H AIDER 

SPACE ARINE 

£.1 .251NCt1 

£&.99~o 

SPACE MARINE ___________ -',,~.C."!! 

ARMIES Of' THE IMPERIUM £12.99 

RENEGADES (CIIaoI: and Eldar armies) £.12.99 

OAK & SQUAT WARLORDS £12.99 

WARGAM SERIES 
SA me FOR ARMAGEDDON 

NEWI CHAOS ATTACK 
(SUpplemenliol' Sante For Mnageddon) 

I'rice~ corn(l a1 umt of lomg 10 'preS5. 

£14.99 

"." 

Gamu W""k5~Op Il''lCTYt lilt ri,!:ln 10 al\CI J)ri~"~ ,,;(hOUI 1"';01 
IK,(ir;c",;,~, . 

L ORDER "lr 0773-713213 MAIL ORDER "lr 0773-713' 
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MIGHTY EMPIRES 
MIGHTY EMPIRES GAME ~ 
HEW! OREAT CANNON "'.., 
NEW! BATIERING RAM C1.00 

HEW! SIEGE TOWER £1.50 

NEW! STONE THROWER £1.00 

NEWI TEMPlE £1.50 

HEW! STONE CIRCLE "'." 
HEWI MINE £1.00 

BRiDGe 1 "" BAoooe, "", 
SKELfTON ARMY BANNER to.75 

WIZARD'S TOWER £0.75 

NECROPOliS "'.00 
PIIlATE SHIP £1.35 

WHITE DWARF BACK ISSUES 
ISSUE log ________ £1.50 ~ 

ISSUESl29 -13 ' ________ [~ 

ISSUES 133 - 13<1 _____ 2 £ 1.50 "ach 

ISSUES \35 - 153 £1.95 oach 

GORRFANO RATBREATH (GOBLIN SPIDER RIDER) 1:3.99 

GROBOUT SKEWTOOTH (GOBLIN SPIDER AIOEA) £3,99 

GROOCO'S JABBERS (30 GOBliN SPEARMENJ'_ --"e"'."OO'-j 
THE BAT-EYES (16 NIGHT GOBUNS) [16.00 

TIlE WORM-EYES (16 NIGHT GOBLINS) [16.00 

THE TOAD-EYES (18 NIGHT OOBUNS) ~ 

THE GRIHNIHG MOONS (12 OO6lIN,S,'=,---__ C'"",.OO,,­
GRUBB.,S snKI(AS (20 GOOUN ARCHO'. R,S,' __ --""""".OO"-> 
SKRAOQl'S STlKKAS (20 GOBlIN ARCHERS) m.oo 
3 aOBLIN BALL AND CHAIN FANATlCS r::UKI 

TOTAL GOBLIN ARMY PRICE 1:140.l1li 

SPECIAL DEAL PRICE £130.00 
(Gl1 lhe Spld..- Rid ... and Fanatle. FREE l) 

ANARYll 'S HIGH elF COMMAND 
ANAAVL.L HIGH ELF MAGE AIDING UNICORN CSJil9 

'fVRESSE EJoI£IW..D COMPANY tlGHI(;H ElJ'Sf'EAASl tl1.05 

'fVRE$SE SApPHIRE COMPAKI' 116 HIGH ELF SPEARS) (17.OS 

ELDRIL'$ SILVER ARROWS (20 HIGH ELF ARCH:ERS="''-'==-f 
ITHRIM PATROL 120 HIGH ELF ARCHERS) 

5 SILVER HELMS 

TOTAL HIGH ELFC'C'=.=' C.=R="=':----­

SPECIAL DEAL PRICE 
(GlIllIe High Ell Mago FREEl) _M_ ... ....,.._ ... ~ __ 0001_ .. _ 

THE BATTLE OF RED 
AXE PASS 

THE COMBINED DEAL 
BOTH ARMIES, GOBLINS AND HIGH ELVES 

£200.00 
SAVE A TOTAL OF £34.151 

WHITE DWARF SUBSCRIPTIONS 
UK. EUROPE. " THE REST OFTHE WORLO 
1110: .I; Bl'loo, UI,..., _ ~ .. II~ ..-.1. EIlRO""~ Oil. 
RI!S1'()Fl'KH ... OIlLD1--.~_o;_)'(..,I<ot_,_. 
__ I'O)_ .. u..."' .. ....,Moo1~. a--Sl. I ...... \laicO. __ 
NOTTl.-.:GIIA)I.i'itl ' • .ltiy ..... __ .... ,.- ....... __ <"-',.,.... .. <l-.·.' .. ....,Ud 
1("""' .... ~.Vbo,_._)_""l',...,.,...._"""'"..,.,....,... 

_!oI.oIIlWor---' .. 1Il7l11J:1J. 

USA" CAItADA 
us.\ ,W ... _)_'Il~IW""Z_(l.J_~ 
,~"""""""""'oJ,I~ __ a4 
CA)<AU",$-I,,,,,_.,..,YllG<Zran-
~ ...... .,d!.<I.1I5_y_._"'V" .... c-Jiooop.Mol_ 
........ _O<Uf'OOol. __ 'lIc<b"""""""l'_"'JOtoIe .. o.-w .. ......... 
!'oJ"".' .h • .-III 1M "., 10 WIll .. O .... rfS.b"'''I'''o' ... J>JI C B ... _ M ..... . 

. ~Ioi:o;.~~~~II~~~·~'i::.~~~ .. M~!IMo~~r ... .."..,. ... 
1'I<ooo ........ ·"""'~,....._llte )_.IIbr<ripc;oo"' ..... """b 

CORRESPONDENCE ,,·<_"-_.-."loI .. o..:.tf.<l .... W .. to ............. C_I 
_ "" ....... _-.:ripciooo-.l,.....~_bo_ .. :n.. 
£40 ... . "~,,. ' ... ·Off. n- ".0<1: ....... U ...... d II,.. ... 16 (. .... 1. _le.on!. 
:...,...:007,1'1 CIoooI)_l,.... ......... _ ... _rtt .... ___ ......... _U, _ 
_ .~ 1"" ___ .wlf._"-"_ ..... ' .. ___ • ___ ~I,... _____ rtt-.w .... _ ..... ,_. 
1OO~""l' .... __ ,.. .... IO(IIJ .. _ ... ....-Ioo--' 

COPVRIGHTS AND TRADEMARKS 
AIl"""""_.w ...... ~ .. oI) (:"""'*"'('_"'.,.t,.IoapUdI"1. 
AU...- .. o-."...w..,.poIOIocto.-.loII....,.. __ ha ... 1>on 
po>do< .. _Iao_ .... _~w._ 'n...""Io<i •• .....,.oipo .... _.o.I 
",.1..., •• 1, 40pltu is IIoc _,rip! 01"- W",I'*>r uo!. C~opJrlro n.-. 
WNtdlopI.>olIIl9;'.AlIri ...... .......". 

Rogllilieil T'ldeml,k, 
'n.. ful ..... "" .. OUrqi .... ""._<>I~ lI'cwbN>p LIII. 
... _. __ ~oo· • ..,.._C>o_ .... , ~ .. _ "". _."..,. '-'-' :::::::.._oIo-. ...... _ ... _"" ....... _' .......... r_ .. 
T..o-... ... k, 
n..--., ..... .-oIu-. .. ·""""""u.t. __ ~ ___ -._c-._ ..... _ .... 
r::::~"':""s:-===~~..s..~ ....... .-. __ .- ........ -. __ ... _---, _ .. , .... --......... -----.-
t-~,,:,~"'!,·.=~r~~~~-."= {; ... _h._ ... ()W_~\1ioo.I.·;,t,~ 
n.- ... _ .. n-_I..o.LI~.i"' .. ...wIa 
, .. -.~I,_",io. __ dM>no!ol«Milli>NruLlo:LUo<\l"""~ 
/t....,...~"""s,... .. C_If ... __ ... Mil ... lItoo.lI<y~u....I.;,)o 

r«=I"'" s.wu. ........ UK ___ lIINo.lOll41. 

ORDER"lr 0773-713213 MAIL ORDER "lr 0773-71321 



HlliH ~LV~~ 
HIGH ELF REPEATER BOLT THROWER 

nE OOMPl£TE HICH Elf 8O~T n4AOWUI 
CONSISTSOf': 
lXUPf'EAIIOW 
, )(!.OWER IIOW 

2 X ~ ELF CFlEWUAN 
' lIlIOI.TmAOWERSTANO 
1)[ 9Ol1 nlAOWERL£VER 

ttGH ELF 
~. , w_, 

i 

I 
e l . [ 
H 
H q 

-H Designed by Jes Goodwin ... t 
L-____ ~--~~----~~~~~--------------~ ~. 

STONE TROLLS Ii 
STONE TROLLS u < 

~ 
e l 

I • i 

I • ~ 
j 

i 

~ 
crrADrL L-__________________________________________________________ ~~~ 

Designed by Michael Perry 
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EMPIRE 
BATTLE WIZARDS 

CEL£8T1Al WIZARD 
01~?91" 

""", ..... 117$79 ' 13 

MOUNTED BATTLE WIZARDS 

flAMPLE OF II COMPLETED IMPERIAL 8.1. THE W'IZARD 

/ 

r.rm AM£TKYST WIVoAO 
01310212 

OOLDEN WIZAAD 
073791/4 

IiTDJilDEWIl.I.RIl 
01370!ll 

MID AMBER WlVd'lO 
07310414 

THESE "" N,AruMS ARE Sl./PPUlD WITH PLASTIC UN.fJlMOUAf.O HORSES A8 STANDARD crr.wo. ~n~L-______________________________________________________________ --" 

Designed by Dave Andrews 



HIGH ELVES, 
HIGH ELF COMMAND GROUP 

HICtiELFHERO 
WTn1 SWOIID AND IIOW I 

01" , 310 

HIOHELF 
SPEAAMAH I w_ 

HIQHHfHEAO 
'NITH 8WOAO AND SHIEW 1 

01~"'13 

' HI~ELF 
ST ANDAAO eUR£A 1 

07511.:lI1 

HIGH ElF 
TAUMPETEER 1 

015/1 ' 30\1 

1 

r 
L-______________ .. __ U __ .. __ ._ ... ___ ._AA_._._'._._~_'_ .. __ "_ .. ___ .. _"" __ M __ "~ __ '"" ___ "' __ "* __ "" __ ~ __ ._u_~ ___ > ______________ ~~~i~ 

Designed by Jes Goodwin 
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HIGH ELVES 
HIGH ELF SILVER HELMS 

• SllV'lR HELM _., 
07M3111 

IILvt:RHEL.M 

~'" 01&837111 

81lVERH£L.M 
LANCER 3 
07S&37~ 

81lVERHELM 
,T,lHDARO BEARER 

Q75831/( 

llESE "MANAE& .uu; SU .... LlED WlDt I'VoSnC cAl>AAlSOH HOFIIiEI AND T1IIE APPAOPRIATI! I'LUllC _LOS AS STMOAAO 

" EkAMPU:S OF OOMPlfT'ED HIGH Elf 81lVEFlIfEI.M8 ~~L-______________________________________________________ ~ 

Designed by Jes Goodwin 



GOBLIN DOOM DIVERS 

01S4W,O 

GOBLIN::; 

Designed by Kev Adams 

TMI! COIIII'UTI! GOBUN DOO" PlVEA 
COHtI$T$~; 

1 • 008UH DOOM DIVER 
1 ~ DOOM [)M;A CATAPUI. T 

'.DOOM OlVER CATAPULTCABlE 

(iUoRJH'MTM 
~. " ...... 

.. , 
• 
j 
• 



• • 
i , 

NIGHT GOBLINS 
NIGHT GOBLIN COMMAND GROUP 

NIGHT COSLlf 
ITAHONW I(.tJIlJl _'M 

NIOKTOOBUN 
WIlHIPU.R1 ", ... " 

NIGHTGOBUN 
WITH 'PE"" I 

01~0$I5 

HlOHTOOBUN 
WITH UEAR 3 ... -

Designed by Kev Adams 

MGIfTOOBUN 
WIlHSPI!M4 07_, 

NI(lI{1'GOIIUH 
WITH BPEMli 

0750105115 



NIGHT GOBLlr~S 
NIGHT GOBLINS WITH NETS 

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

NIGHT GOBLINS WITH CAVE SQUIGS 

GIGANTIC SPIDER RIDER 

EUMPLE OF Ql)MPlETEO 
GlGJ.HnC: SPIDER WIlli SKAMAH ~A 

THE COMPLETE OKIANnC u.>t:II AIOE R 
eoNSISTt'IOF: 
' . $PIO£RH~AD 
1 • SPlOE.<! fIOOY 

,.~ 

• OIl 1. ctWoIPIOH ~ BANNER POlE 

-----_ .. -
OIO.umc SPIllER BODY 

MM:I!Vl 

Designed by Trish Morrison 

......,. ..... 

-... ~ 
~ .. ''''' .. 

07501514 

_5 _-' 

~ .. __ u .. ... __ 
__ ..... ____ ....,. .. _._ .. ____ .. _ ... _ .. -"'-"""9' 

i • • • 



MIGHTY EMPIIAES 

r.uGIfTYEIIPI'lE"S 
GAEUCAHtKIN ,,-

r.uQHT\I EMPIA£S 
SIEGE TOWER ,,-

Sl(EL.ETOHAilMY 
BAIIII£II 
075101(1 

4J 
0~ 

MIGHTY E/llPlRES 
STONE THROWER 

075OQ"'. 

IIRlDGE I 
0151 0 112 

WlV.R~ TOWEll 
07:il01l1 

T1tI; COMPLETE PlR.lTE SHIP 
CONSlllTll OF: 

I , PIRATE SHIP SAl~ 
, . PIRATE SHIP HUll 

MIGHTY EMPIRES 
IIATTEIUHG II ...... 

016011 .... 

MIGHTY eMPIReS 
STONE CIRCLE ,,-

BRlDGE2 
07&'0113 

PlRATI; SIIP HUll 
01510\14 

Designed by Dave Andrews and the Citadel Design Team 



ELDAR JET CYC[ES 
Designed by ..Ies GoodwIn 

ELIIAA RlIIERt 

U"' 
~,,,,.. 

fWlLEOUIN RlOERS 
UOO 

117153)110 

t ME COIU'lm ELDAIt JET CYCU; CONSISTS 01': 

" """" l . w.HDl..lilAAS 

" "'"'" , . ... RNAIoIENT 
, • AUR8800Y 
, . AllERS U,GlIi 

Pt..EA8E BTA TE WllCH fl DEAS 8ClOY, RlDEft8l£OI. 
CA NOPY AHO AAWAIoIVtT YOU AEOUIRE WHlN OIIOVIINQ. 

HARLEQUIN CA~ 
07!s»8 

~ . ... ~ '. ' 

I 
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SPECIAL SUBSCRIPTION OFFER 
By subscribing to White Dwarf magazine you' ll not only get the UK's best 
selling gaming magazine delivered straight to your door every month, but 

you ' ll also get a FR EE copy of the Citadel Miniatu res 
Catalogue - worth £9.99! 

If you already subscribe to White Dwarf, you won't have to 
miss out, because if you rc-subscribe now you c:m also take 

advantage of this great oll'er. 

The Catalogue is the essential ref~.rence work. for anyone who games with 
or collects Citadel Miniatures. Its two hefty volumes conlam Ihous.1nds of 
photos of moods suitable for usc with Warhammcr 40.000, Warhammer 
Fantasy Battle. Space Marine and all OU( other games. The miniatures, 
painting and modelling necessories and Games Workshop games in the 

Cata logue can be ordered ei ther by phone or by post from our 
friendly Mail Order service. 
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