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~J~ 
AND 

CITADEl: 
NEWS 

WHITE OWARF READERS 
POLL WINNER 

The 1992 While Uwnrf readcu poll 
resulted in ol'cr 25,000 surveys bei ng 
sent bllek tu U~ hen: at Garnes 
Worksllop. All of rhc~ were PUI in lO II 
vny lllr~c hal ~nd the IWO prize 
winners wen: picked out 

The winner or lhi ~ yurs UK White 
[)wnrl' renden; po ll i~ Mark Irwin from 
Wgh Shincli ffc in County Durham. 

I II the USA. the wiuner was L(!~ l (!y 

Nielsen of Appl<' Valley MinllC5Q(a. 

Doth poll winners IIIII'C wun II frl.'t: L"tlpy 
of every Games Workshop rukboo\,;, 
boxed game and Citadel ~hl1i luu rcs 

boxed sct cum:nliy in print. 

GOLUEN DEMON '93 
IN SPAIN 

jATENCI6N! i"~ I . I'I.AZO SE 
AMI'LI.A! 

Si. cslh de ~ue rle. 0:1 pll1.o de 
preo;entacioll de figu!':ls pan cl Goldcn 
O.::mon ell EsPlli)n se ompl13 hllSl lI el 3() 
de marlU til: 1993. As; que prepjra IUS 
pincclu y ponte m~nos 1I In abrll. I!l 
Ganndor absolulO !\Sistii'll en [ICTSOnll Q 

la finai 1:n Gnmll Brcl~ii~ 

JES MOMENTO DE DEMOSTRAR 
LO QUE V ALES! 

l'arJ m:i> infoml;tcivn: 

AI-Fit 
c1 1"\Jndadnre~ . 9 _ I°clcha 

211U211 - MAUKIU 
tlf. (91) n64847 

Alli te inclicarcmos la di rct'dun dc la 
tienda m:b ccrcanu. 

1\1TENTION! MORE ENTRY 
TIME! 

Yes. you ' n: ~o lucky The la~t day for 
ttlicri ug miniatures 10 Ihe Golden 
Demon in Sllain has ~eu put bock 10 
1'olarch 30Ih 1993. So. lake your bru~s 
and gCI 10 ",ork . The overall winne r 
will allend iu IJetson Ihe final s in 
Britain 

NOW IT'S TI 1\I E TO SHOW 
WHAT YOU CAN no! 

If you'd like more informat ion ntlolll 
where is the closest Siore 10 you, please 
Contll\:t 11K: address aho,·e. 

WARHAMMER NOVELS 
Afll:f being OUt f)f [lnm f('lf II number of 
munths, Ihe cO!ll[ll ~le Warhammer 
~ries of novels is now being re · 
publ ished by KO~IrM LId. The 1i!');1 
tilles iUlhe new series arc The Kon rad 
Trilogy by Da\'id Frrring. l'Unsist;njZ 
(If three sepal1lte novels. Konrad. 
Shadowbreed and Warblade. These 
follow the ;uivcn!Ures of KOIlfad on his 
perilous quest across thc Chaos 
inft~ ttd Warhammcr world - a 'IU~ t 
fur vcngo.;ancc and (or his o"·u 
my~teri!lu s past. The uther 
Wa rhAmmer FanlAsy novel in this 
First re·prinl is Urachenrels by Jack 
YeoviL In addition. Boxtree have also 
I1l1blishtd the first t" 'O I'oilimes of a 
brHnd new serie.., of Warhamm~r 
40.000 novels. Inquisitur and Span' 
Morine hy IDn Watsnn. Inqui situr 
unravels a InonSitouS plot to uvcnhrow 
the Em pcrur and l"Il$I~'·<.\ lU3nJ;.in(l alld 
wa~ pre\' iously publis hed by GW 
BOOks. 

Span' Marin'~ also by Ian Watson. has 
never been pllhll~hed hefo re snd 
follows the adVenWrc5 of three young 
gant! membcl'$. rc~'ruitcd frum the hiw 
world of Necromund~ into the Imperi:tl 
fists The s tory follo ws the ir 
HdycnturC) us tho.;y pro~n:s~ froUl 
ScoolS to {ully Oedged Space Marino:s. 
The climllx of the novelle ll~ o f the 
biller $ttu ll l:le Ht Ihe bowels of II 
hiveship as they partil:ip;:lIe in a Ikadly 
allaek against the Tyranid hive fleet 
Kraken. 

WARHAMMER RECORDS 
Wllmnmmer necon:l~ have now signed 
a ncw hand called R ic h R3gS. The 
group were' vouted ··Band ufthe Year" 
by (;Ig Centr li l Maga~in ~ and they 
played over 200 dmcs lasl year. Their 
dcbu l album ' I' sycho Oead Heads 
from Otller Space' will be released in 
May. 

Thc nCKI \\IT/11th ulbum will be 
recurded during Fo.;bruary and Marl'll. 
for release in hue April. Wrai lh will 
a lso be 1.10 tom DS the Sllpport aC I for 
vcl cr~n rockc.rs Sa ll'on 011 the ir April 
UKTOtir. 

Wraith'~ agency are also prumisin~ a 
tOllr with lin American band for May 

~~~ 
GREAT WINTER SALE 

Come down to 'your local Games Workshop store 
and you can pick up some of the amazing 

bargains in our great winter sale. 
Hut hurry, because our sale will end on 

Saturday the 27th "ebmary. 
Among the great otTers :are: 

CITA DEL PAINTSET'S! 
Buy 2 Painlsels and gel a Ihird 010. absolutely 

F'REE! 

WARHAMMER 40,000 
Buy the Warhammer 40,000 Vehicle Manual and 

get any Warhammer 40,000 vehicles at 
ONE THIRD OFF'! 

SAVE HALF' PRICE ON SELECTED 
F'ANTASY MINIATURES! 

AU uffen. a~~dablo.; only whi le &lockS Ill"'. 



The annual Golden Demon Awards have become a regular highlight of the Games 
Workshop ganting calender. Each year, the world's finest miniature painter.;; and 

modcllcrs compete for the honour of winning a prestigious Golden Demon Award. This 
year, the grand finals will be held at the Sheffield Arena on Sunday 2nd May. There will 

be thousands of wonderfully painted miniatures on display, and the winners will be 
awarded their prizes and the coveted title ofColdcn Demon Award Winner 1993. 



~,~ 0' 'T' 
W ARHAMMER 

DAVS 

Througholll the spring and summer, every Games Workshop store in the UK will 
be running special Warhammer days. There' ll be competitions, prizes, qu izzes. 

painting and modelling demonstrations and of course loads of games of 
Warhammcr, Warhammcr 40,000 and Space Marine that you can join in with . 

Games Workshops' expert garners, painters and modellers wi ll all be there, so 
come along and join in the fun! 

WARHAMMER DAYS 
MARCH 1993 

6th MARCH 
Glasgow and Bristol 

13th MARCH 

Newcastle and Southampton 

20th MARCH 

London Plaza and Manchester 

27th MARCH 

Reading and Nottingham 

LOOK OUT FOR FUTURE WAR HAMMER DAYS AT STORES NEAR YOU. 



E LDAR IN TYRANID ATrACK 

ELDAR IN TYRANID ATTACK 
By Jervis Johnson 

Beyond (he human galaxy lie the vast, uncharted regions of inter-galactic spr.ce. Empty 
distances too great to comprehend thwart all of mankind's ~Ucmpl~ to naYig~lte them. These 
are the great barriers which separate gahtxy from galaxy and keep the farthest stars the 
subject of conjecture and mys tery. Now, somefhing stirs in the frozen emptiness. An 
intelligence move,:, through it, a mind that is Illany inter-linked minds, immeasurably old 
and alien. This is the 'I'yranid hive mind, and it has crossed the gr'Cal., dark void in sea rch of 
new planets to despoil. Now its advance forces have reached the Imperium, and the f~tte of 
m~llkilid Hnd every Ih'ing thing in the galaxy hangs in the balance. The Imperium is not the 
only race attempting to defeat the Tyrallids and destroy hive fleet Kraken - the Tyranids 
are the enemy of all other types of Hfe. From this has arisen a strange and unnatural alliance 
where Imperial, Rldar, Ork and Chaos troops, willie not fighting shoulder to shuulder, battle 
separately against the same foc. Of the other races fighling the Tyranids, the F.ldar arc the 
Imperiwn's closest and most numenlUS all}'. 

I NTKOIDUCTIQN 
The P.1dnr mce ha~ a long ~nd complex hi.lOry. w long in fnel 
thut lillie is known for certa in about the course or lhe i r 
physic~l evolulio n or early planet-bonnd c~i~ l ence. The 
original !!Idar Homcworhl ..... as <JeSlfoyed during the 
cafa~l roJ'!hic collapse of the Eillar d.'ilis.:llion. known as the 
Fall o f the Ekiar. At thal lime the Eldar \\'el\' th~' domimull 
spat."Cfllrinl1l'lk't:. lulint an e,npire tlUII ~panned a 1:Il!C pan of 
lhe galaxy. This civilisation and counlless billions or Eldar 
lives ..... ere 1000t in a temhle eatacly~m brought about by the 
biIth in the ..... arp (:tr the Chaos po ..... er known as Slaane~h" 
From tile few remnants of Eldar culture who survived. some 
n.::d from the !loomed planets aboard spacecrJrt. Ol~l'lItu(!\.: 
refube in i ~0 13lcd colonies fnr from Ihe centre of the Eldar 
Empire. Although there are no ..... smnll EMar colnnie~ on 
plnnet ~ scanered throughout the galaxy. the ~asl mojority of 
tile Eldur st il l live in the huge eity sized Spa~"cship~ they 
c§I."aped Oil. known H. Cmp .. vr/,/$. 

Cumpared to a hurnan" s, the life of an Eldu is tightly 
~tJUC\ul'Cd. As E1dar reaeh maturity. they ehoose M profClosit)fl 
or wily of life which they devote IhemloClvcs to ~bwlutely. 
Ha~ing reaclw.:<J I Ilinnade of achie\"emcm in 001: spJlt,re they 
begin ~nother. devoling themselves to il until they gain 
t-omplelC: m:utery o\'er it. This pruce!l'~ is I:alkd the Eldar I'ath 
And it IIftect~ tlw: wiKlle struclure of Eldar Cr"n ..... orld society 
illcludi ll~ ilSllfm)," 

"n,c most va luable of the Cl'llflworld~ ' lighters are the: Aspect 
Warriors. These ill\' Eklar who Me currently pur~lI i ng the Wuy 
of the Worrior on the Eldar Palh" Thtre nrc many dlffefCm 
kinds of cldnr Aspect Warri(lr. each ~pecia l lslng in a 
panicular type of w~rfarc and way of fighting" These mngc 
from the swift and lightly anTloured S,,"OtIf/i"J:I Hawks - 10 the 
heavily armed ~nd unnour~d Dark. Reapers. Each type of 
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A.~pect Wnrrinr ha~ a (1i!lerent role tv play in battle. thus a 
wIse I::ld~ r COl11 mauder will usually tl)l10 include ns wide II 
variety o f types in hi s fo~ as Jlos.~ihle. thi. w;.y he ~1m meet 
uny cvcmu~1ity Ihot may nri~e. A~reet Wnrt'iors ~ontc titncs 

beeome trupped. unab le 10 eomin ue th~ Eldur Path and 
dootn<~d to ~pcml thc rest of their tiVt~ a~ lI'~rriors. These 
ill\lividu;.]s art' called Exarchs. nnd they lire nmong..u the nlOSt 
powtrful Eldur lighters of aU. Other I::ldar 11&ht as Guardians. 
rhey are rlO4 l'lI~uing the way uf the warrior. hut in tinM$ or 
IIc~d th~y are fC3dy and able to fi gh t for thei r Craflworid. 
Gu.m1ian~ nrel'!ltc mochil1ef)' or w~r in a.kJilivn to pru"idin! 
the vasl bulle of the ltlfantry. and ar~ a vil~l pan uf any Eld:u 
Mmy. 

Craf/wmht ~ociel ics arc led by Ell1ar who art following Ihe 
Path nf the S~er, ;1 stage in which Ihe Eldar devOle.~ hi~ life In 
de"elopin!,: his psychic n:llllr~. Seers who huve prel'ious ly 
fnllg hl lu Aspect Warriors can fight as Warlocb, whose 
abi lity to ch:l1l1lC,"1 Jlsychic puwer through a specia l weapon 
/.:nown a.~ a Wi/eM/",lt', mo/.:e.~ them IItI 8wcsome opponent in 
dose cumbal. JUSI :u Aspect Wurri(lfS eftn become uappcd 
and erld up 1I~ I-.xllrchs, 50 WlIrlOC~ ~lIn b<. .... ·UIll~· tnlpped on 
Ihe t'~lh of Ihe Sec. amI bt'l:umc u Fal'l>I~er, The Farseers' 
abilities are ~vt:n ~n:aler than Ihe Warloc/':~'. !H chey a"'" nbl<: 
It> ust" Iheir sl ... m~e p~)'ehic POWCB tn ehlln&e rhe vet)' CO\lrsc: 
of ~ h~l1lc. 

Huwc"er , thc mO~1 ~we~ome Eldar wnfriOt o f 1111 is the 
terrifying Avato r The Ava tor i~ the l'm bullietl spiri t n f 
Khninc. the t::tdal"s Waf Goll. and is mure Ii/.:e u daemon th3n 
a luon al EIII:u. lIi ~ eyes glnw like cnol$ IImlllS hu mo" cs hi~ 
whole stlrince cmckles and ~pils like s mouldering meht1. In his 
right h,llId hI.' cltITics the l>oorn \hnt W3ib, a huge glowillg 
'lle~rctdl<. .. 1 with runes Ih<ll secm \0 writhe and ~Irug&k insirlc 

"'" 

Ihe weapon. Although tht Avat:u' s body clin be phy.~icll il y 
dC~l ruyed anll remnved from the bau lelield, he cannot be 
completely eradktlled. Shol.ll(l his physic..'aI form be Ikru-uyed, 
his spuit will rcUlm to its I~nlpk (In the Cmf/II'orld ",here il 
will dnt ... streng th and awnit the (le:'(t bailie. 

Le~u il1 g the light against thc hive fleel are Ihe Eldur of 
Iyanden C ruflworld. They htlve gQnd reaSnn to hale the 
Tymnirls , The Croftwortd of lyal\dl~1I wa.~ tJlII:~ (he largest of 
1111 the. EllIl1f Cmfrll·urlll s aoll its p !Ople the 1110St numerous. 
1llat was unt il IYllUlien became thl: secne (If the E.1(1ars· li .st 
encnunter w11h rhe T yrAnids. Dri ftin g through sp~ce. the 
Crnftworid was pOwcrlen tv avoid the sullden nnd~ughl of 
G~rlt.'st~ah::r.l ;ul11 Tymnids IlS wav~ upon wave of merciless 
hive warrin r$ s wept u,'cr the Cra ftworld . I::aeh and ev~ry 
allae" .... a~ eventually bc~tcn b3(.'" 1; and the Tyr.mid$ were 
tlnally defented. bur il was _ hulluw vietVI)' fur Iyanden. The 
nnee proud world was lIevastlited. and fnu r- fiflhJ of Ihe 
inhabitants lay de3d nr dying in its shattered hillis, Since timl 
lIay the Eldar of Iyanden Cr~flwor l(1 have been amvngst the 
Tymnld~ 111(1$1 fel oci~,¥ uppuncnLs.. hunting and slaugh te ri ng 
tho,ll1l and thcir G~ueMealer offspring wherevcr lhey cnn find 
them. Iyamlen swi ft ly di~pmchcd worships and assaull troops 
upon hcnnni: of Ille ouslilug/Jt vf hive neet Krn/.:en. and have 
ca lled upun all uf the vther Eldar Craftworld.~ for help 10 
dereat th i~ terrihle thre ... . Now. Eldar frolll all of the major 
Crnftwor lds are lighting ~G~i Il SI the hive f1~el. boarding 
Tymnid ships in an effort tu destroy them before they reach 
lilly Eklar settlements. 

USING THE ELDAR IN TYRANrD 
ATTACK 

You may choose t(l use an Ell1ar force instead of 3 Sptlce 
Marine force in ally game nfTymnid Anac" t/lnl you piny, os 
lung us you have the approprime moods to I\:p n.: ~~o l Ihc 
different EllInr Warriors ynu chuos-t 10 ~. The Eldal' "'uree 
li ~l (In the fvlluwing pages provides aU the informati(ln you 
will lI\':o:d in urde r to use the modeJ~ in Tymnid AlIod , and 
includes each mooel's po/illS I'll/"". If you decide tu u~ an 
El(1(Ir force. it may include. aIIy number of modd.~. a~ long lIS 

thcirCOlnbined points value does not exceed 35 poinl5. 

If you decide to use an Eldnr force instead of Space Mnnnes, 
you may Itnt UK the hellfire shell counters or meh~bumb 
counters from Tyrnnld Allac/.: that you wvolll nurmally be 
allowctl tu take allhe start of the goIme. These weupons nrc 
oll ly used by Space Marine$ and wnuld not he ctlrriC(1 by Eldar 
Warrior.;. However. you Ilrt' allowed to use the- four Splice 
Marine onIer eanls f.vIII Tyrall id Attack. Although thi~ may 
gc"ru .'\Imll,,~ . it simply n:pre ~e nl~ the fnct th~t the ElrlAr nre 
trained and issuc ((rllcrs in " very s imilar way to the Spaee 
Mnri~. When yOlI usc ilJl vrdcr card with an Ercbr farce. it 
aJlpHe.~ tt) ull 6111;.1' moods on the 00ard - ~imply i~l(()re Ihe 
word Spurt' Marini! !tml assume it $nys £/dar in$lead. 
liowc'·er. Ciuardinn~ mDy only usc: lUi order card if there is lit 
least one Gutlrdian Inrler in play at Lbe time the eard is used. 
If there lire no Ouafdi~n Leaders in play. the inslfUC1ions on 
lilt:: urder eliI'd unl y apply tn ASjl'Cct Warriors. E~/lreh s. 
Warluc/.:s, Farsecl'$ and A\'atao;. 

Alr.ltt froll! th~:;e minur ch:mges. nil nf the mlu and cards in 
Tyr.mid Atl lICk orc u~d as nonnaL !ixploration callis alTect 
F:ldllf mooels in eAH~ t1 y tlte s~me ... ,ay as they would affect a 
Sp:lL'tl. Marine IIImJd. Erllar may u~;c any arlifact$ Ihat Ihey 
finll. and any Space Monne prisoncm they meet will join thcl11 
as allie.~ IIgain$I the TymuidS. T1 tc. Ell1ar' s vietVI)' cunllitions 
~rc eXActl y Ihc slime as the Spacl;.' Marine 's - thcy mUt 



dCS!foy" objcClh'es in onler 10 will Ihe game. If all of the 
Elc.lar ulO<k:ls IUI<l any allies !ltey h~,-e found are killed before 
they deslroy lhe fourth Objecli,'c, then the Tyronids win (he 
gHme. 

NEW ELDAR CA lIDS 
Included wilh lhis artido.; l\fC three selS 01' cnn1~ for Tyrollid 
A1t~ck Ihal may only 00 used by lUi EtdM forl'C. Ucpcllding on 
Ihe models that you choose. you may be allowed 10 take one or 
more of these card~ for u~ during !he game. The cards arc 
split inlo three tYl)es: Warrior SkUls. Kunic f>owcrs, and 
Ancienl Weapons. Before you CID UiiC the canh yoo ..... illlI<Xd 
to lIS$Cmble them. From your C6f'y of White Dwarf, cardully 
rt:lnu"ethe pages wilh the frollls and lhebocks oflhe cards on. 
Cui amllnd Ihe OOler edge of I."acll ~ht:ct)O lhlll you have IWO 
pieces of paper Ihm are nat!ly !~ ~,mc sizl.". Spread a tllin 
la}'~rof glue 01110 the back of one shcel nnd lhoen cnrefu ll y glue 
the two piecl."s of p.1po,;r lo,;ether, Iu:.killg slire Ihnl !he two 
~ides are both the same way round . filiall y, c ui out Ihe 
indil'ldual cnrds Imd trim ofr any exce~~ Jl<'I!:>er wilh a pair of 
sdssol1l. Now your o.;ards arc ready 10 IIsc.lf you warn 10 make 
Ihem more durable. glue them 01110 the front .lIld b'1d. ofa Ihin 
piece of c~rdbonrd (cereal packer card is ideal) and cut the 
l'anls out as described above. 

The Warrior Skill cards and Klillie Po .... er cards represem 
~pcci:ll Jki1l~ and abilities Illat can be un:d in cumblli. Orle 
Warrior Skill card may be chusl:n for each I!.\arch ,,1Ode1 ill an 
I::ldar force. and one Runic Po .... er canl f!'ll' each F:tr.;ecr. TIm 
WaniQf Skilll'anJS may bo,; chosen for each Avatar. ChOOJ<e 
the cards you want al lhe starl of the game, and lell you r 
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opponcnt ",hich cllrd Hllf'lies to wllieh model. The abili ties on 
lhe carull1ay unl y be osW by Ihe ulOdel that yoo choose the 
card for. hUI il c:tn be used throu~houl 1111,' ~am\' ( iu Vlllcr 
\lords ~oo do rI()\ ha"e 10 discard.he card afler yoo han: used 
it). 

Tho: Ancient Weapvn cards work in a s imila r Illllnncr. one 
heing cho~en for cach E"aIch in the Eld.U' forL'C. How.:".:r. ill 
Ihls eR~e tile F.xarch model mU.~1 be ullncd with lh~ 

IIllllmprime ,,·cnpon. If. for e~amplc. you Hl~C the Web of 
Skulls for one of YOllr E;.;~n:hs, Ihell Ihe model mllst hDI'C a 
Web of S].:ulls 100. The weapon 011 Ihe card ulay only be Ilsed 

by Ihe modcl Ihlll you chose the card for. hUI it can be USt'tl 
Ihrou),lhoul the ganIC. 

FURTHER READING 
This ankle only IJrushes Ihe SlIrfftee of Ihe history and 
background of Ihe Eld'lr r~ce. If you walll 10 team morc about 
lhe Eldur, I highly fCl.:ommerld .hol you 8-et hold of:t copy of 
Ihe Warhalnln"r 40.000 Co.npililtiorl , which incillde~ the 
W::trhammer 40.000 Eldar army li s t& lind a wealth of 
back,rouod infonnlliion. Additiona l infonnation about hvw 
Ihe Eldar lighl large scale ba ilIe, can be found in the 
Reno:g:Jdc~ supplen""nl for Sp:il'C Marjoo, which ~lso 1I1e1ud~s 
~ome fa~d"'~ting i",format ion un the four rnv~t irnporlan! 
r.ldnr Cmftworld~. 
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ANCIENT ANCIENT ANCIENT ANCIENT 







ANCIENTWF.APON 
toWF.R AXE '" LASI'lSTOL 

RANGE " FIRE lD 
HAND-TO·HAND 20(+2) 

lbe Puwcr AAe add! +2 to 
tile Enrch's dice roll in 
hand·to-hand combal 

~ 
ANCIElII"T WE.4.PON 

l.A.'ffiL.u,'ru 

RANGE " fl •• : 20(+1) 
lfANt).TO-HAND ID 

The Lublaslu adds + 1 to 
each dice roll when it is 
Md. 

~ 
WAkklOR SKILL 

.·l(arrtN(; flllt" 

The Exarch fi&hlS with the 
speed IJId feroci:k'f a wild 
Cit. Add one 10 number 
of dice the Eurch rolls io 
hand·to-hand combal 

11 
Rl ' It" pm' ER 

(IIUI 

'The Faneer may guide 01lC 
Etdaf model within 6 
squares instead of making 
an anack himself. The 
chosen !:Idar may re· roll 
any dice when it attackS 
this turn, bul mllst accept 
tile resull of the secood roU. 

ANCU:NT WEr\PON 
POl'Insv.'OIU) A I.A5rmtlL 

RANGE U 
FIRE ID 
HAND-tO·IlAND 20(+2) 

The Power Sword adds +2 
to the Exan;:h'~ dice roll in 
hand· to-hand combat. 

~ 
ANCfENT WEAPON 

WEBOf!;IWU.s .a 
SIIUIUIO'.N Pt'il'Ol.. 

RANG' ,. 
flU 3D 
HAND-TQ.llAND 3D 

This weapon consists of 
three crySlal skulls linked 
together by lengths of 
chain. 

~ 
WARRIOR SKJLL 

!lUI>I'AINRIl As..~AtII.T 

Whenever the EUfCb is 
eligible to make a follow· 
up attack. he may move up 
to two ~uares before he 
makes the attack. 

~ 
Rl !'li lt 1'00\l-R 

I".\< ttll JtI ") 

The FU3CCr mar n:lellSC a 
psychic bla~ t Instead of 
I llackin, . All models 
within 6 squares (friend or 
foe) are knocked 10 the 
ground . A prone model 
may stand in iL'l next turn, 
bill may nOI move or attack.. 
Any hand· lo·hand a\lacks 
against a prone model 
receive a +1 bonus to the 
diceroU. 

ANCIENT WEAPON 
BfllM; SWORD .. 
~UlUl(,FN I'l<mll 

RANG' II 
flU 'D 
HAND-T().IIAND 20(+1) 

The Bitin& Sword adds + I 
to the E:urch's dice roll in 
hand·to-hand combat. 

~ 
WARRIOR SKILL 

CRUSHl1«:aa..ow 

The £xaoch is capable of 
striking an espcclally 
h:werful blow with any 

nd·held weapon. Add +1 
to the Ellan:h's dice roll in 
hand·to-hand COllibat. 

'f 
WARRIOR SKILL 

I'A$'r.'lIlO1' 

The Ellirch reac ts with 
lightniog speed and can fire 
twice each rum rather than 
just once. He maychoo8e to 
make both allackJ either 
before or afleT he moves, or 
10 make ooe Inack befon: 
he moves Ind the .second 
after be moves. 

tf 
RI:\I( "O\\II( 

,NM'" 

Thc Farscer may doom one 
enemy model within 12 
squares instead of makin, 
an auack. All attacks made 
on that model l'eICeive a +1 
bonus 10 any dice rolls for 
the n:m3..inder of this tum. 

Ar-.ClENT WEAPON 
HIIJIP'KJ.: 

RANG' ,. 
FIRE 1D(+2) 
HAND-TO·llAND 10(+2) 

Tile Fire Pike adds +2 to 
the fulLl'Ch'~ dice roll when 
it is fired, and +2 in hand· 
Io-hand combat 

~ 
WARRIOR SKILL 

8OIDo'DL'IC 1..8,\' 

The Enoch can leap 3 
squares in addition to his 
nonnal move. This leap 
will take him over Iny 
models in the squares 
moved through. II may 001 
be used to move throu,h 
objec ts that completely 
block • square. like 
objective templatcs " w>ll< 

WARRIOR SKD..L 
V£II:"TOUCH 

Thc Exarch is very ~iUent 
and can sustain damage 
which would hurt O£ kill a 
nontll l Eldar. Hi~ armour 
value is increased by I 
poinl 

~ 

~ 
In "\1< 1'0\\10 R 

Hili I I " 

All Eldar models receive I 
+1 bonus tu the ir armour 
value as long u thel m 
within 6 squares 0 the 
Fancer. This bonus applies 
II all rimes. and also applies 
10 the Farseer himself (ie 
the Farscer's armour value 
is incn:ascd by I point). 





SPACE MARINE & ELDAR SCOUTS 
By Andy Chambers 

SCOlUS playa vi lal mle J.S the eyes and em of Inc armic~ of 
the 41st MillcUlIlIIlll. Orlliling ~!a r.~ h ip5 ca n plot enemy 
movements over vast troCtS of a plane l and highspccd recoil 
fliJ:h ts by skimmers supply local infom):l.lioll. Ho ..... ever. there 
j~ IIU Sub~l ilUlC for ' r~ined lroop~ in fi ltrAting e nemy posi tions 
ami guining vi lal, accul'1lledala. 

SC(,IUI$ a lso.> clear the way ahead or main lIuad: fo rces. 
securing vilal ~trongpoinlS and cutt ing the enemy's Jines of 
communication and supply. Scouts have \0 be light ly 
equIpped bo:c~ u$e Illey need 10 move (~sllllrough difficult 
gruunu and ~lay in the baulclonc for long periods withoul 
rc:$upply. This mnns!hat their two main wcaporno an: stealth 
lind surprise. which ttle)' pUI In good usc by sabotaging 
installatiuns, ass~ssi"at i ns leaders, IImbushlng patro ls or 
~niping nt the foe from a distance beron.: fading blick, inl<) tho.: 
surrounding countryside. 

Nearly ~ lIlhe annies in the galaxy haY(' SCOUtS of onc kind or 
another within thei r ranks, Imperial Guard n:gimcnts favour 
tro<)ps recru ited from feral plsnclS or death worlds. Orli 

W"dOfds oncli cillploy f' re.!OOoIcr (; retchin handit~ ('If" Death 
Skulls. But by far Ihe galaxy'S most famed and feared Scouts 
are those of the Splice Marines Dnd Ei ilar, Lt was II squad of 
U l tr~marinc ScoutS which destroyed the plonetnry defence 
hcatkjuanen un the rebellious planet of khat IV, bringing t.he 
enri re " 'orld 10 hul out of fear of planetary bonthardment. 
SpaCe Marine Scou t ~ of many different chapten have 
succeeded in deSlroying hundreds ofTyranid Hivcships by 
fi~ hting their way through these hugc organisms ~mJ 
eliminating their vulneroble inner organs. 

EMar Scouts from t ile Alaitoc Craftworld brougllt the 
1ne<:lIanized Orli invasion ofWaa Sni~mt to II complete hah in 
tile l aka l sys teru s imply by picking o rf IlIl)st of tllc ark's 
meliOOy.r. with sniper fire, booby trops and raids, Witiloltt the 
rnelihoy7. to carry out ma inlenance and repai rs, the ark's 
veh icles a nd wcapons soon ma lfunct ioned , milking it 
simplicity itself for the Eldar to mop up the Orks with their 
own hi gh ly mob ile strike fo rces. The Adntinistr~tum 
estimated that Imperial Guprd forces cngAged in the eleven 
year long Slvurging vf Lannnas. were delayed by up to tllree 
yean because or the acti vities or Eldar ScootS, who destroyed 
bcadquancr's units Md cuI supply lines, 

SPECIAL KUL~::S FOR SCO UTS IN 
WAH. HAMMEH. 40,000 

In lillralio li 
Scouts arc wc l l ve rscd in using camounnge anel nAtural 
cuncealment tu advance illto or ttuuugh enemy Willie liucs, To 
represent Ihe way in which Scouts infil trate the baltlcfield 
uuseen, a player clIn deploy hi s SCOllt IroopS nfter the enemy 
lias placed all his mudds on the table. 

llIe ScOUt$ Cfln he placed anywhere on the table outside Ihe 
enemy's deploymcnt tone, thi s means that they arc out (If 
sight of the enemy at the $tart ufthe game, !f both players are 
u~ ing Scouts, roll a dice to determine which pLayer hn to 
deploy hIS Scouts first. 

Unit Coherency 
Scouts are deployed to avoid di rect contact Imd heavy fire 
fights with the e nemy nnd hence adopt a looser squad 
formation to make maxi mum use of cover. This means that 
Scouts haye to maintain a unit cohncncy dis lkllCC I)f 4" 
bcIwccn models in a squad instead of the nomutl di slnrw::e of 
r for ~1:I1Id!lrd ~uad~. 
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SPACE MAR INE AND ELDAR SCOUTS 

SPACE MARINE SCOUT S~~UADS 
SptlCC M~rine ScouIS nre lhe mostreceotly recruiled members of a Chapler. They om deadly lighters who have already pa.~sed 
many gn:al le$IS 10 prove the mselvcs wonhy as Space Marines. In order 10 complele Iheir inil;IIII()1l and learn (lI~ipli ne, Ihese 
ficrl:e young wanior.. funh~r prove Ihcir rne llle, by ululenak.ing difficult ami dangerous nljs..~ions. TIle SCOUIS' wcaponJ Imilling 
and biOChemical enhancemem i~ ~ti ll inoomplele. 50 they are only equipped with panial armour and lig ht weapons. Tocompensate 
for IhUi. lhey use 5to::. llh Bnd inlihl'lliion 10 ealch their foe.~ unawares and cause maximum dama~ 

M WSBSS 

ul 4 4 4 

Veteran .... , 
EQUIPMENT: 

All members or tlle squad arc armed and !UT1101Jn:d as detailed 
below. We:lpons may be exehangetl ur upgra!.le!.l an!.l 
HlldilioMI equiprne lll chru;en frnm the fnllowing H~ts. Ba.~ic 
cquipl1l<':nI consists of: 

Scout Armour ; giving a basic sav ing throw of.5 or 6 on a D6 
and inc luding a respir~tor. a ~ommunicalOr ami" eombine!.l 
infravi~ionlphOiochromatic vi);Or. 

The Veteran sergeant wears I' uwer Armuur. giving II basic 
s~ving throw of 4 • .5 or 6 011 a D6 an!.l inclutling a n:spirator. 
auto senses atld 11 oomnllrniclitor. 

WEAPONS: 
The Scouts aml tbe VelCnlll Sergc~ntllre 1I11llnnctl with a 
boltpislOl. k.nife, frag antl kmk grenade$. Th~ Veteran 
ScrgclInl is nlso Hlmcd wilh R chHins" 'ord. 

OPTIONAL WARGEAR: 
GRENADES 

Thc cntirc "load may he equipped wi,h ,he grcnades shown 
bt: low. foOr the indicated floims cost. 

01011 

f'lasnlll 

Chuk ' 
ll1in!.l 

WI~i\P()N IJPC,RA I)I!'.S: 

10 

" 10 

" 
Any mudel Inay be equipvc!.l wi lh one of lire do)e (;o nlb~t 
wcapons ~ho",n below. for Ihc intlk:llc!.l lhc points cost. 

; w 1 
The Sergeant m~y uchnnge hi.~ clrainsword for one of the 
close combat weapons shown below. for the in!.licated poi llts 
cn~t . 

Powe r SWDrd 
I' ower Glove 

Pn"tr Axe. 
• 

The Sergeant may be equipped with one of the pistol weapons 
shown below, for the iodicAleU points COSI. 

,~1'btoI 

Hllnd Flamer 

D1!Pbtoi 

, 

T IV 

3 

A Ld In l CI WP 

7 7 

8 8 • 

Any ",ooJcl ",~y b<.: ~'tjuippl.!!.1 willi one of the wcHpuns shown 
bt:low, for tilt: indicat~u puinl$ ~o:a. 

Aut uu 1 
Koltgul1 

Snl tRin" 2 
Shotgun 

One SCOUI may be equipped with nne or the weapons ~hown 
helow.1II the polms COM indicated . All heavy wenjl()l\s Include 
II targctcr and suspensors 10 offse t lilcir weiCht . 

M~lla. " " PL9.~ma gun 6 

" Utavy IJ.oIlt r 20 

Mulli·mdla 

AullH:".annUn 50 

Luouuton 
M issilr Laum:hn SO 

Mdla-llUssilel 

FruG mi.~ile!l 

Blln 

Plaslll n mlss llcs J 
. rakmWJlcs 

\It 'E 

80 PJi:R SQUAD OF 4 SCOUTS 
AND 1 V~:n:RAN SERGEANT 

A force which contAin~ Space MarillC$, Imperial Guard or 
Squats may Include up to 3 squads Df Sj'IaCe Marine Srouh 



SPACE MARINE AND ELD/\R SCOUTS 

ELDAR SCOUTS 
Tbe I::ldar I'mll encompasses many wa ys of life from artist 10 warrior. One Or tlle most mysterious of tnese is the jXllh takell by the 
Eldat Scouts, known:u the Way of Dallger. 1liese EIdM abandon their Cr.lftworlds and t:lke to deep space with little more than a 
sp3.C«lllft and a few oompaniOll.~. Their in~[incls drh'e IIIem 10 a life of explor:llinn and danger, <eel:inglMl' d\'ili_UTion.~, rtl(lIing 
OOt the lIidden threm or Chaos or trll,'CJljng from system to system. fighting tile enemies of tile I::ldar race. Amongst the Eldai" 
Exoditc Clanil on til<: primeval ~ Iaiden Worlds, Scouts are:l more common breed. Here Ihey palrolthe v~m realms of the Exodite 
Lords. jXlssing unseen Ihroo.!!h lhe leafy V.:r.limess. 

M WS ns s 
Eldnr Seoul 4 3 3 3 

EQUIPMENT: 
Alllllcmtx,rs urthc squllll an: ~nned and annovll:d as detailed 
beluw. Wtnpuns may b<' cllthanged u r npgraded and 
additiona l equipmem cho~n fmm the follnwing lists. Bas ie 
equipment ton'i~u: nf: 

l\ 1i'.~ h II rmou r: gilling a hn~le Sl'llllng Ihl'(\w of .5 or6 nn a D6 
and includinG a he lmet fined with D respirator, a combined 
infr3"is iollfphot(lchromatit 11;5(11. a emnmunicator and a 
targeter. 

All Illdar Seout~ IIlro wear a hooded Cllmcleolinc: robe. which 
.l/i-·C) H -I tv hit lIu,IJifkr 1)11 all slwvting a( (oc S<;o..IIS and -I" 
on the r,mgc the)' can be spotted lit wllcn they an: hiding. 

WEAPONS: 
The Scout~ are all armed with a Seolll longrine. la_~ pistol, 

blind lind krill: gn:n~. 

OPTIONAL WARGEAR: 

G RENA DES 
TlIc entire sqund rna)' be equipped wiTh Ihe I!n:na~~ sh(lwn 
below. for the indicated points COSI. 

r hoto n ~-I Are 

Frog 

S~lIre 

10 

15 

10 

T IV 

3 

A Ld In l CI WP 

4 • • • 8 

WEAPON UPGRADES: 
Any Sl:l'ut~ mu)' O:X~' hanJ;t their la~pi ~IUI fur 011<: of (ho: dose 
coml,.u we3pnn~ ~ho"'n below, f(lT the indicated poino: cost. 

I'ower S .. ord 

Chll lnswurd 

Au)' S\.V\lb 1I11t)' bccIlUipp.:d with ltIL aUditionltl phtol "'l'ltpo!1 
as 500wn below, for the indicated points COSt. 

Hand Flumer 

LIL'pisl(l1 

POlNTS VALUE 

8S PER SQUAD OF S SCOUTS 
A force " 'hich contains Eldar may include any number of 

I!Idlir Scout r.<ju:lth. 

HDAR SCOUT LONGRIFLE ----
The SCOUI !ongrifle i~ on unusunl weapon used exclusivel)' b)' 
Eldar SCOlitS. 

It featu res II lengthened cryslalHnc focus rod whicb gh 'C$ it all 
Clllc rlllcd r~lI)Jc Itlld IlI1 enhanced sight magn ification system 
which lilll:.s io directl y to a lurgeter mounted io the Scout's 
helrnel . This penni l ~ Ihe IIStr 10 picl: out tnrgt':LS with pinpoint 
accuracy . 

Eldar ScOUtS using thc lOIlgnne arc allowed to se lect targets 
freel y and du nOI have to fire at the ncarest enemy. This 

enahles them 10 piek OUI enemy leaders. henvy weap(m~ etc. 
as befits thcir wit: (llote thal lhi~ rule only ~pplics if you arc 
usi ng Ihe optioll al 'Choosing a Target' ruk on ,,1 9 in the 
Bailie Manu;lI ). 

In aUdilion. all unmodified LU hit roll uf 6 with a 10llgrine 
mean5 that a ScOUt ha~ fi!'l!'d 0 particularly acculllte shot and 
The target reeeh·e.~ no amlour (ailIng throw. Thl.~ n:Pfl'~IIlS 

Ihe s hot hiu ing a vulnerable SI)()1 on the. Inrget such as an 
e)·epi~ce.lled: seal orother armour joint. 

Short Lo"~ To Hi t To Hil Sl ren~l h DamaJ!e Sa' ·e Sp«lal Rult$ 
Rall~ Ranl<:c Short LollI<: Modific r 

().18" 18-36" " 
., MUVl'urFirt'. 



~ 
STORES 

... All Ganots w .. bbop IlOrft ha,,,, ."I""'iaI .... ""...iok .. hen: _ ..... ory 
r-- h>nd .. 1'""'''"& m,nl .. _ ....... , Ihe ... 1"«' 0)'" or our;.WT. 

(james Workshop stUTes ure much mOTe Ihpn just 
place;; where you buy games And miniatures -they 
ATC the centre or hobby Gaming in your area. Our 
friendly stair will be pleaSfll 10 help you wilh a ny 
que51ious or queries you IIlight hll\'1.' ~Iboullhe 

Gallles Workshull world or huhhy gaminK_ There is 
always plenty Muio)!: on wil.h r nln ling 
dcmonslrlllions, 1!,1l1llt'S nights nnd othel' sllecilll 
en-nls. E"eryont is welcome, so drop in to or call 
your local stuTe fur U\,. tu. the.mlnule news or nil the 
new producl.~ lind special C"cnts . 

... Ow- ....... .-k.""<aIOIf'I<1" ..... p oro..m.. Worbbop I ...... ODd Citadtl 
M,nIMum. Rinl1""'" """'I _ for dtl.ilJ 0( all the ~ n'1t:M<'S-



BUr..sr , 111,H"..sJUtWn.Ttl..iml U*" 
r.u..-n"""",,,r:UTlIlU.n ' u,~ 1, IMeH 

RI_~II"-CH.I'" II'CO'i;I'Ofl"TJ(It;ST~Ur lU-0!1l.!101*lO 

,_ .. :H IUS; 1 SU , ,,V' I..IUSs. "'LI! fT. "f!;L IInl llWll 

U~OI~ I' RII.flAO"""F.I • . Tl] 1»,lnlH) 

C""RR"w:r~ 'QV"VSltI(. (Ofrll~ll>GIi $l). lEt.. GnJ JIJ))I) 
CAll"" ·.,;:,. .... HIQHSUJ;lrr,lEt..Wn.....,n 

CUHI.T1t.'UAM, 16m"1·II.L1!sn:r.l!T.lll. 0u01 ~19 
(a.\l'D Of'f.'L'G 5..\ RIUI.I \ MIl IllKIt 

"'KU,' I'O<, III KIItW"l1(llllUT, Ttl..\C" "1967 

l"uI.cKf.sn~ l SltUltT ... ·YU snarr. lU.fIJOI ~.n7t 
'-:R .. 'llOPf",r.UlI II1U' .... ~""CH 

CO' 1'.'-1"11" , ,~ Cln ... I:AO£ lEL IUGJ1rllll 

IIf-RB\': 'l SAllLCR(lAm 11l.:lWllll(057 

omu;\', KIOSK U, umR 1.£11:1.. MF.UV KItlOC''-1(£ lIM!EiU.EV KIll. 
DIroL.l!Y.()~I1:.s,,1(llmlll11lt~nu.9.oo.OPI~" MOS.~'Rllnmnu.1.OO. 

SA1"URDAVS9.00TlU.lOCl. nLOJI.<'"11 
f. IIlSRI',u,al, IJoItIUIIST. OI't." SlIS 1I.oo . '-\XI. 11l.:0112lO6s.1O 

(;1.A!>r.OW,6o\QUfJ:N:IT l1l" fI.Illll\JMJ 

PARIS 

T"". ~ pn:duil' """ ....... 'e ..... (~. ConI;ac .. ~ ~ m>pSia. 

COIIIKIi prd .. ~II" PotIs ~j ~7 15 00 

'''''' STOKr: m II m"o.I~ 11Tt'/'.S(i .... F Ta 0I_ .. ~11·" 
IIUU,.lO,AJl,\OO.'<S'IIlU"'I nl..~~76 

LtLUS: Il·IH'Do"fllALIIOAO. TU.;~I:.!WloI 

U;Ia:sn:II. , LUlIIMLVUl.S'T TTJ..GUHJMI(\ 

I.II"J:RPfWlb'lIJ)ltflS'TIIHT11'J ~, ~ ,~ 

LONDON 
nECIO.L'<II.\ .":~l·l'JoI mcmn. 11l.:011 (o5II.11U 

UOMI."'·' IIIItrnoIlJiY MAIJ. TIl .. 011 .0(,1, IIfon 

cr'TIIM. I.O~IlOS,l'SlTfl(l, TUIII'I.A7 .... LIb-llIOXIQIIOSTllUT MN 
~I\r.<W""L:l>: 10m-1m. 1m'" 1II.I:II.I4.011.t"IU1U!.IT lo.00.JJlI.(;'uIU 
SlGlm: ~IOS ro!.ll. 11l.:OJI -OIIOIlO 

clt(lroo", Ul'1T ». ''''\!)I~I()SU CtXl ILL lU:t.U>r "" '11:1.. 011 "'" OOQLI 

,",'~"~kS.'lITII, I UAl.U:<Q l!MU. 1U:OU W lM' 

lIAKJtUW, :96:ITAno."RD. TtL:OIII6I :~ 

LUTU.": 12rAM~~ Ttl.:QS.I:~17~7' 

MA IiISTUSf., USIT6. 1·9 N'DOLSGLAlI'1I. 11:1..061161J0:I5 

.\ I.\SCIIK'<TILR, ut."TT I. J RRnw1I' .'ITllrnT IT.1_ Ml Ill""";1 

.lrRAI'WlWII .'U . f"F$T M~Sll rrF ln lit usrr"M. HMjH S1'. uwu M~11. 
"""IX''''H~U.OI'>..'<''\)NTUTHUMS \O_(kJ_~.oo. f MI"AYS 1\1,00·9.00. 
S"T11RnAYS9,OO_ 7.oo.~IIN'D"Y.~ IlOO 1M Tl'1~ M~l ~16 

MH>I)Lr.s~M()uCH, )\IlJlrSU"'$~"1 l H .. (I(,lll).lWl 

S~"-l"A:"I 'L~, &Jl"LAYl'OS STI!.l'I!T. TI!l.,Wll)l :411 

."-ORW ICII"I"" l!XnIASc.IIST11rJlT. nL.:Cl601'M~ 

."OTn"CllA~l, JU FRI ... LAl'6. TF.l 060HIIO(o51 

OXfORD, LA BliSlL 11OlIS!!. S'tW ISS IIALL STlIU1f TEL, 0865 mm 

I'ETEJlB()ROCC:: II, l ""E.'- r"OIlTII SIIlD="'I. TU. ffiJl89OO£ 

(;1lA:«D OI't"~·<lSr.lIA 11'1111" Y *" "''''11:'' 
PlX"'0I'TI1, ... COIlS ...... U SlMH·T 'fJ' ,",l~m 

1'01I1'1>\I()OJ111, }>".USOELSTIl££T nLOJOSI16..'66 

Pltf$TOS, ,$ ~ A.cADI!. 1'EL.: 077! I!IU> 

SIJOT!ELo, "FITl"lLU"'''(),\m TaOJ'!~II' 

SOUTII""P'TOS:1J I;lSl S1~r_ 'FJ .. 01IU ""'IIL! 
'''''I )TQMtJ SUI."'IH f ~l~ 11 SOL. I1<HU(H II)) Itt. 01tl!"I>12l1 

nUKE US TltL"oT: :J STAITOItO n.IIASUlV, TtL: 071! :'l17 

~"l:«IlOS: 17 n.rJITSTltOlT m~07t) ,~)f; 

'1:.\\ STOItI:.: lI1 lllltOt:" I.A"'~"'~!J NIT "5.u!VIl.M'OOlIL"OllIl.T_ 
11ILJUOCKlAWIl)£HU!'ICTIO!I"$ .l(lo'll. M~) ()I'[.oI_ 11.010.. Ip.. 
nll lOoon·'I\WII.~TI_·'\Opoo 

TU~UI' 1)", U MA.KET STIlEET. ct.OSW TUESDA VS. 1U. oeoJ ;>OI~ 

\\'OIlCES'fU, ' CHAIlI.Ji$ S'l lt,;m-.l ll.. 090:161&7111 
(;11..1. ... 11 OI" ""SC::U TtI.D.\\" )1", .'1 IIICIl 

\ '0111( , :b\ r.onoRAMr.A TIl. TTL ~ Mlll~ 

OPENING TIMES 
All UK Gamcs WOf~ s~orcs = 

op.n (ro", 10.00..," ulIIiI6.onp. .. 
Monday K> FridIly;ul(\ flom 9.lOam 

until j.JOpm Silunia)'i WLiffi 
OfberA is;: SIlled 

GAMES NIGHTS 



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

FANTASY FIGHTERS 
From the farthest corners of the Known World march vast armies bent on destruction. Orcs and 
Goblins pour from their mountain lairs. Twisted Skaven scuttle forth from their dark labyrinthine 
tunnels , and from the bleak shores of Naggaroth the sinister Dark Elves launch savage raids 

Dwarf 

against the embattled peoples of the 
Old World . 
Steadfast In the face of this horror 
stand the grim Dwarls and fearless 
Wood Elves, defending their 
homelands from annihilation and 
ruin. 
The Fantasy Fighte rs boxed set contains 
30 plastic Citadel Miniatures for use with 
Warhammer - the Game 01 Fantasy 
Battles. These miniatures enable you to 
build up the rank and file 01 your army or 
provide you with some formidable allies. 

Fantasy Fighters contains 5 Dark Elves. 
5 Dwarfs . 5 Skaven, 5 Orcs, 
5 Goblins and 5 Wood Elves. The 
miniatures come complete with bases 
and shields plus separate 
heads for each model and 
additional weapons for the 
Dwarfs, Orcs and Skaven. 

Mlnl'lurn dHlgned bylhl CiI8dll CHlgn Tum. 
Mini.tu .... '''ppilid unp-inl,d 

The Citadel castle. !he G~mes WOIMhop logo and Waot>e_ ... regISter..:! lfldoo ... 1l<a of 
a'meI W~ ltd. Citadel and GafI'IQS War1(shop'" trademarllS 01 Games W~ Lid. 

e Ga,,*, Workshop lid. 1993 . .... righl:s feMrvt<I 
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" STUART 
THOMAS 

All nfthe model~ 
shown 011 this 
page come rrom 
SllIan's personal 
collection. 1)Ul 

since arriving at 
the Studio he's 
been kept bu.,y 
painting a new 
Undead army for 
Warhammer. 

Stuart Thoma., is the 
Iale.'! miniature 
painter 10 join the 
Games Workshop 
Studio ·Eavy Metal 
team. Snme of Y(lu 
may have already 
hal'e seen his work at 
the p(lnsmomh store. 
oratthe 1992Golden 
Demon Awards. 

I~ 
IMPERIAL SENTINAL 

CHAMPION Of' SLAANP'sH 

ELDAR WARLOCK 

ELDAR GUN CREW 

DARK ANGEL SCOUT SERGEANT SKELb-r ON 

DIRE AVENGER EXARCH SKELETON 



ORCBOSS CI·IIEFr AIN GORFANG ROTGUT 

Gorf&ng Rotgut islhe Chieftain of theOn,;s 
of Black Crag. the ruined Pwarf 
stronghold at the western end of Death 
Pass. Oorfang lost an eye. at the Battle of 
the Jaws. fighting against the Dwarf.~ of 
Karu: a Karak. and now wears an Iron 
pi lch 10 cover Ihe wound. Many of his 
ball]es havc been fought agaiost Dwarfs. 
illCluding the sicge of Bal1.k Varr and the 
auack on Karak A:t.u1. As a result of his 

bitter and utter hatred of the OWl" race. long struggles. Corrang has acquired a r~~~~~:::: 

ORC BA NNP.R BEARER 



ORCBOYZ 
There are many tribes of Orcs in the Old World from the 
northern wastes beyond Kislev to the southern Badlands. 
The vask bulk of every tribe is made up of Orc Boyz, 
ferocious fighters armed with wicked edged blades. spiked 
clubs, and other deadly weapons. They are led by vicious 
Boss Orcs who are even bigger and meaner than the Boyz 
themselves. Orc Bayz form the backbone orlhe Waaagh! 

ORC BOYZ WITH SWORDS AND SHIELDS 

AXE AND KNIFE SPIKED CLUB 

ORC BOYZ WITH SWORDS AND SIUELDS 

SWORD AND SHIELD 

AXE AND SHIELD 



ORC AND GOBLIN PAINTING GUIDE 
follow this sta,e.by-s10it pulol/oe 
lu/de car efully and you ca n pick lip 
userul lips about painliol your own 
mlnlBturts. Tht models shown IIrll' 
coIourrul uamples of some of Ihe I!I05t 
common troop types in an Ore and 
Gobli n army. plus a rlnished lu dH 
modtl ror tl1at partkular unit. 
To 51art orr. you will need to cover the 
enlire model with aD undercoat . Skull 
While was ideal fOf the Ore and the R)resl 
Goblin. The Night Goblin is 
predominantly black Bnd was therefore 
given an underco,al of Chaw: Black. 
Ne~l, apply a ba.secoallO the modc1.~ in the 
areas required. For example Orcs and 
Goblin skins are green w the skin areas 
are given II basecoat of Goblin Green. Try 
10 be as neal as possible and concentrate on 
achleying 1\ 5moolll and even COlli of paim. 
When the basccoat Is dry, you can add 
some basic hiehlighting and shading. 
Areas of the model <:an be 5haded by 
applying a Wlllh of the most appropriate 
ink. The tunic on the On: for example, w;u 
shaded u.~ing a wash of Plasma Red tnk. A 
lighter shade of the base colour WIlS then 
used to hi&hlight the raised features of the 
model. The final stage is to paint in Iny 
small, deUliled 11f'C:l.S such a.~ the eyes and 
Olher markings and then 10 le~lure lind 
paint the base. 

The same teChnique applies to painting the: 
skin areas. For e~ample, the skin on tile 
Night Goblin was painted Skull White, 
over the Chaos Black undercoat. A 
basecoat of Goblin Cireen was applied and 
then shaded with Waaargh! Green Ink. 
When this wa.~ dry, the raised llf'Cas. such 
as the nose, eyes. fingers and muscles were 
highlighted with a mbllure of Goblin 
Green and Bad Moon Yellow. The eyes 
were painted using Blood Red paint. with a 
small dot of Sunburst Yellow for the pupil. 
If you are painting a 
leader modd, the 
tcchniques for painting 
the skin are the lWlle ali 

other troop types. The 
leader models here have 
been taken a $tep 
further. with more 
detailed shadin, and 
hiahllgh11ng on areu 
such as the markings 
and in.'~igni:L It is a good 
idea to paint plll't.~ of the 
leader a different 
colour. This will 
dist inguish him from 
the rank and file troops. 
The bright yellow hat 
on the Night Goblin 
leader is an example of STAGE I 
how effective this ;5. o ASECOAT 

STAGE I 
BASECOAT 

STAGE I 
QASECOAT 

STAGB\ 
BASECOAT 

STAOEl 
SHADING 

STAGE 1 
SHADING 

STAGE 1 
SHADING 

srAOBl 
SHADJNG 

STAGe) 
COMPLETE 

STAGE ) 
COMPl.ETE 

STAOE!) 
COMVLblS. 

STAGE 3 
COMPLIiTE 

GOBUN 
CHAMPION 

NIGHTGOBUN 
CHAMPION 

FORESTOOBLIN 
CHAMPION 

ORe 
80SS 



"\:-IMPERIAL PEGASUS 
]be PcalSUS is a mighty winged monster thai [001'5 much 
like a horse. bUI is cunning and in telligent beyond the 
measure of any ordinary stced.1lIc:1! coalS are white and 
g l i~tcn like snow, while Ihei r wings arc broad wilh 
clegant feathers. To be properly umcd they must be 
caught a.~ foals, taken from their nests high in the Grey 
Mounllins and reared by hand. 

Many ,real heroes Ir.Ivello the high peaks In .search of a 
Pegasus foal \ha\ lhey can capture and trIIin in the ways of war. AI first ther.e ... illl 
cn:aNrcs must be restrained and lamed, bul as time passes, a Strong bond develops 
between rider and mount. 

The final pan of the training comes when !he crealure is prepared for battle. As the 
Imperial &mlies advance, the5e winged creatures carry thei r riders high above the 
battlefield from where they can pounce upon their unsuspecting foes. In combat. II 
Pegasus is a ferocious monster wilh powerful hooves capable of crushing iu 
opponents underfOOt. 

" ..... \,' , .. - .... ~ ... ,,, ~ .. 
... , ~'< ,. .. ,. .. - ~ ... .. , ~ ... " .. 
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r IRbN PRIEST AND SERVITORS 
Iron Pri~ lin: the ma.~~rs of tile allCient mystic an of IheAdcplU$ Mechanicus. 
In baltle they are of~n in~rfaced with relays of cyborgised Servitors who in 
tum are linked to war machines $1ICh as Tanmtulu or Rapier Laser DesIrOYCI'lI. 
Iron PriesIS seldom take a dire<:t hand in the fighting but their position within the 
Machine Cult means that they are well equipped with strange and exotic 
weapons seldom carried by other warriors. 

SERVITORS SPACE WOLF IRON PRIEST 
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Sl>ACE MARINE 
BLOOD ANGELS 

WIllI MULTI-MELTA 

Th~ III.,.,.. An,cl.' 
$erg ..... l aad VOl .... 

wu, blKk .hould~, 
1Nd_ .illl. ted uilll, 
w~ilc .11 llIe othtt 
"'I~.ld",_ben .... u 
,oJ pods wilb • blKk 
trim. I. addilioa. <be 
Cb.p'.' Ifmhnl I. 
~lIow. U opPOHd to 
blKk.. ... pulfrnmtllii . 
• lI ulb~, d~tllll of 
unifnrm ", ... i. ,he 

lril....."Jprxli<ef .. ~~:IIId VllUnlllr>d<Jfllaytllar 
boo:tbafto>et<loI"",,J.-dN:~·._ilblM:tlllddle 
V<IcnUI'I'-""'" i. raI. 

Tbcx t........... oboditpl.y ~ OQIIad Idtrtlif)Ctliorl ",ort ... 
e<>4bi<: IIIIlIt .... J. in Ih"Cl>Ic.1IIc n""' ..... four. 

WTTHHEAVY BOLTER 

A COMPLETE BI..OOD ANGELS TACTICAL SQUAD 
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GORfANG ROTGUT - ORC BIG BOSS 

By Rick Priestley 
Gorfarr& Rotglll is the chieftain of tile Orcs of Hlack Crag, the 
ancient Dwarf Itronghold takcli o,'er by Orcs 10311)' years H};O. 
Over the centuries. many Ore tribes ha,'c fought for the 
possession of Black Crag nnd the \'kton ha\'c alw3)'~ 
OCCUI)icd the fOl1ress and r~kcn 11 for thei r IHiT. Gorfsn):'s 
tribe. Ihe Red Fangs, is the most powerful in the whole of tht: 
area around the \\'e~lem end of Death Pns~ . 

Gorfang hns subjugated must of the local Ore tribes, but his 
neighbours lire too Niihl Goblins of Kltrok Eight Peaks whose 
k~\.kr is the uhl amJ infallluusly cunning SkHrsnik, The two 
leaders enju)' un uneas), nlliDm;e, wilh SkW'linik l"Unlrolling the 
mountDin_~ around Karok !!ighr Peaks and the ea~lem end of 
.karh i>a_~s. whilst Gorillng enntml~ the western elld of Death 
I'ass and the adjoining area. 

Gorfang is a big atlll ittlttwnsdy ~Irong Ore. He lo~l an tyt at 
the Baule of tIM: Jaws. fighting against tht Dwarfs of Karaz a 
Knrok , and wtar:s an '1'Q<1 patch to oo"er the wOIlnd. Mauy of 
lIi~ baules 1I1" c been fouSlll against Dwarfs. including the 
.~iege of Bar.lk Varr and the auack on Karok A7.ul. ,,~ a re~uh 
of his ton g. stnl@g t e~, Gorfang flu acqutred an unreasoning 
haIred of Ihc Ow~rr rucc . 

During the siege of Barnk Varr, he "rdered the ~,'ered lM:ad.~ 
of Dwarf captive.~ 10 be catapulted (,vcr tlM: watl~ alld intI) the 
ci ty. Whcnllc attacked Karok Azul, Gorfang broke into Lord 
Katador's throne !"(Io ttt and 5ucc,:-cl.t.:d in capturing many 
member.~ of Ihe Dwarf Lord ' s hou~ehold. KBl'ndl)r's son 
Ka7.rik, wos nOI taken captive. InSlend. Gorf~ns ordcred his 
hair and \>tard tI) be:. completely 5hav~d off, Hilt! then talloued 
his head with a crude Ore glyph represeming Gorfnng himself 
(The glyph aclltntly rrans lated ~s ~mcthins along the litles of 
'Gorfang W01. ·ere'). A~ a linalltuttlilialion. Gorfang had the 
young Dwarf finnly nailed to Kazador's own throne. 

Although Kazrik. survived hb ordeal, the exp~ rience has 
unhinged him somewh;r,t and M i.~ I'>OW known II.~ ·Ka7.rik the 
Mad'. The other memhers nr his ftllllily Ihal were nOI slain, 
were taken back 10 Ihe dungeons of Black Crag wllere they 
remain to this d~y. to the anger aod desp.1ir of Ihe Lord of 
Karak Azul. 

Lord Kv.llOOr ha~ ~wom \'eni4!~nce And commllooed rhal the 
cnrire episode be palnSIAkingly described in the Book of 
Grodg~ Brooding on the fale ofhi5' kinsfolk, Kazador a"'aiu. 
the day when he c~n crush the Ore chieftain lind wreak hi s 
reven~. 

You may includt Gorfang Rotgu! in ynur amty II.~ an Ore Rig 
Boss or as a Warlord if ynu wiSh. YOltr Brmy mUSt inClude at 
least onc unit of Orcs if you are 10 ilK:lude Goff:lUg Rotgut. 

GORfANG R 
ORC BIG 
Point. Val 

TGUT 
OSS 
e 90 

M m 85 S T W I A ~ • Gurf:lIIJ; I{olj,tut 

War Boar 

4 

7 

5 

4 

5 5 

" 3 

5 3 

4 

4 

J 

3 8 

3 

\Veapons and Armour; Gllnang Rotgut wears light annllur and carries a ~hicl(1. He i~ :lnn~:d with II sword. 

i\ lount.';: Gllrfang Rotgut may ride II War Boar (+8 points), or II Monsler (sec separate Monster List for points). ur 
he can ride II chariot pulled by either War Boars or Giant Wolves, as dc.<.eribcd in lhe Mobs section of the list. 

Mag ic lIem s: Gorf'ang Rotgut may carry up 10 Iwo magic items chosc::n fnlln Ihe appmpriatc Wurharnrncr Ibule 
Magic cards. 

Spct'iai Rules: Gorfang Rotgut hllles Dwarfs. He jusl can' t ~Iand stumics. He is therefore aff!Xt~"ti by the rulc!>. for 
Hfllrf",1 as described in the Wllrha.llllllcr Rulcbook. 





BELFAST 
~ 

GRAND OPENING 
SATURDAY 13th MARCH 

BUY ANY TWO RED DOT ITEMS AND GET 
ONE YELLOW DOT ITEM FREEl 

Eg., Buy Space Marine and Warllammer Banle 
Mlglc: Ind gel Ille SPIe. Mlrine p. int Set FREEl 

BUY ANY TWO BLISTER PACKS AT [3.99 
OR MORE AND GET ONE ADDITIONAL 

£3.99 BUSTER PACK FREEl 

20a CASTLE COURT, 
SHOPPING CENTRE, BELFAST 

Tel: 0232 233684 

Doors open gaml 

NORMAL OPENING HOURS 
lOam· 6pm Monday 10 Friday, 

9.3Oam - 5.3Opm Saturday 



GAMES WORKSHOp· WORCESTER • GAMES WORKSHOP 
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WORCESTER 
~ 

GRAND OPENING 
SATURDAY 27th MARCH 

BUY ANY TWO REO DOT ITEMS AND GET 
ONE YELL.OW DOT rrEM FREEl 

Eg., Buy War hammer and The L.08t & The 
Damned and get C.,lle Drachenfels FREE! 

BUY ANY TWO BUSTER PACKS AT £3.99 
OR MORE AND GET ONE ADDITIONAL 

£3.99 BUSTER PACK FREEl 

4 CHARLES ST, 
WORCESTER 
Tel: 0905 616707 

Doors open gaml 

NORMAL OPENING HOURS 
loam - 6pm Monday to Friday, 9.30 am · 5.30 pm Saturday 

PUAS~ l'(Ill; "00 C\.~).m lItE nu: \"Ot:CH[RS Willi A.W OFnlE M()\'E MH~ 
OR I)); ) IB G.UII:$' la:JlOQUCST. 5rActiCRtSAD£OR aATTlDv.sTUS. 
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DAEMON ENGINES OF TZEENTCH 
By Andy Chambers 

The daemon engines of Tzeentch are awesome instruments of destruction. An 
unholy fusion of hell-wrought metal and daemonic power, they cast their 

terrifying shadows across the battlefields of the 41st millennium_ In a 
nightmare of death they destroy untold thousands for the greater glory of 

their master, Tzeentch the Lord of Change. 

Tlr.ecnl"h i~ lh~ durk Chaos gud of Change. lIis (wiSled 
motives areofren unfAlhomnblc nnd his .... ·capons nre many bill 
warfare b a powerful instrument of dl~nJ:c ~lIoJ lh~ f()lJuw<:r~ 
ofT.l.centch an: un~n ;I( its forefrollt. 
So«,~r)' Hlw falls within the lIuspicc~ ofT .I.ccnl<:h $nu IlIliny vf 
the most pulent p5ykc~ and myslk~ sacrifke 10 him. Wdded 
logether from the '\(lUl-~U1ff I'If daemoM. the war engines of 
T7.eenl<:h are arcane creal Ions which II)' aoo\'c In.-, n:mlefield 

on the unseen lidc~ of the warp. Puwc.r dl""~w~ puwcr and th~ 
I'ery pre~ence of the doelnnn engine.~ nf Tleemeh ~trengthens 
the grip of Chaos on the materiAl universe. To represent thi~ 
extra flow of warp energy. a Chaos playcr who has d3cmon 
engines of Tl;ct:nteh in lIis force is nllowed to drnw additional 
Chaos cHrds 1.1 the tK:ginninll of the battle. For eHeh minion 
CH rd which cOlisists of ulIt!moll cngi llcs uf T~ecntch in the 
Chaos plaYl'T's furcl'.lkal un~ o:xtf"~ ChllUS card. 

- THE SILVER TOWERS OF TZEENTCH 
The Sih'n Towers uf Tz«nteh furm 1111 uutlandish s ight on 
thl' battlefield. They apfll'~r liS clU$ll'TS of intricately can'ed 
altd thuoo towers resttnG upon /I circular ISland and topp<-""d 
with ~lender minarets of !!lold or brom:e. Each tower is a subtly 
different cre~tion of di51urhing heaUly. with the ~nouts of 
weird. magicallr-pnv .. ered WCllfKlM gudding their walls. The 
most disturbing aspect of the Si lver ToW(:rs is lhat they arc nOt 
land· locked but drift through the skies abovl' the ban.lefidd. 
Each tower comains dozcns of T7.centehian ThraJl_wi7.ards 
who focus their pOlVcrs 10 railt magical destruction o n 

Tu,emch's foes. Mo~t potent of all Afe the wllrdinGS woven 
about tlte towers. so IhBt as they odvalll"C. D wall of magical 
enl' rgy springs into being bel ween ench tower nnd its 
nl'ighbour. 

Sil\"crTowcrs an:: not given orders like other models. Becnu~ 
of their uniquc form of propulsion Silvcr Towcrs can movc up 
to 2Ucm in any Uirt!i.:tion. Whil~1 movin1;. ~ Silver TU"'CT 
count~ a~ a skimmer $0 it ignores the terrain il passes ovcr. 
This ml'ans difficult and impassable tCmlin an::n'l a barrier 10 

its movement 

A.~ loog a~ Silver To_rs of 11M! same detnchmem Dre wnhin 
IOcm of ench OIlier. n m~gical wnrding exi.~t~ betll.·een them. 
The wardinG is like a wall lI.'hich runs between themodel~ and 
alluws thc:m to mOI'c furthcr apart Ih:ll1 the normal 6cm unit 
formation distance. Place the special warding lempl:t[~ 
between lhe two models 10 show where the warding is. Any 
Shooting by Ih~ encmy which passes tllrough the wardinll 
templatc suffers a - I modifier on in 10 hi! rnlls. Thi~ 
modificr even applies to indirecI firing and othi.:r high 
tl"lljCClury .,na~b. Huwc\·cr. Ihl.' modifier docs nut apply tu 
shots ntlllc toW(:n tllcmscll'es 



1\ Sil\'cr Tower i, all ~xlrcmt:l y slable ti ring platform, so 11 
nlw3y~ firc~ in til e first fire segmcnl of lll~ combat plla'e. 
Howc\'cr, unlikc 3 skimmer. a Silver To\\'er cpn' t gain or lose 
lltigllt w:ry quickly so it clIn'L mllkc pop-up aUlieks, The 
cannon mQUnu on a Sih 'cr Towcr arc placed all ovcr il so lhey 
C:lIJ fire in auy direction. The sorcerous Beam of Powcr attock 
can also bI: mal.lc in lilly uirection, 

Ma..... Saving CAF 
11m) ... 

Weapons 

DAEM ON ENGINES OF TZEENTCH 

A SIII'C( TowcrclUl only be pinned in dusc combat by anoliler 
skinnner, otherwise it can simply drift over us oppoo<'!nl w~n 
il movcs. Figh ting a Silver Tuwer in close comblll i5 
dangel1)ll~ becausc il alwDYS fitell in Inc firsl fin: segmtnL This 
lIIeans lhal Ule lower will Gel a chance 10 nke ils opponenl~ 
wilh guntin: bdOl'f: the cumblll is fought . 

RlI.!ljtC" At1:>ek IloU to "'_'"1,:,'6' Nut o; 
Dkc HII S,n~ ~tod, 

.!()(,,, 2' -3 unnon SOcm ,. ., 
""'~ AII ....... 1d Re:im ri I'ower - )em ,. 

DOOM WING 

Doom Wings are fast au~k LT,ut which meak across Iheskies 
on glinerinl: mctal winl:s. They are dnl'cn lIy threc powerful 
I.'ngin~'~ and llI"C 1Ifl1J(;d wilh a deadly unOc(Slung flBmc-eannon 
for str.l ling ground l a~tlS and atLacking ai rborne opponents. 
The tremendous speed Of I~ Doom Wing makes it difficult 10 
lix!!l H.IIai ll~1. bill ~ Iso limi ts its mnnot.uvrahilhy 50 thOI;1 has 
tn !Hake InnS str.ligllt aU3ck OJns a~3inst its LlU.III.'ts, 

Duurn Wings must make a minimum movc cach mill, so II 
delDchrnenl oflhcrll can never be given first fire orucrs. When 
n I)onrn Wing mo"c~ it mu~t 11"II1'cl at least 20cm tluring th~ 
movement pha~e and Its entirc movc mUM be madc in 0 

~tra isht lioc, A Doom Wing ~an tum by lIny arnuunl al the 
heglooiog o r end o f ils movc. A Doom Wing ignurcs lilt 
[errain it passes ovC! as It moves, so difficull ond impa.~!;.lIhle 
terraio arcn'l a barricr tu it . All lirin, al a Doom Wing suff<= 
I [0 hit modificr ~auso: uf ils greal spc:ctl. 

At the end of its muvcmcnt. yuu call Ic.~c a OclacllmclII of 
Doom Wing.~ on lheir fiying stanus Iu represenl them staying 
81 low Icvc l so Iltey can Inke ad~nnt~ge of covcr ~uch a~ 

T roupTyp<" 

building.~. woods and hills , Ahemalivcly yuu I:Hn place Ihenl 
on rop of CUrl.~ or ~imilor ohjccts to show that tile tletal."hmem 
is clirubi llj; high up ill Lhe air (you IllIlY want 10 make your 
own mil Rying siunds using br.!Ss rod or thick wire for this but 
up-cnlled plastic cups 1I"0rk jusl D~ lI"e1l). Whcn a Doom Wing 
is at hij;.h lcvtl. anybody , hooting 111 iT IUUSt add 25cm to tile 
lK:!IIal rJn~e belll"o:<:n the two models, This represe nts the fact 
Ihot lhe Doom Wing·.~ height and the cffects of g.ra,<ily make it 
c,'e ,\ hn rdctlo hlL 

As long liS II Doom Wing i~ al high level. it can see and be 
~II by e"erylhina on the lable. Jf ynu choose 10 keep a Doom 
Win~ HI luw k\·d . it can ~ whatcvcr you can see from the 
model 's eye vicw, jusl likc anything clse in Sp~ce Marine. 
l 11C Ila.me"cllnnon on lhe Danm Win! i~ fixed so that il OII ly 
fires fUfW"~nl . bullhe magically cllCrgised fircboll it unlcasbc$ 
decimate.< a brootd area ahead of the Will engine. The fire:boll is 
rl':!"JK-<enlcd by the flame Itmplatc. 

To fire tile n amc-cannon. place the tcmplatc so that the 
polmed end i~ loochlna lhoe Doom Wing's nO$C and the rt!it of 
the te rnplatc projects stnight Rhcad of JI . Anything under Ihe 
template will be lIit on a roll uf 4. !i ur 6 un a 06. Models hi! 
~uffC1" a _ I ~aving throw modifier. 

A nnme·c~nnon can al !ID be used to destroy bui ldings, Any 
buildiucs lhnt are hil hy II flame·cannon lind filii thci r saving 
throw collapse into I1 l1 mln& rubble . Unlike IIIOSI wCD(lon~ 
which usc: tile Rume Icrnplute (lJdlhuund lirtLhrowcrs and the 
Cauldron of 8100d) t~ name-cannon 's shol does not ignore 
1:0I'cr tllooiHcrs. The !lnlllc-cnIlIlOn clln only hit things at the 
same lcvtl :;0 if il is at high leve l il carl only hit other things at 
high Icvel ll nd if il i ~ al low le\'cl , it can only hi t things at lUI\" 
leyel. 

A Doom Wing Clln never bc pinned in clusc combat by 
another unil becnm;c it'5jusl 100 fast. In c lm c combat against 
skilllltlCf) or Oillcr nyin, units such as 11lllndemawk gunsllips 
or Overlurd amJOU.red 3irships. Ihc Doom Wing doubles its 
elO$C ass.aull factor fmm -t3 to -t6 becauK it's better in air-to­
air ('Qmblli. The 1)01)011 Wing can allack cnemies such as l ite 

O"trlunl announ:d airship al high le\·cl. 

Doum " - jng ZOo -5crn -I_ . 3 FlanlC-Olnnoo TcmplJIC ". -I ::..x al.w.n-e for 
spc<:bl ruics 
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FIRE LORD 

!-ire Lord heavy 3ss~uh bombers ;Ire:l soul t.kstroying sigh! a.~ 
the y rumhle through the ~kic... towards their trlrgc:I~, ThcjcwcJ 
erw::ru~!cct hulls of Ihese mighty daemon cnginCl> ~rc ~tudocd 
with slI'h'clling laS(:anllon, from their majestic wings IWU 
ilion: namc-cannonjul forward like Ihe pinion~ of MIllie flying 
monster of legend, whi~ beneath their span II deadly cargo uf 
fil'e)lorm bombs cluster, ready 10 ram do"'u a maelstrom or 
dealh on their hdpless fues below, 

A Fire Lord mU~1 make a minimum 010" C each tom so it can 
ne~cr b\: ):iven nrst fin' orders. Wheu a Fire' Lord moves il 
must mu"c al lea,t 20cm during Ihe moyemcnt phasc nnd ils 
enlire mn,'e mU$1 be mmlc in 8 ~Irnichl line , The Fi rc 1..010.1 cun 
mrn hy nny nmOUIlI al Ihe beginning urils move but not althe 
cnd. A !-ire lord i)!nlln:s Ihe temlin it pa.'iSt:s oyer as il moyes, 
so difficult and im[lllssahle temlin aren't II barrier to it. 

At the end of ils mOYemcnt yoo can !ca\'e a Fire Lord on iL~ 
flying sland to reJlfesent it Maying at low le\'el in order 10 take 
adyantage of coyer ouch ao buildings, ",UO\Js lind hill s. 
Ahemath'ely you can place it on top ofa C'Up or $imilarobject 
to show that it is climbing high up in the air. When a Fire Lord 
i~ PI high It,el, nny "nit shooting al it must add 25cm to the 
neLUnll'1lnge between 11,,·' ..... 0 modch. This rcprcscms the fact 
lliot ' he Fire Lord's hei)!ht and the cffeels of gTU\'i lY make;1 
eyen harder In hit. Any shonting hy Ihe Fir~, Lord is 
unmn<lifled heenuse;t hps heil!hl workin!; for it mther than 
nguinsl it, As 10lLg as II !-ire Lord is at hillh leyd, eycrythillJ! un 
thc table can sec a Fire Lord and the !'ire Lord ~nn sec 
anything on the ground. If you ch~ to keep /I fire wd al 
low 1('I'cl. it can ~ whatever you can set' from Ihi:: lIIodd's 
eye "iI:",' jusl likc anything else: in S[llIce Marine, 

Like the cannon on the Dootn Willil . the twin name-cnnnon un 
the Fire Lord arc fiAcd so that Ihey only 6re forward. TIle 

TroopT,..", M • ..-c SaylfO l!I "" Wc:aJlOIUl 
'I1uvw 

Sill"1 T''''''I .!().()(Inn ,. .J l_lSc~nnoo 

Alt "MI",I fbl11':'C'Jnnon 
FmClm11\om11$ 

~. 

6rebolt is rcprcscnled h)' the fI:'IOlt lemplRlc. To lin: the flame­
e~nnon, pll\CC the tClllplate so Ihm the poinled end i~ louching 
011(' of the Fire Lurd's flame ·cannon and the re.~t of the 
lempll1te projects strp;ghl ahead of it. Anything lu,der the 
lempl:'le is wilhin Ihe urea struck by the bolt aud will j)l' hit on 
n TQII of 4, ~ VI' 6 un a 06. RCp;.'al this process wi th Ihe olher 
C~\lnl"l b;:fur~ ~~ol vin~ hits. Models hit suffer n _I ~11I';ng 
thmw m{)(htiu, Buildioes clln nl50 bcdcslTQYcd by the name­
cannon. Any buildings ",'hicll arc hit ~od [ail thei r savin!,! 
tllrow collallse illlo IIpming rubble. Thc flame -cmnMn eM 
only hillhinp 31lhe ~mc I.,yc.l so if it is at high le,cl il can 
only hit other thlng.~ nt high level, lll(l ifil is alluw k\'(1 it un 
only hit things at low le,'e!. TIle la.'ICannon on the Flrc lord 
art' mouOlcd so thaI they can fire all round nnd elln lire down al 
£ffiUnd tall!ets even fmm high level. 

t\ Fi~ Lord can drop c l u~lers of fi re .... tOffil bombs u it nlO" CS, 
It can drop three harrage lernlllalcS of bombs dirl:~1ly beneath 
itself as il ntoves . These must be in a str.l.ighl line wilh each 
tcmplate touching at Ica~t""'" (Mhcr. If lhe Firc Lord ends its 
moye at high le\'el. scaner the bomb tCIII I)lat~) D6 em in a 
Ilnldom t1in:clIon. TIIC templates are then Jeft in plact un_lltn.: 
close combat pha:;e and l!t.ci r effects arc calculated lhell. This 
is :Ill unils on lirsl lirc orders have a ehaocc to fire at the Fire 
Lord as It pHOSC~ o,'er Ihtm, If lite Fin' Lord is destroyed, take 
off all thrce boillb IClnplmes - Ihe Fire Lord ""lIS shot down a~ 
it tr ied to make its attack run. If the Firc Lord survives, 
clliculate the damnge fmlll the bomos, E~ch ltloOcl IlIIIched by 
II bomb tcmplatc suffers a hit 011 a roll of 3 or more un a 06. 
Models hit suffer a -3 saying throw modifier. 

A !-ire Lord can neYer be IliflllOO in dose combal by pnolhcr 
Ullit bccauiW it' s ton big and ra.~t. The Fire Lord eMn all~ek 
enemies such 3J thoc Overlord amloored ~I~IP 81 hil:lllevcl in 
close eombUl, 

R:onlle Allnck .. U rn T""8" I'" NOIC/i 

Dk, " U Sa"cMul1, 

""m ,. . , s.:,. $1"~·I"ll'\llc • 

TCI111)1"1" ,. ., 
TCl11pl~I" ,. .J 



rOINTS VALUE 300 

• .. 
.1 

rOINTS VALUE 250 

rOINTS VALUE 350 

SILVER TOWER OF TZEEI\'TCH I 
WARDI NG TEMPLATE 

* 

* 

* 

DAEMON ENG INES OFI.lEENTCH 

1\11.""''' 1'(1)1,' 1' I : '" l ... t" ,',hId. ' '''' h'" 1~1Rl Do. ... 
1>1 .... pOi ... , Vic~ pOintS'" OIIIly • ...-.anltd ....... ,''' Fife 
LonI .. dn!mycd 

MOR,\LE VA l-tiE I: Tho 10ft Lord _ IOU I or_OIIl 
D6 '" PD' .1> ,non!< dcd.. 

VICTOItY POINTS J 
,._ ''IIJ'CIn'. .... !",n. j VI' ....... ~'" fj," Lad ~ dosuO)'od 

II I1.V,K 1'01;",.1: Tht. Lloom WI"'''I .... '''''' ,,"""""" ''''''' 
j'h .. IoIl'''OIll~~"rn1\. 

MORA I. F. VIoLUE I: The Doom Wins "'fI'od ...... ,no>! roll I 
()C more on • 06 10 p.1" III mor~" ctlt<:k . 

VICTOR' rOINTS ) 
y"", """""""'I¢" j VI' '"'lItn ,hi, .... ,..w., ;. brulm. 

8Rr.AK POIST I, Th~ Sil"~t To,"'~" or T~~<ol<h .,< 
_""'y""~IoJIIIIICT""''tr, 

MORAI.F. V,\I .IIr. I: Tho: $;"'01 T ...... ~ o( T"""n&dI_ 
ooIlt", __ .,)fjIo) ... ,,~,_ ..... t . 

VICTOR' 1'0lNTS 4 
Y_~ ... plol\ 4\'P .. 'btaoilltSII, .. T""·"'_btotm. 

TO a§l;emble the ,,'aruins template above, first carefully rcnlQ,'e this page from your cop)' or White DWllrf. Cm out the temp13te 
;md ~Iick iliO a thin pi«e of cardboard (ceRal packet card oc postcanl;i an' ic.lcal ). When the illlC IS dry loCOIe down the centre of 
lhe lempiate In enable lhe card 10 Siand upright 00 your tabletop, 
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ARE lORD FlRESTORM TEMPLATES 

FIRE LORD 
FlREBOlT 

lEMPLATE 

To assemble \he Fire Lord ~mpla~s above. fU11 carefu.lly remove !hi! Plie from your copy ofWhi~ DwlLlf. 
CtlI OUIW ~mplateS and slick them 10 . thin piece of cardboard (cereal packel card Of postcJrds are ideal). 

C Cup)"rialu Gam .. WarbIIop LId 199), AU 11 ... 11.........m. 
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PETERBOROUGH 
~~i~:J~ 

GRAND OPENING 
SATURDAY 20th MARCH 

3 WENTWORTH ST, PETERBOROUGH. Tel: 0733 890052 

NORMAL OPENING HOURS 
108m - 6pm Mon to Fri , 9.SQam· 5.30pm Sal. 

Doors open gam! 

BUY ANY TWO RED DOT ITEMS AND GET 
ONE YELLOW DOT ITEM FREEl 

Eg .• Buy Warhammer 40,000 and Space Hulk and 
get the Warh8mmer 40,000 Balli. Mlnu.I FREEl 

BUY ANY TWO BLISTER PACKS AT £3.99 
OR MORE AHD GET ONE ADDITIONAL 

£3.99 BUSTER PACK FREEl 

Offers open all day (while stocks 1881). 



CHELTENHAM 
~ 

GRAND OPENING 
SATURDAY 6th MARCH 

BUY ANY TWO RED DOT ITEMS AND GET 
ONE YELLOW DOT ITEM FREEl 

Eg., Buy Bloodbowl and Mighty Empires 
and gel Dungeonbowl FREEl 

SUY ANY TWO BLISTER PACKS AT £3.99 
OR MORE AND GET ONE ADDITIONAL 

£3.99 BUSTER PACK FREE! 

16 PITVILLE ST, 
CHELTENHAM 

Tel : 0242 228419 

DOORS OPEN 
9am! 

NORMAL OPENING HOURS 
lOam - 6pm Monday to Friday, 

9.30am - 5.30pm Saturday 



HIGH ELF WAR GRIFFON 



RIVERS OF BLOOD 
By Carl Sargent 

Following the death of his uncle, Count Rutger, J ohannes vnn OJeistift has inherited his 
uncle's title and the family seat, Alptrallm Manor, an ancient, rambling building on the edge 
01' the Forest of' Shadows. Since the old Count's burial in the vaults deep beneath the manor, 
his nephew has been increasingly troubled by nightmares, and in the ea rly hours of the 
mornin g hor rid sounds and noises echo through fhe rooms of the house ... Desperate to put 
an end to his nightly tormenl , Johannes hires a group of' adventurers to investigate the 
cellars and catacombs beneath the house. 

This is a quest for a minimum vf four cXPl'ricn~'cll Heroes. 
whoshouJd "'ave completed II! least one epic quest (such as the 
quCSt for the Shattered Amulct, or the Lichcmpster quest fTOm 
Terror In ThI: D'.uk) before they unlk:rtakc Ihis olle.ll)ey can 
take as many Ilenellmcn with them as thcy likc ... 

GMSUMMARY 
The young Count Jnh~nne~ i~ not being entirely hooest with 
the Heroe~ he is hiring to In\le.~tlgate the ~ t range noises 
COItl;,tg frOll! underneath Alplrnum Manor". While it is II"UC that 
Count Rutger von Bleislif"I is dead. he is in fact Undcllll ami 
lives on a.~ a powerful Vampire. Because of lIis nobility and 
pow.::r, drink.in:, the blood of OI"dlnM)' mon.1s i$n' l enough to 
sustain him. To maintain hi~ dark pt)WLn, he needs the blood 
of eJ:a'plional people like lhe Heroes.lohlllUles looks afu:rhi~ 
uncle wcll. for he himself Wishes 10 be<::ome 1\ Vampire. and 
hup<.·s th"l lhe old Coom will olle day ~i'c: him the blood kis~ 
in return for his failhful SC:fvke. To this fool end he has lured 
the Heroes 10 Alptfllum ManfN", where he pl~lIs 10 tr:lp!hem in 
the WlIlTI!n of celiRIS and catacombs. $0 hi5 uncle can prey nn 
them at his leisure. 

The old Count i~ not unprotc~tI:d. bis dark unucl"p"OOnd realm 
swarm~ with Undead hOrTon. While he was st ill alive he 
employed a brilliam locks'llith and thief In PU t Hap~ nn mMt 
uf the doon; of the ~el1 an; allli catDco,nb~. T he Heroes will 
hove to denl Wilh the~e a~ well as the Vampire's Undead 
servanu. 

There arc 111'0 lcvels o f C8tncombs and eellnr~ below the 
Manur huuse and tho,: Hcruc~ will Jin<.i then\selves trapped 
within the dark passages liS soon us th~y ent~r them. They wili 
desperntely need to find a wily OUt nf the cellar,;, but the only 
w~y to ..:scape is by killing or incApodlAting Count Rutger. 
Fortunately fur them, there is II tomb on the upper Icvel of the 
catacombs which wa.~ con~ecrated by a clerit uf MUrT. the 
God of DelUh. The Heroes can r~t and regain fale points here . 
.... ithuut br::illg 1I1r,)lested by Count Kutg .... r (who cannOt enter 
the room). If they find thb lomb (al Locatiun 1). they have ~ 
$J"IOIIing chance of completing Ihis quest. Iflhey dnn't. they're 
going to end up as involunltu)' blood 000011. 

T hb qU~1 cOnlains' very sped.1 Character Mnn$[er and 
some new rules. The GM nud~ to be very familiar with the 
Vampire COOni Rutger. in particular. 11tis Chllr.Ktcr 1IlOtb\cr 
bas been designed to infuriale Ihe Heroc.~ lind make them 100g 
t" destroy hint! 

.~, 



H.lVt~S 01 BLOOD 

SPECIAL CHARACTER MONSTERS 
SVEN WID ERLICH, 
UNDEAD CHAMPION 
S'cn lUl~ "T,ed hi. maslcr for o\'cr a hunun:d ),CMS. in life 
~nd in d~~lh. l ie ha, magical armour. wcupons and ~omc 
'nl~cennneo"s magic. ~1I of which might come in useful 10 Ihe 
Her~~ or HcnchlllCIl if lh,,}, c.IIn gcllhcm. SWIl guards the 
upper ca!<lc'olllbs level. h~ping imruu~rs 1Iw1IY from Ihe 
Shrine of MOrT. 

COUNT RUTGER VON BLEISl'lFT, 
VAMPIRE 
VampirC$ an: among Ihe mOSI drnded of 311 mon~ler~ in 
Ad\'unceu IIcruquesl. They have many sptdal powers and 
auack.~. nnd Ihe GM should make sure hc is fmnilift(witll (1.11 of 
Ihem before runni,,); Ihis \lun!. 

FU I"SOlllll MouSf{' r, H{'I!CIICraU I1~ 1' .. II)II)It'f, "J\'ulnt'ra bl ~ 
MOIISII'.r : n~ Vampire is all Ihm: of these Ihings. making il 
incrtdibLy dangeffill~! These ruLes :'pply liS per tile niles fot 
i\lIemall,'e MOIl~tel'1'; on Jl<l£e.lO 01 Ihe ArJ,~,loIX:t.I ~krul.luc)t 
rufebook.. 

H),lnotlsts: A Vampire can h)'puotise lIfly Olle enemy model 
within il, Ikalh Zone each combat lum. All it ha5 10 do i~ to 
ga'e nl Ihm l1lO(1el willi its glowing. blood)' red C),CIi. and lhe 
lurgel nlUSI IIlII!;e II sOC<.'¢$,fu] Br.I\"~ry t~t. uthcrwi)OC Ilc will 
be pllral)'s.:d with fear for Ih~t comb~t turri, unable 10 do 
anything except feebly defend Itse lr. If the VlIlllpirc is in 
hnnd-Io-hnnd eomhnt wi'tI the mod.:! it hll~ hypnutised. it 
gains +2 on 011 hil rolls agail1~1 il .~ lurl!~1. 

Sp\!lJs: Coullt \'00 Blcislifl can use the D~rk Wilard spt:lIs 
Firt!lHllI, Ft..'5h Fluyilrs and Smmgrhell Undetul. Dctai1.~ of all 
three of these spe.lls can be found on lhe ne~t (l~ge. 

T WI) i\ttacJ,u;: A Vampire can attack twice in e:u::h eombal 
IUrn, onc blle with ils rangs and onc claw attack. If the 
Va,npin: InJ1icb d;uTllIgc with ils fangs. the victim 5uffe r:s a 
Strength drain. In addition 10 :In)' Wound ]m;s caused hl' ,m­
bite, tile l'kl;1I\ is numbed and chlileu a.nd musl 511btlllCt I 
fmm hi~ curren! Strength seo,·e. Lo~t SlfCngth poinl1 arc 
normally only regained at the erooJ or the cumnl ~xpedjtion. 
but in Illi~ ath'cnturc the ), can be regnined :lIthe Shrine or 
Morr wililin Ihc cellars. 

OI u<ld Pulnts: This i~ a unique rule which 1")111)' apl)lks tu 
COIiIlI ~on Blclslifl. The COUnt ,s a very. I'cr)' old Vampire. 
wnd much mon: po",~rfulthan an ordinary undead mOll~,er. 

Within tm- ~ancluary of hi~ o\\'n cmacombs. he is able IQdlll"' 
upon ancicn! rescrw;s of ~trength;lll IlO>\eT. To rc:po::sentillis. 
the CO\Im has a number of Blood Points wllich he: can spend 
on Ille folluwing special nction~ (only I ~peeilll aClion per 
explomlion or combm \lim): 

(;oulIl 'sAdiun 

To negme Ille en.x:ts orany 011C 
halKl-lo-h:llld blow. or missile. 

8100d Polnl el)sl 

• 
Which nNci; him durin[! n comhat ,um. I Bf> 

o oo1llJllelely IIc~al': 1M ... tfn.·, .. or l1li)' 

5pell~.n111lIUmdi1rinl!acamh.1tlum. IRP 

R~.scl !In), magic trnp.lln)'"here in 
Ihe ~mife dungeon. which tIK: Heroes 
IlJI'e manage!llo di~Dnn. II:iI' 

't;)lel'l"lri rill", ~")' olle Iuclltion within 
dungeon ~nolh.er :!BP 

TelepO'linl: nccd~ to ~ cUnlJuclcd ~arcruJl)' during this 
ad'·entun:. und hints a~ gi\'en to Ihe GM on how 10 get lhe 
besl 001 of Illls manoeuv~. 

The Coon! SUlftS the lI(h'~nture lIo-ith 6 8100d Poims (you can 
U$(: Ihe Monster Wound Mar\:erl\ 10 keep lrack of .hern) . He 
can incrca.'iI! Ihis number hy ~uccessfully hilin!:. Hcro or 



tlern::hman in combal. EOICh lime he doc~ Ihi~. add I mood 
Poinl 10 his loml, but he can never exeeed a 100ai of 8 HloocI 
Points 'II (Iny time (he's bloated wilh blood and sated with the 
IIII1ji:klllmcrgks this gives him). l1Ie Count will always keep 
at least 2 Blood Points as a horsic "hlood bank", to allow him 
to fend ofrthe effects of dHogerous weapons and spe lls. If oc's 
reduced tu leru Blood Puints. h~ turns intu a doud uf mist 
whkh travels \l)w,lrds his great catafnlque in location The 
cloud moves 12 squares per IlIm nnll eun pus~ under closed 
doo~. Withill his emnfalquc. Ihe mbt rc·furm~ iutu his body. 
but tho: COUtit is then helpless and c~o be ~llIio. prtJvitliog the 
I leroes hal'e thoe right lools from the Shrine of MOlT 10 deslroy 
him, If thoe)' don' t, m k:ast the catafalque mom cOllta,1lS all ~ir 
from Ihe dungeo~. so Ihey can escal~. 

The COunt could !Urn into a btu. rot Of ... ·0J( if he wish ..... !. but 
frankl y il 's beneath his dignity. ~ he doe~n't bother. A wily 
and poweriul brute. he is unaffected by many of tile things 
vampires IIfC supposed to be repelled by. sueb as garlic and 
mirru~. TIle lIeroes may find uut about this in the Coun!'s 
~lUdy (Localion M). 

NEW MONSfERS 
The Heroes will encountcr four new types of mon_~ler in the 
CoonE's dUngcons: Giant Rtus. Giant Vampire Ibts. Wolvcs. 
11m! /I new type uf Ghoul . We havt printed colour mons ttr 
euuntrrs of some uf these new I:re~ttJres. which )'011 can cut 
OUt and glue on 10 thin card for use in the ,lime. You will also 
find four Coflillffomb COUl1!en "hkh may be used in the 
Mille w~y. Citadel Miniatures ab.u rtUlke metal mini~lun:s uf 
alltlM'~ creatures. MOTl~ler Reference Table>. ~re gi\'en at the 
end of this Ad"erlwre, 

The Cihnul in thi$ que_~t rakes n slightl y J1lffererll fonl1 to lhe 
Gboul in Tt l'rnr In T he Oark. '1te Ghouls of Blcist ifi MUlIor 
rake victims wi th their filth -encrusted. po i sonou~ ta lon ~. 
causing on extrn Wound damage. Included in Ihe Mon~ter 
Reference Table . They arc a lSo f'tarsQl/le M Ollsters and. 
.... hile nul. dangerous atune. a pack of them can be a menace 10 

any group of Heroes. 

RIVI:II.S OF RI ()()O 

The Giant Vampin' Bat has a .~~ial blood~ucking atlack. If 
tht: bal 5trikCli with a crilical hit (a natuml 12), It does l'IOf get 
additional damage dice as normal. Roll IWO damaGe dice as 
usual. but the Vampire bal will automalinlly inflici at lealit I 
Wound. irre.~flCCli\'e of t~ dke roll~, bccml~ it hAS $unl: its 
yellowed fangs imo its victim's neck. OJlce it has done Ihi~. i\ 
clings tu Ihc character umil killed. 00 5uetessive rounds. it 
gelS douhlc Ihe nonnal damage di~e (4 dice) and, lrreSflCCti\'e 
of the tI:nnngedicc rolls, il nlways inflicts at lollsl 1 Wound per 
combat turn d ue to blood tlr~iniu); . All uttuck~ un 1\ GianI 
Valllpire nat whi~h clings tu a chara<;ler in Ihis wayan: made 
wilh a _] penalty to dice rolls. since it is , 'ery hnnl 10 Slrike Ilt 
tile bill rtlther thnll the person it i~ clingin,il IO. Any rumble by 
SOJllo:one 5tr iking al such a GianI Vampire nal will 
3ul()JIl~lically il'lntel damage 01'1 the chaTllCter heil'lg hlood­
drained by it. 

FIUEHALL 
(;Qnl l)()IICIII: Plndl of Wltrp~I"'l1e 

A ball 01 block lire wilh yellow /Inti blu~ nKme~ hekm!! 
at Ihe edl!~'~ hunles from the caslcr'~ hand lowards the 
chosen target. Place a fireball trmplmle nnywhere wirhln 
12 squarej of the caSter. along his linc of ~ ighl Any 
U\l.odt:l~ (frienlls ur fues ) whi"'" fall allea~1 partially 
unllcr the fireball templale arc automatically hit . Roil S 
tl:lmnge dIce tl) liCC "hat effL'Ct each hll has 

FLESH FLAYING 
COtn IJOIH.'II t : A ,hlirp-bladcd mini:'lure d:ti!gcr 

Th.., caSltr puint~ the IlJ8!er 011 a single motlel lilrget 
withill hi~ line of sight. The targel ,mmedmldy 10~e~ I 
Wound a~ h~ flesh hegills 10 h"hble nnd bh~ter.lInd Ihe 
~kin slar" 10 lIay away froUl its body . Tht.' target aho 
loses I poin t of currenl Strength. Each combat !Urn 
after.\·anU. lhe targel is allowed to make an Inleillgence 
ICSt If the teSI tS faile ... . another wound i~ lost in the 
~amc way and currenl SlIength is also r~duced by I 
putnl . 

I( eilher Wounds or Strenith IlI'C reduced 10 zero, the 
tprget t~ tmnlediately ~IH'n , If Ihe Ime lligenee leSI I~ 
tnHUe, Ihe IHrget .unc~ IIU !Hun: lu~>c~ I,If Wuund~ or 
Stn'ng!!t, hut the Irn;~~ it ha~ ~uffen:d prt\ iously an' tHJI 
undnne The pam of the H~h flaying I~ 50 .\.e'·ere tltat a 
Wizard Affected by It cannOt casl any spe ll s hlm~clf 
until he makes an I t!ldli~enec tesl to cnd the )pcll 
effrel~ . 

STRENGTHEN UNDEAD 
(;ompon~n l : A halldrul o( ~'nl"'" lIu~t 

lllC e/Uler ning) lhe tmt,·c dust lOW tI ... · alr!tl1d whhpc ... 
Ihe in~·antation. A~ h~ does so. a bJlcful moaning ri)C) 
up to the rOOm Of pa~age Ihe CD\ter I~ in . All Undead 
ereatur<:!o ( inehldmG Iile ea~lo:r. il'hc I~ Undead) G~tll I 
Jluitll each ur SlreTl~th anti TougllOe~~, anti I e:dr.! 
damage dice . The eff&t Ia.<t~ fnr one full combat tum. 
Aftel 11m, Ihe co<tU hB_< 10 make an Intrlligenee le~t 

each combat turn . If he makes Ihe test successfully. Ihe 
)pc!i ~ffcl·t i~ ~uslalOed . If the Inlellil!enl'c te.t is 
failed ,thc ~peH effect is immediately In~t . 
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NEW HAZARDS AND TRAPS 
Tile COUnI's clullcombs arc prote<:lcd by doors wllicll are 
locked and Ir~ppcd. 

Lu.:ked Doors: Locked ~ eln be forced Opell by Heroe.~ if 
one uflhem rolls 8+ on u dil-e roll (add I to Ihe dice roll for a 
Dwarf). ~'I ~ny of the locked doofs in thi$ dungeon COllI 3.100 be 
opcued by the Skeleton Key found in Ioclllion G. If a locked 
door can't be unlocked or u.sily folttd open. ft Hero mUSI 
break it dO"'n " 'ith a hefty shoulder-charge. This 
autonlltically work~ , but the I~em hlI~ to make II Toul!hneu 
t~ or lit' wililMe I Woond (thesedoon arc "cry toogh!). 

Tra pped Doors: Many of the doors here lire trapped. 
Indi"idu;!] locations give details of buw these II1Ips work. Yuu 
may wish to consider us ing trapped doors in standard 
Advanced Heroquest &Hmcs. If lhis Ilppenls to Ibe OM. usc the 
tabk below for setting trJps on Uwrs in standard advcntu!"Cl;. 
Trap CUllnlers nre used in the nonnal way 10 place sucb lr4~. 

OOOlt TltAl'S TARn : 

n" TRArTYJ'f, ' O'OT DISARM 
Cl iAI"OCf CUANCt: 

,., Hcl;;;;;;;-\'low .. """I •• ' N~ N""" , Sho, k , 
" .. Poi",,,, fr.n -;;-

, Spike 6 , 
, ::;: --; --;-
8 Ooors.-~~ 

, 10 

--; !No< II 1I 

" eo", " 9 

" 
;<;; ;,:-n;;;::- 1'1>1'''- Nn.w 

" Acid Spun " 9 

Fighting Doorknobs! The door hilS toughneH 7 and 3 
Woumh. lt ~ ulWb by firing solid il'\llllk:Jorlmobs &1 charllClCfS 
up Iv 8 squares aw~y (IV hit 4+ al runge 1-3 and 6+ iiI r4nge 4-
8). Each dvurknob hil i nllicI ~ J domage dice. When the 
Wounds score of Ihe door Is reduced to zero, iT can fire nu 
rnvro:: doorknobs in lhis 111U11111:r. 

Door SwinJEs! When the door is upcucd. h immcdimc.iy Il ies 
right ba~'k intu tiw face uflhc charllCtcr whu vpclll:d it. c~using 
4 dice vf damagc. The only way to keep lhe door vpen is tv 
wedge it wi th 5 iron spikes or a dnner. knife. or luger sharp 
..... cllpon. lind litis mU$1 bI,:. pul ill place liS soon as the door is 
opc:ntd. 

Warp Door : The UUOf in~l:mtly displKcs cbllCllCtCr5 paSliing 
througb it into the warp. They remain I~re for 0-3 cvmb31 or 
e.\plora,ion turns (roll II d ice. divide hy 3 wbile rounding 
fnoctiuns up. and take I aw.y from lhe numbel' obtained). 1llc: 
ehan .. ;ten art unhanned in llll!. Wllrp. but they are removed 
from pl~y durint this time. When they reappear. the GM COllI 
place them anywhere he choou.( within 3 squn~~ of ,he door. 
un the other side from lhe one Ihey wereoo previously. 

Ca~e: When the Ooor IS opened. a metal ca~ drops from the 
cei ling and ;;c,als Qff any cllaracteri in the" squares around the 

oolsick of the door. Sharp O1ellll spikes are then shOl from the 
metal plale lit the top of the cagc dvwn 1,11111,1 those trapped 
inside. Chllrllcters 3re allnwed a Speed tUI to dodge the 
spikC$. If they pa~$ the t~1 they ~uffu no damage. bul if they 
fail Illey ItlUSt take 3 dice of damaGe. I'or every character 
additional to the first tr:tpped in tht tage. the", is a JX'naity of 
+2 to the dice roll. as there·s less room to dodge. So if then: 
are twu people tupped in the clGe. tbey would get a +2 
pen;!]ty while thm: people would gel a +4 JX'llIIlly. 8IId 50 on. 
The bars of , he cage can be bent if 11 cha racter makes I 
Streogth tc:St with a +4 pcnaJty. Only one cbaIM:ter can escape 
through a bole exh lum. bul moK \hlIJI une gap cm be made 
in the bars. of COUD!:. 

SCTeliminll Dour: 'fhc, door ullers a piereing shriek when 
opene4. The GM should immediately place a group of 
Wandering MOllsters anywhere within the charaCteN' Une of 
sighl. as far away u pOS5ible. who rush 10 allick lhe 
characten;. If ,here are monslen; in~ ide D room behind the 
door. thesee~ tra Wandering M"11.~ler5 won· t appenr iMide the 
1'00111 (bave litem hunlc dowlI a passage outside to pincer the 
Characters!). 

Acid Spur1: When the door is opc:netl. ~ jel of cumJsivc acid 
SpUI1S from a seCret compartment buill intu Ihe door. Any 
ehaructcr ~tltmJing UII ~ ""ual\: nexl to Ihe door lIIuSt make a 
speed lest willi II penally of +210 lhe dice rol1. If Ihe chB!1I.cter 
falls. he doesn' t manage to dodge Ihe acid. and suffen; 5 dice 
or damage. Ir any of the ehar~c, ers' equipmelll is made uf 
mel,,!. il may also be affected. The OM rolls II dice: 1-6. 
amlour 15 affected; 7-9. hand " 'eapon is affected: 10. 12. $hield 
is affec'cd. AmlOllr I~~ I point nftoughness rtlling: a Miield 
l!t ruined and a hand " 'capon loses I damage dice. This only 
applin 10 items made of meta l - ~o cbainmail armuur is 
affected but leather lII1I1our is not . AU weapons bnve enougb 
metal in them to be damaged - don't Ustcn tu any pillyer who 
says his Dwarf is carrying a S11,1111,: He! 

WANDERING MONSTERS 
At cel1a~n loclllions in ,he dun&eun. the Heroes may meel 
Wandering MonSters. These locations .re specified 011 Ihe 
mHps. The GM sbould roll a tllee as soon IS any Hero or 
Henchman has a Hne of sight 10 the locntion where the 
Wandering Monsters may appear. If the dJce roll is 1+. Ihen 
Ihen: will be 3n cncounWf with lbcse Wll1Idcring MOIl ~lcrs. 
Consult the Wandering MOn5ter~ Malrix belQw. The 
Wandering Monsters here neyer h"ve any fonn of t re~sun:. 

WANDERING MONSTERS MATRrx: 

"'2 Irrm/(/lJr/,.gMtl'lSlltt(.s) 

,., 2t1i;ml Ibt. ,.. 27.oml)io::s 

'"' 2 Giaut 8;jtS 

, 1 .sk~eton /It I Zombie , 3lo1nb= , 2 Skd'.1on~ 

00 l'! C~nllL!. 

" I Skek'ltlf1 '" j ZUlllbi"" 

" ~ C,houls 
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BACKGROUND FOR THE PLAYERS 
Read lhe followin, 10 ,he players when you're ready 10 begin 
Lbis\juCSt. 

~Yoa an .filting in a II/\"Irrn ""airing In b£ .rltn·ltd wh"n a rQ/· 
ftlC"'/ICr(lwn.l' liltlllfItIiQl" shliffles ai' /(J you (lml/wlIIls )'Ql' <I 
no/c. YOII givlt;1 /0 Iht' Wiwrti, sinri' hit's milch bellu at 
reading Ihan an)' of fht' rUf of yoa. Twiddling his beard 
Ihoughlfi ,l/y. thl! Wi«lrd fl!ads OUI thl! ",tMogt: 

'My gODdfel/o .... '. 

I have nl'ed of rhl' help of .... orthy adl'enturul SlIch as 
yDursd~s. My fwmt ;s )ahamrt's I'on 8/t'isrijr, a yoang 
nnbltwllln .... ha ha.rJusr inlu:.rired lI/1rurijr M(JJl()r afterlhe 
demisI! of my /me/I', The M(IIIQr is l(!fge, wllh exlensil't' 
cd/afs lind caves bdflw iI, and sinet I hal't' lokl!n op 
nsidencl! Ihtrt I how: heard strange sOlmds alllighl ­
,("rohhN,rgr. gmall.f ami Ihl! snalltl (If ,fnmlllhlllg hlti/lg 
dmgged olon/: SIOlle, My do(:. a flercll EJln/i{Jj/ Snorler, 
lil!s in a corner of my drawillg roam with tlrt' hackles 
rolud II/nng IJis bark. wlJimpering pili fall.\'. Ain,t. f IJUl'l! 

mlftd /lfll inl'tsliglile Iht! m),slt'riu of Ihe celiclfs: l/wvl! 
flO map 10 guidt mt, and as a yoU/h f Itorntd my /elll!fS 
and sluditll loll', not lhe .f/I;i/is of Warri(Jfs or Wizards, I 
cU"" /0 flU), you 50 GuM Crowns "pi" .. " if you will 
inl'tSligatt Ilris m),)·ltry. nUJp Iht ttllaTS. and realQl'l! any 

aYlrds or perils Ihertll!, PI~au do nm delay. 1 alii In 
~aflJt,lIl1ud afynurlrllfl 

YQlITS most faldifIiI/)·, 

Jo/uwItS 1'011 Bltistift·. 

Y(II' cmulder Ihis anti look t,romltlfor '''~ lhill IIII:$:;ellgl:r. bUl 
Irt Irus t.lrN.d)' suct,ked "'my. Whtn ](11' ,uk lilt' b..,nlllnfor 
directions to Dltisrift Munor he looks <II }'OI/ slrongtly, amI 
mUliers Uft", ,,'anl.f ofproytr ,,,,der hiJ bremh. AJ if kun 10 

~ rid 0/.1'011, hI: "sh"-,, y('m o"uidr uml direr/S yo" lip Ihtl hill 
IQ Iht: nonh. inSII'U.'I;"1: yllli /(J fIJI/IJII' Iht ""i"i,,~ f(J(ld. go 
pastlht Grol'tof Wo1pC'd Elms. Ihnmgh Iht iron gaits olld lip 
Iht dril'e ... 

YOII reach Ih~ Mallo(' 01 dust. /I is a lang, /Oll' hal/st, b'lill 
ffOln local Slm,e, Us ,mlls cOI'ertd ... i,h /IIms ulld /l'y. Tht dark 
",illdo",s rtfIecl Ih~ clouds ",hic/ljfow OCfOlllilt el'tn;/11: st,. 
ill a cllriOlu fas/rloll , 1'holl$:lr Iht plact appt'urs 10 bt 
IInin/lObiltd, 11t<' door is II/Iswtrtd "s SOOll as YOII knock, 
JOlrllllllCS m n BldS/ift Inl'/Its )'011 ilUo lite chilly drawing rot)m 

mrd o/ft!rJ )'0/1 (I I:loss of dry sherry whill! he explaillS lire 
$il/llllioll, lie it II plllt, t/rl/ll'll ,.,-,m,x mall. IIml J'e(.ms quile 
afraid of ll'hm ntll}' bt fOil/III b<:low Iht Mallor, Ht! d/lims IQ 

IUII'I! bet" slIlllyillg in /If/l fiellhurg for Ihe lo,n fi, 'e year,f. a"d 
hm,,",< tJlJI/oill8 "1m,,, If .. , 1ti.<lOry (If the I,n"u or the 1,,)'0'" ,if 
Ifrl' cdlllrs btlow II, Ht I(Ikts yOI/ fU (111 01" cuM s/Ort, ' III" 
slraws yall a large woodtll Impdoor laid willt a //Iassil't Irmr 
rillg, Tlris. /Ie sa)'s, O~IIJ 01110 a jli8ht of SialiC 'ttpS ... !rich 
Itllds difl!rli), illlU Ih~ ('el/llrs, MI ilwkts is /1 hefty pOll/from II 

rAmif or \Varrior. mrd a mYJtUiOIlJ alll'tllliin Mct/}ns .. , .. 

You may allow ehe playl!r5 10 hAve 25 gold CroWII~ each 3..~:m 
ad~lm~~ frum Johanlles if they .... IIUIIO stop aod aSk for Ihis 
(lind they CWi go bii<:k LO tht: ~i1Il1ge wh~re they w~re drinking 
and huy equipment willi Ihi~ money). f,.'lodify thi s iotroduction 
ic<:ordillgly if the playeNi hun in wilh rhi5 reque~I, Now they 
head down into Ihe cellars ... 

MONSTER COUNTERS AND DUNGEON EQUIPMENT 
~~" ~~~ 

Giant Vampire Bms and Giant Rats 
r-=-==--

Tombs and Statues 



The Empire is the first book in 
the exciting new Warhammer 
Armies series. Each fully 
illustrated volume is packed 
with background, history, 
special rules and a complete 
army list. With detailed, full­
colour painting guides, these 
books will form an essential 
reference collection for all 
Warhammer garners. 

WARHAMMER ARMIES 
THEEMPfRE 

The Empire is the largest and most 
powerful realm in the Old World. Its 
bordcrs stretch from the Grey Mountains in 
the south to the Forest of Shadows in the 
north, cncompa~sing prosperous cities, 
dark forests, tall mountains and contincnt­
spanning rivers. 

The Kmpirc army lisl includes the 
Emperor's Reiksguard, the knightly orders 
of the White Wolves. Knights Panther and 
Knights of the Blazing Sun. The Empire's 
infantry and artillcry are covered in detail. 
plus other special troops. Kislev allies. 
Haln ing and Dwarf regimenl~, and more. 
A full list is provided for you to include 
heroes. wizards, and monsters into your 

army. A separate seetion introduces hiMorical characters including the Emperor Karl Franz, the Grand 
Theogonist of Sigmar, Magnus the Pious, Tzarina Katarin the Ice Queen of Kislev, the Supreme Patriarch of 
the Colleges of Magic. Marius Leitdorf the Mad Elector Count of Averland, ,md more besides. 

Special rules include details of the innovative machines and weaponry from the Engineers School of Alldorf­
the War Wagon. the Hetblaster Volley Gun, the Steam Tank of Leonardo Mimglio, and repeater hand guns, 
plus rules for anillery devices such as mortars and great cannons. 

'Eavy Metal - Vivid colour photographs of the Empire anny painted by the world's best miniature anists. 
Includes painting details for many models and a guide to the different uni fonns ofthc Empire. 

COMING SOON! 
The next two volumes i l l the series will be the High Elves. 

JolfowetJ by Orcs and Goblins. 

The Gimes WO/Uhop logo and Warfllmmet are 'III_III.-!tridamatb 01 Gamas WotkatIop Ltd. 
Gimes WMIshop ;. • IrademIorlt 01 GI~ WOIbhop Lid. C GII!liIS WotkatIop Lid. 1993. "'1 righll , ..... ed. 
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CELLARS UPPER LEVEL 
LOCATION A: THE ENTRANCE 
When the Heroes arc 1111 beyond the first twO sqUaRll of thi! 
lirst Il'IsSlIgc !;t:clit)ll. then,: i~ • tn:rnt'noous cr.uh from behind 
tm,m amI th~y HIm to :lee massive SHme blOl:\.:5 falliol from 
the cellins comphm:ly blocking the way back! There is 
nMolurel)' no way ror them to retufli bile!: up tile siairs L""'y 
carne in by. 11u:y are now Ir.l.l'ped. and ha\'~ LU find anuther 
way out. II disembodied. evil laugh can be heard drifling 
down the pasugewa)' llhead ... 

LOCATION B: THE COAL HOLE 
This room WAS once used for Siorin); ... v.ll HmJ tirnbt:r. l'hcIC' S 
still II ~IOIltly, sooty uu~phere in hcrc and you shookl apply 
a -2 penally u') aJ! hit mils for mi.,si le fire into Ihis room. Tlk: 
~keleton5 Ilere hnl'c no treaSure. 

LOCATION C: TRAPPED DEAD END 
There is 3 l-in!tJnll trap in eH~h uf the twu (ml Slluan:s uf this 
!ledinH. 

LOCAT ION D: STORAGE CHAMJlER 
This room has a lmpped door which is nlso locked. The door 
mlp is II Swinging Door lrap, which is aeliv~led as W<»1 a~ Ihe 
door is opo;:rlrtl. In siiJo:.lho: room, tho:. llerucs will be able 10 see 
~ad:s. rouen harrels. great broken bell-jllrs nnd similar 
rubbi~h, 

CELLARS 
UPPER LEVEL 

If the Ikrucs oven:omll Ihe 'tombies, Ihey can search this 
junk, If they do, 0 Giant Rm jllm~ QUI arM.! bilcs " 'I!oc:vcr iJ; 
~ea rchillS (if nlOre: Ihan one chllr~ch;r is sCMrching. 
delermine who gets biuen ronoomly). 1111~ Giant Ral ;nmcts 
all aUlomalic Wound b«au~ of ~urpri.'ie. and lhell it fighl~ 
normally, When the Heroe.~ dr~p<Ke (If lhoe (jiRIII Kat they 
can fioo a 10' rope and 10 Iron spikes hidden in lhe rubbish, 

LOCATION E: SWIVELLING 
PASSAGE 
When at lea~t IWO I leroo:~ ~tund alons; this passage Sttlion, 
thc whole pauage ~ee l!On swive l ~, It i~ hinged along it~ 
nonh ~!dc. and il~ !\OUlh ~idc ~in\ply (ails down.~ thallhc 
passage section becomes a huge flnll! Any Heroes standing 
011 lhe passage section 31 Iht time arc dumped down illlo 
l ocation F (SC() be low) and suffer un aUlomalic Wound. The 
passage section then immediately nies Imek op and forllls 
)olid ground aoovc tho; HcrO\:s . Thosc who have fallen will 
he trapped in l..ocalion E. Tho~e ~ti ll nhovc can dCJ;Cend hy 
cnrering Ihls pn~sage ~ecl l(ln and taking a volOl11nry drop, or 
Ihey carl hammer SOllie iroll spikts (5 per chllrot:1t:r to work 
properly) and tic rome rope around Iheir waisl~ ( 10' of rope 
per characler 10 work properly). If Ihcy do Ihb, lind Ilten 
Step OntO Ihe passage section. Ihey will gCt drtlppcd down. 
bullh~ roPl-' will prcwnllh~'111 from railing on IU till: ground 
in l ocal!on F and Ihe)' "'Gn't suffer aUlom:uic Wounds. It 
mkes one lorn 10 Milliner spikes into the Hoor Ilnd lie II rope 
around a ch:tnY;u,;r') WHi)l, 
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LOCATION F: THE MUMMY'S TOM8 
"'n~e the long mom pie~ ~~ide the pa~sage section which il 
drops illlo. The skeletons. ghouls lind mUlllmy in here nn~cI.: 
feroci o usly and they get 10 move ~l1d ~ c t Ilrst againS! 
characters who have fallen down into thi s room. Characters 
fall imo sqU!lreli (iire.;:tly below lilme o r the p.a.~age seetion E. 
whkh i~ din.:ctl y above Ihe Ilorth portion of this rl)()m as 
shown. The: .mummy "''l'ars a magic Amulet of IrOIl. 

The mummy's 10mb is covered with II thick wat of tuouldy 
fungi , mnd any Hem openin! the tomb to gel at the tn:~ sun: 

inside is automalically affected liS by /I ~hgic Mushroom 
Huard. Inside Ihe tomb. the Heruc.ll will lind a bllg Wit h 150 
gold crowns. u quiver with 12 arrows. aud a Magic Spear 
which Inflicts I cxtrll damage dice on II successful hit. but 
which IIlsu fumbl es on 1\ rOll of I or 2, which Is douhle the 
usual fumble challl~. (Don'llel1 the players aboul this ulltil 
appropriote - that is. when the character using the spear rulls a 

2.' 

LOCATIONG : 
TOMBS OF'rIili SERVANTS 
This room is full of skeleloos and ghouls. gnawing BI !be old 
bones ~allered around the lead coflins (the cuffin~ are ~till 
stnled, 'hough). Both the doors to Ihis room an: trnpped wilh 
Fight ingl)oorknob traps. A$ soon liS one door i~ opened to 
thi s chamber. the other door ,ulluJIIHti cM lIy ()pell$ and the 
nlon .~ t en in~ide will come uut to ligh t ul1le ~s there ~re 
characters blocking Ihe way at ooth doorways. 

AU the coffins are scaled, and ClICh om: is trnrped (determine 
the LrJps ramJolitly from the Che$'ll'll])!i; t~ble in the Advaoccd 

Hemqucsl rulcbuuk. PlIgc 33). 11le Iml cortin opened COOlairos 
a wilhered body. in rocted butler's c1Ulhc:s. with a guld bracelet 
worth 40 gold cro ..... ns. The second coffin contains a roonnal 
s kele tun which jumps out 10 BilliCk. If the OM wins Ihe 
initioli"e. the skeldullliltads first in Illtc fi rst combaltum. 
This ~ke leton wears a hnv)' girdll!d leather ~lt. on whkh 
liMeS a llUr5econtaining 30 gold cmwn~. and Q Skeleton Key 
ITlllde uf s ilver. The third coffin opened has ~ rotted body 
dre~~ed in the remains of foounan 'il clothes (the red doth ur 
Ihe Jncket lind go ld threading of th(~ epaulettes can be secn), 
but if this is opened. any characler standing in II square nc~ ! to 
the coffin mU5! make a Toughness test. as a filthy duud of fool 
gal' spreads around it. If the lest is failed. the charneter luses I 
point of curreut Strength, and doesn', regain lhi~ until anOlher 
twu cumbats havc been fought (u nless a Fllte poin t is 
e~p.cnded to '",oid this. of course). This last coffin has no 
,-~ 

LOCATION H: THE DEATH CRYPT 
PliK'C thewp; britJ\:c 5(.'1:liOllliS shown on llJe map, bllllell the 
Heroes they cunnut sec wh3t is heluw ur beyund it since a 
hCllvy fog obscures "i ~ion. If II character ~te ps acm.~s the rope 
bridge, he ellll sec the pit beyond and, if he ~llInd5 nt the fllr 
end ufthe bridge. hec~n see the t.loorllCt into the bottom oflhe 
pil. A chMlICter can get dnwn inlo the pit by jumping (which 
mCliliS he suffen; I automatic Wound) nr by being lowered 
down on a rope.. Only two characICr& can stand in Ihcpit at any 
nm: time. If there is a Hero standing in the pi t.. il is nUl pi»sibk: 
10 UM: missile weapons to lire into the crypt from the tope: 
bridge. since !be angle of trlIJcctory is (00 grellt . RenlCmbcf' 10 
tell the players thi s when the.y up:n the door Mil'" 'ill ht the 
crypt'~ occupants. If they insist on shooting. then lhei r arrows 
will automatically hit the Hero Of Hen<:hma" standing in the 
doorwa), duwn in thc.pil. 

The door in the pit is only 4' hith, which make~ it rl ifficilit fnr 
any Hero other thun the Dwarr to light normally. All y Hero 
other than the Dwarf fig hting the no.."'\Ipanl.~ of me crypl in the 
doorway s hould suhtract 2 fro m all hi~ In hit roll ~. This 
penally doesn' t apply ins ide the cty pt . which has a 10·fool 
high ceiling. The door tn the crypl is locked. and is also 
lrapped with an Acid Spun tmp. 

The Giant Vampire Bats inside the ctypl arc illttcted with a 
filthy disease: their teeth arc ycllowed. sali"" foams 111 their 
tiny mouths anti tltouls untu tIK: nOOf'. Because their bites are 
disensed, they inn ict I addi tional damage dice on II ~uccesdul 
hit (this applies to their bloodsucking auack too). 



Read tile following to the pla)'crs w ..... n thc.-ir H~ruell arc able 
to gel past the bats and see what b in this room: 

1\0'(1 blaet .... QOd coffills S/(l1IrJ in Ihi$ dllllk //lui di~mt/I 
cha",bu. bOl/nd (lnd hilllfe,1 willt hrrmze. ",hicll is 
nd,~d .... i,lt d(/~k r"nfl. A ,wll'"ltIe Ullrn nf f'~11 
II/rrolmlls II/em. and II.e \V;~anllllnmllJ )VII UI/US "'0/ 
Iltf' coffirr_,' '/lCm.fell 'es are ill SOllie "'11), magical. 

The 1\1'0 comus inside thi s CryPI tlfC "CTy hUlllr(!OIl$. Each 
contains the body of an Undea\l Champion. and ~ ~ won ~s olle 
Is openerllhe (jlher opens automatically. If any attempt is 
mad .. 10 des troy the coffins (by smashinG thcm with a 
Wllrhammer. elc.). both open at UIICC. Spdls (StKCh liS Jnf~mo 
QIIJt.owrr) dl) MI affect the cofli M or the Chompions insid .. 
them. and the coffins do not open If 5uch II ~ pell i~ used. 
FunheT1llOl"l:. powerful CllI:hanlJlIClI1S laid O!lthc rofli ns ma~e 
lhe Undead Ch:lll1pions more danKclUUs thall usual . So long AS 
1m Undelld Champion SllIrlIls wilhin one ~u3re of ill; coffin. it 
is Ireliled liS H Re~Ctll.'rHlillg Monsier a.1d 1~ al~ immune [0 

Bny fire,~d §pcU (such as Flaming /llind III /)eJ'frtlt·liflll or 
"t/~fI") (II Doom). When the I ' lernc~ Qrc ;n combat with th~ 
UnllcH\I Champions, read the following 10 Them: 

Tilt rtJ glow il'I/H~ <'Ycs IIf lllt Undcad horrors is 
ma/citrd byo I'rrytfim.joimly p"lsillg rf'll g/(lll' coming 
from tach ofllrr coffillf ... 

II is posSIble to destroy [he COfliM. and doing Ihi~ will cancd 
lhi,: magil:~1 clTo.x1lhc), ha,'c on lhe Ur>dead Cl'InmpioM. Each 
coffin has a Toughness of7. and ~ Ilemcs will need 10 inn ict 
Ul lell~t 3 Wounds on i l with a h:md " ·eapon. This should be 
t~kcn inlu a..:I:OUIl1 if the Heroe~ Iry to snlMh the coffins 10 

begin wilh. but ollee lhey're lighling. if one or n\()fC OflhclD is 
Qhle tn ~t ri~e al the coffins and destroy tlwm Ihis will weakcn 
Ihe chmnpion,~, 

l:;nflUy, within each of thecoffin ~ is II bog containing 100 gold 
erown~. 

LOCATION I: SVEN WIDERLICB 
The seCTc."1 d oor ent ral1ee 10 Ih is room is locked, and also 
Impped with two tnlp5: a Dam Ifap and a Shock tnlp! This 
COnlbined IflIP was prep3red \I' ith exceptional cunning and 
ing .. nuil),. so (he,'c is onc Spot Trap5 chance for the 
combination ( 10 o r above) . Each Irap must be d bllflUc,J 
separalely. and 8 roll of 9-1- is needed 10 disllrTll each one. 
When the Hcrocs opcl1tho,: \1001'. read the following tl) them: 

/iMide Ilris gllm-d T(Nm, SIIIIIII.< <III /Jmlemf ~·r"lI.IlIrr clad 
ill dlllill muil {/lI(llte/l;"g n fK>II'<lrjl./·/M/dllg .n"(lrd ),(1" 

gll~Jt might tw mugit' He $t""d,' ,,·ill.ill (' ""'Sic r irl:t... 
mill WI allra af ,m(8), craek/u OrQltnd !Jilll. He slal/ds 
I/" ile .will. II",: gri,lI/i" g rictus of his bOil}' tau 
ehllll~l/sing yOll to <'O"H! tNfort him ,md tae~ IIII' lWei 

""he kUII· .. dg .. d blad~! 

While Svcn stands within this magic circle. he is immune 10 
spells and missik fire. Any spc ll~ :md miSSiles ltv"",',) ~l him 
Ilmpl)' bounce off the aurd of Inc m:l!1c; cin:: le. Ik has Ihe 
following magical ilems: 

• A Sttit of enchltnted c hain mail which add~ + 1 10 his 
Tough"ess above file o.<;ual for chain llnml Toughness is 9). 

• A MAGic Sword which add~ I 10 hit rn lls Qnd damage dice. 

• A pA' (of Magic St~1 BOOI.~. 'These allow him to make a kid 
a1l3l:k ill addi tion 10 his sword :IliacI;, Sleel boots aUow [hi~ 
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cXlra 811ack with a WS of 2 below the u!'Unl for a characlu (!oO 
for Sven. WS is 6 wilh [his al1ack) ttlld It Succc5~ftll kick 
inflict!; 1 damage dice. 

• A sih'er flask \I'hleh holds 2 doses of PUliQIIS of Healing, 
Svcn cannot drin~ this p<)[iun. since he only hll.~ 0. ~kejetal 
body. so he. will no! II)' to use it during cnmhBI. 

. 111n."C smBII tinger bones which Sven can eMI imo Ihe ai r al 
any lim~ durilll1l"Ombill. while 1I1akiILg anneks as nonnal , The 
bone~ will loud ill ~quares of the GM·s ~hui~·~. FrUin C~l'Il 
bone, n nOllllo.l $kelellln wil! ~prin!! up IlJId each will mlm:]; the 
n~af1:'~1 dIameter. 

All Ih~~ magical items are usablc by Her0C5 or Henchmel1 
when they o\'en::ome Sven. 

LOCATION J : THE SHRINE TO MORR 
The door to this room is loc~ed. ;md cannot be opened with 
lhe Skeleton Key. It i~ alSO) heavily Irap(ll!d, wilh a Dans IfliP 
and an Add Spun trdp (dClerrnillc chances for spotting "nd 
dbnnnins sep~rat~l y as nannal ). If the Heroes tJpi:n Ihl' tiour. 
reJld Ihe following to [h~ players: 

r (IJ1 gCI n plcnsalll Sl/rprise /Iere! T/.~ mom 1it',I'(Jm/ is 
quiet, Ix", (md 1'(lOCtful. You lU lite lillie (If lit .. god 
/Itorr, XlIImlifll' oJ'lI,., Iin/d, au '''te far ",all. II fttl! 
wdeomillK IlIlll Ilife h~re. 0 hol"fl. frollllhe horrors )'OJ, 

hnl'f' /m"te,ls"for. 

No enelllY erelllUle (including Count I{ulger) c~n enter thiS 
c hamher. The fin t time (on I)') Ihal the Herol·~ (II nti 
Ilenc hmen) elHer Ihi~ room. they regllin .n lost r~tc poinl~. I f 
the Heroes search this 100m. One of them ~utOl1lalic~lly find~ a 
small secret door in the wall (by Ih.· fUlle). 'ntis can be opened 
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ea!il y. and inside Ihe alcove is :m iI'ory ~askel (this is wonh 
30 !C old crowns). Wilhin Ihe c uskel Ihere is a POlion o f 
He~lini. ~ Potion o f Reccrn::rauon lind ~ RIng of (jrealBe$$. 
l'1Ie Potion of ReXeneralioo o110w$ Ihe t.lrinker to regain lost 
WOImds in the SlIme way 1I~ II Regener.lling Monsler doe~ h 
cau be drunk :11 Ihe (lal1 of any llIm, and its effecl~ 11l.<;t unLiI 
tllll end of the lleXI combal: 11te Riug OrGrearness renders the 
..... earer immune to fur caused by Fearsome Mons te rs. The 
plnyer also In;lu nn exi ra dice of damage again ~1 Large 
Monsters, and may ignore Inc specia l rulcs which apply 10 
In\'ulnerable Monsters ( ie: the riug wc:mr docs not havc 10 
roll a namral 12 amongSt hi~ damage dice to in fl ict a ny 
Wounds). Addit ionally, the re Is a ..... ooden slMke with the 
symbol of MOlT inscribed 1.1n i15 surface. loxcthcr with a small 
..... ooden mn[]el. around which i! wrapped lhe following noll': 

To wbom may come ;after mc ... 

The fiend is dose: by now and I 
have little time left. If I had been 
able 10 banish him to his great 
silvered coffin. I would he abJe to 
drive this sanctified stake through 
bis dark heart and destroy him 
forever. But he is too strong. and 
now I must meet my £ate. May 
Mort protect you! 

Duo. Priest of Mort 

Finally. the casket contuill~ a grim1.1irc. whkh h~) ~U four of 
the Bright WilMd's initial spells wi thin il (if you have a Lighl 
WilHfd from Tcrror in Ihe O~rk yO Il sllould 5ubsli tllte tile 
Li,hl WiLlll'll Sl~rtcr ~pcl1s inSlca\J). 

LOCATION K, TRAPPED DEAD END 
There ure tWO leather bags piled against the IWO cnd·sections 
of Ihis d end cnt.! . ERc h el)nlilins 5 gold crowns. hut 
unf1.1rluna tc!y each ~\I"lIre i~ ~I s() lrappet.! with ~ Filllill£ 
Blocks trap. 

LOCATION L, RAT TRAP 
The "Tre~sure Chest" her~ is anythin¥ Ollt! When ~ny Heru 
5t:tJld ~ within two squares of thi s object, the lid flies open Dnd 
a p.1irof GiHnl Ratsjunlp QUi to ~t t1r<:~ the ne~res! chaf1tCu;r(s), 
On nch ~ub!iCqllent cwnbatlUm. IWV more GiMnl Rats fly Ollt 
of Ihe c hest 10 allack . You may plu\'c Ihne Gian t Rals 
anywhere lI' ithin 10 ~U3res of the chest. hut alll'ay~ as near as 
pos)ible to il . and you may il:nore Death :tones wilen so 
ooing. Giant Ra~ ollly StOI) 3ptJe3ring from the chesl wlJen aU 
characters are at least 4 "'IU3H~5 away from it. or when the 
chesl I~ de.~tm}'cd (i l h:u tOllghne.~~ II and 3 Woond~). Simply 
s lamming the lid s hut won't StOP Giant Rats e merging ! 
Arrows and thrown spe:ll$ jlllt bount'e orr the chest. bul it can 
he damaged hy spells, hand-held weapons. and thrown axes or 
hammers. 

LOCATIONM, 
COUNT VON 8LEISTlFT'S STUDY 
This room is dei:oralcd wilh a hUSe comf0l13ble ;umchair (usc 
Ihe Thrnne, bm nn special Ololle rUles apply) and olher 
furnishings (if you have "'B Games Heroqucsi you may add 
the BOl.lku!iC and T~blc hcre). The Cuunl b scaled 1.1n the 
Throne lI'ben the Heroes enter. Inilially, he leal'cs cornbal lo 
the Giftnt Vnmpire 8 11ls too Ghoul, and his GreIll Wolf. using 
spells 10 aUIIe)" 100 Hcrocs from a disuuK."C. Ir appropriate. he 
uses a Blood Point or 111'0 11.1 negate spells cast at him. When 
he can do SQ, he will lIy from his Throne (Ile ignures Ocuth 
Zones when lIy;n!:, lind he c~n ~Iw lIy IhrouGh .ny StjUHrc 

with a Giunl Bal in il ) ~nd tries to regain um: or two Blood 
Points by biling a Hero . 

If Ihe Cnunt i~ reduced 10 half his normal Woond.~ nI' helnw. 
he will wrap hi~ cloak about him~lr nnd fl y !traisht down lhe 
pi l. The GM mU~l m~ke $ure tile Count doe.~n · 1 die hen:--try 
not 10 ron his Blood I'o lnts dnll'n 100 low. let him escape while 
hc 's still fairl y h~ ahhy , hc's goi ng to make anothe r 
appcnrnncc, afler nil. 

If the Heroes drive Ihe Count off. they enn search Ihis mom, 
1l1~rc is H SCIoli wilh Ihe)pcll A~lIle Qflhc Pheonix wriUCf! on 
il hidden in lhe bl.1l.1kease. The Trcusurc Cllest here is Imppcd 
wilh D i'irehaI11rup. hUI nll il eonwins is a nme from lhe Count. 
Re~d the folinwin, 10 Ihe plnyers when Ihey 1I11(l tlll$: 

My dear fools. 

There is no IrtasUrt for you here. 
only dalb. My cxcelleDt Dephew 
brought you 10 your doom. Jured 
by your own greed for gold. I 
look forward to sampling your 
delicious. warm. spicy blood! By 
tbe way. if you believe those old 
tales about Vampires being 
affected by mirrors. symbols of 
effete gods. tunning water ;and 
such nonsense. you are fools. I 
enioy garlic personally. it's thc 
Brelonnian blood of my g,cat­
grandfather. Doe of my power has 
no such weaknesses! 

DOWN THE PIT! 
The only way tn gel down 10 the lower lel'Cl i~ hy dropping 
down the pil in this room, 'Ibc flool of the lower level l~ 20 
feet dowu. Ir any character simply jumps dOIl' II . he suffers 2 
autorn31ic Wounds. A chur:lc ter descending c .. refully on a 
rope (held by mher eharac tcrn nr hed In the ground abol'e 
with 5 iron spikes) must make a Speed tCSt . If the teSI is 
successful. the character suITcl'> n1.1 Wounds. If he bUs. III<: 
character slips nff the rope during his dcse<: nl and suffers I 
Woolld . 
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CELLARS LOWER LEVEL 
GM'S NOTES 
The lower level of the dungeon i~ very dangcrou~ indeed! Tbc 
HcrQC~ drop down Oll'O the squnre.' marked in Location N (or 
liS clost liS p<»sible if monsters and olher chAracters oc.::upy 
those squares) . Use the Count's Blood Puinls and Iclcporling 
ability 10 lure them away f10m h i~ rcallOmb in Location T. 
The reSt of Ihe dungeon is filled with monsters and Iraps 10 
weaken the Iitrots before Lhc CounllllT'ivc$ 10 gil'c the coup 
de grace.. 

LOCATION N: WOU' GUARDS 
Then,: /lCC three areal Woll'¢! in lhi~ bare room.l!ach wears II 
kalher eullilf with IIglQwinS red gemsct into it. While a WaFr 
wears one o f these collars. it is it Regenera/inN Mvns'u. A 
character can try 10 chop tile collar off wiLh a blow from II 
swurd or liagger, bUI when trying 10 ai m for the collar he must 
.~uffer 1\ penalty of·) 10 the hit roll. Dllmage caused i~ only 
hnlf normal damnge dice, but the cullar will be cut aW8Y and 
the monSter StOPS Tegenerming. Oon ' ttell players this unless 
they spccificlilly ask whethcr their characters c~n try to do 
someth ing Dboll! the collars. The coJJar5 ~'annot be used by 
cllIlnK:tel'$! 

CEllARS 
LOWER LEVEL 

_ Tomb 

LOCATION 0: FAKE TOlVrn 
lbe <1M/" fO thi~ Chamber is locked ami has a Spike tmp. Iflhc 
characters defeat the Utldend monster!; here. they find what 
looks like II silver lomb with a lifelike etching oflhe Count on 
i l ~ ~ IA b. Howevcr thc silver is JUSt a thill ,'cucer and tllc tomb 
is really tlllide of iron. 

If the Heroes open the tomb. a ho llow laugh c~·h~ up fl"l)lIl 
inside 1100 • Gas Imp ;~ sprung. I n.~ide the lomb is II lealher 
purse with 100 coins. These look j ust like gold crowns, but 
they arc m~de of copper with a thin gilt coat and an: worthless. 
u the Heroes wiJ1lind (Ill! w~n I~y try II) buy anything with 
them. Whoever they gi\·e lhe ··gold·· II) will be so offended 
that he will increase his prices by 20'J,! 

LOCATlONP: 
THE CORRIDOR OF POOLS 
Place two pools in this long corridor as shown on the IIlRp. 
111t~ poolg are special Imps. They appe~r tl) cOllIaiu wateT. but 
thi~ i~ an iIIu~ion. and the WilllJd will be able t(l delcCt this if 
he make.c a .cuccessful Intel ligence test. I [owever. the pools 
are some 15 fecI decp and will tm,'e to he cms~d. They can be 
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jumped ucross, and no Speed test is necessary to ~void fal ling 
into 11 pool. HowCl'l'r, whenever a chanu:ter jumps 3 pool, roll 
a dice: . If yuu roll 7+, a fire:bllll hunle:s upwards from the 
bou om /lnd rhe character jumpin& mUSt make a Speed lest 
willI . +3 pena lty atk.k:tI to the dice roll. If he: nUlkn the test. 
he: isn't harrn~d and lands on the other side. If he f3i ls, he 
suffers 5 dice of dam:lSC: :md has to make a Tooghneu tc:.~t a.~ 
lI'e1\! If tll;~ ;~ f~iled, he lantl~ heavil)' 011 tile OIher ~ide oflhe 
pool. fal ling doll·n. and suffers an UU"8 dice ord:'tnla!;e. These 
tr:tps are not activatc:d by the: Count him!ltlf. of COUBt. 

Wander inll i'l'iollliter: As soon;u you han two chJr.lcters on 
one~idc: of e:ilhcr pool, and the rc.~t on IIIe ntller side.. a pall)' of 
Wandering Monsters will arrive. heading out of Location N 
towlmhi the chmIClcrs~ 

LOCATION Q, THE SKELETAL GUARD 
Thi~ old ~rlll oury i~lIIl1l1nctl by lin Undclld Ch~mpion and 
thTl'e Skeleton ulLemlams, TIlere is II weapons mel< here. so if 
you have r-,IB 's Heroque~1 &lime yo u can OM: Ihe wenpons /lick 
picee for this. Most of the weapolI~ und unnour in this room 
are rusll~d and useless. with the exception of two sword~ and a 
~uit of man 'sized d rai n mnll nmlOUr whiCh nre all usable . 

LOCATION R, SECONI) FALSE TOMB 
Thi5 large chamber i~ dmped lIIilh ronen bind; wnll hnnginv 
lind fOld 111011 mosaics ponraying lhe Counl ripping Iluoot5 001 
or h i~ vi..:liIll¥! TIM: 1II01l$lcrs hen:. the two Mummies. have II 
speci:11 defence IIIbich make:; Ihem very dangerous. They are 
immune 10 mngiclll ulIBCks o f nil kinds, but euch l ime /II 

r-,Iull!lny is hit by II spcU whieb would nOflmilly cllusedamagC". 
roll damaxe dke as u~ual. ror each Wound or damage which 
would have: heen cau$e(I, !he Mummy gains t Wound point , It 
i~ j:lMSible for a Mummy to e~cc:ed ils norrllal Woultds tota l in 
thili lI·ay . Ir such II spell is uSo!d, lilt; Mummy actually appears 
to grow s lightly! Wben Ihe lIemes enter, tell them that the 
Mummies shimmer wilh • fnint magical light, bill don' , te ll 
!he pJa)'CfS ",hat the Mummies' special derence is. 

The tomb i, an Imp<ls in&. gren t ~arcophagus SOllie len reel 
long, and its sculpted surface show~ the Counl «:clining. It 
needs lwo Ilel'OC.'s to lift the lid orr. and these I [emes will nlll 
be: able to perfonn :t.Ction~;n Ihe fi~t comlxlt tum 10 oon~ (Ihe. 

lid i~ very Ilen ... y) . "'1"0111 Inside Ihe lomb, _ 5eething mMSS uf 
blood· ted, ve inW. bl~ck rub~ry tentacles burst~ forth and 
:t.Llad;~ ~lIlhe characlc l"lI in Ihe mom! The tentacle mo~s ha~ 

Toughne.~~ 7 and Wnllnds 10. nnd 11 fi lls theemi«: room as it 
bursts OUt. milking movement impossible. 

The temacleo ean aunck everyone 1I1H1I Ihey them~elv« l'lre 
destroycd: they hal'c WS II and cau.~ 3 da!1la~e dice on a hit. 
If a critkal hit i, rolled (a 12). a tenucle wraps ;tsc:lf about a 
c haracter'5 !hrOnl Dnd ~Iaru II) ~ I rangt.., him while nlsn 
draining blood through a puncture wound in the neck! On 
each ~'ombat tum tbcn:aI\er. the char.u.1er automatically Iosc:~ 
I Woond und the tentncIe mus, automntical1y gains I Wound 
from the nourislling blood I 

If Ihe ch~mcle:rs manwge to destrtly the lent3cles, the ma" 
bnrsts and the noor is suddenly covered wi lh foul. sticky 
blood. All the HcfOt!; KCt a Good dose uflbe muck over them. 
and h'lYe I po:nahy or I to Speed SCQf"eS for the remainder of 
tile upc:dition, unle!>.o the muck gel~ huf11"'(\ off with a fire· 
hased ~pc: 1I (such Ill; a Fireb311, 50 jumping o,'er a -poor ' in 
Location I' can actua ll y have OI~ ~ndicial err .. ct!). TlM:re is 
00 trusure in the 10mb. 

LOCATION S, THE STATUE GUARDIAN 
The onl)' way Into this chambef is via the S«:«:I door sholOoll 
on tho::: map. TIle dOOr is lucked antll~ an Acid Spun trJp §c t 
on it. Before: the door oppmite .~tIlnd~:I great MO~ statlJc: of D 

wolf-headed man with gian t b':l1 wings. tfY!}1I hD"'" the Terror 
I!I The Dark supplement. you e~n use Ihe SI~lUe <:ou nter ror 
tlli~. TIte room illOtlf i~ drJpc:d with black ;md rfd cunains 
covered in vampire bililksigns. "The door behind lilt; 51afUl' is 
made of a deeply red.$ulined wood 

As soon as nnyone opens the main door the ~lalUC Mimatcs. 
l'1li1.1 the H .;rQeS will have 10 destroy il to reach thc door 
opposite. TIM: S\.lttlX' ha~ Toughness 10.4 Wounds. WS 91lnd 
a hil inmcts 4 dice of damage. If" chl'llll/lter rumblCi!i lI~th a 
hand weapon lI'hen fi~hlinll the st~tu .. the weapon breaks un 
the hard $tOil .. ofthestolUO:! 

When the Characters enter this TlHlm. the Counl will be 
standin! bes ide Ihe Uatue (al~uming he 's still around and 
hDsn't been banished to hl~ tomb). bu t lllUI retreat tn LOCDtion 
T beyond as soon as his Wounds arc reduced to half normal. 
Aillhe Count h:11i to do is 10 lOueh Ihe red d oor. li nd he 
aUlom~tical!y rnss~s righr Ih rollgh it ililo the rOOIll beyond. 
Thi~ onl~ works lor Ihe <':011111. Ur COU I'OI: . 

LOCATION T, TilE TRUE TOMB 
This is the Tomb Room or Counl von Dleislift . The ennnnous 
~3reopllagus at the back of the room IS when;: llle COUIll will 
recrem tn if reduced 10 7.tro Woul1d~ and fOfCCd into mb t forlll . 

T he Coum i5 arroganl lind believes be neeli~ nu spt'cilll 
defetu:es here. OI her IhDn the four Zombies in the chamber. If 
lilt Counl has any ~pell~ lef! he will ~itioo bimself behllld 
!1Ie Zomhie!>. UM: hl~ spell s, and then ml'lke his way rorlOoaro 
imo hand-lo-hand combat. Othc:rwise. he waits jUSl inside the 
door and attacks the first chancier 10 enter. The door to this 
chwnbc:r is locked but not uapped. 

THE TOM8 AND THE TREASURE 
Jr the d1araetcrs 1Il:lnll];e to kill the Count. read tIle rollOlllin8 
to them: 

IVillt u desplliri,,!; crr ,It .. SItIl.tll)" Undead fiend 
cn/lllflle.! UI )"aur feN. 111$ m"l.v it CQld (lmllimp, ,l"n 
somehow.voll /;'10'" l/ru/ )"UI' IlI".e 'WI 1/"~" royI"(J hilll 
)"~/, From Iris rtm/litls, (I wisp of misr n"us Qutl drifls 
Imdtr II,e lid of Iht srt!ar sealtd ((IIalfaqlll' )'Oll $('1' ill 

IIle(l/.rulnr.t! 

The ch:D'llctcr:; nnlll ha I'C to de.~tmy the Counl wi th in hi ~ tomb. 
The lid ellll be opened l>IIfe ly, a lthougb It takes 11110 charoctcNi 
to do this. Inside the turnb. the Count' s body is ocginnin!! In 
(C·fonn on H ~d of earth. The Counl can only be destroyed by 
plunging Ihe ~ take of MOrt (from Locmion J) into his henn. If 
Ihe He roes don ' l have thlS, they clln'l ul1 him. TIle Cullnt'~ 
body will s lowly ' I;- form, und no mugic or weapons will 
prc: ... enlthi~! 

If the: I-Ic:roes use lhe ~t:lke in Ihe lime-ord:l ined monner, read 
the fo llowin&to the plo)'er5: 

A lerrible. Sluml)" .tllriel: Iv rippul from Iflr blood·r~1 

/iw (lJlhe C"Ufl/'s ".:.{an"illJ: IIOfI)' 'lilt! CI 1;'('('1 gcx,' tJ{ 
blackish IJiIHJ<I Sp"'1S f'''''' /tis ehl!SI! llis skill pulj' 
0lI'Q)" from I,is ye/lO\t'l!d b'llle.f, wllicil crumble wldfall 
10 dU.!I. fM\'illS (1111)' Q ,ukl,,& II()()/ IIJJiM lIelli",l! 

If the Heroes now c:.I.plo~ the tomb thomugllly, tlley eon finll 
IWO Trea~ure Che~!s hidden in I $eerc! eonipartillenl below 



the e~nh. The firs! of thcse contains u sack with 200 gold 
crowns. a mhy ring wonh 100 sold crowns. uJeweli ry box 
worth 50 gold crown~, and three Potions of Healing. The 
second chest coutains 11 diamond brooch "'o"h 250 gold 
crowns.. a magical dagger whit-h inflicts 5 di~ of damage per 
hit, 11 S\.·roll wilh the s~lIs Inferno of /)0(1111, Swift W;/Id and 
Flnlllillg I1l1ml uf DC$lrm:llol', plus 11 magnificent tiar.i sct 
with small pearls and an amcthyst worth 500 gnld crowns. It ·s 
a big re" Md, but if the Heroes manage to destroy Ihe Count, 
they deserve il. 

OUT OF THE VAULT 
At the point shown on the lI1ap i.~ a ~ecrt'[ alcove, whil:h the 
Heroe ~ will disco'-n automatically if the)' scnrch this room. [n 
the alcove is n lever. which if pulled down opens '" ~ lIIall 

secret duur bchin<l [he 1II1IIh. Stairs behind \hll <loor Icad 
upwards along 11 wooden splrll staircase and emerge at 
anOlher S«rt'l door which opens Ix-himl a wllrdrobe in the 
manur house , sllnwing Ihe Heroes 10 escape. The Counl's 
nephew has Ilw, and there is nothing of ~alue left behind. Bul 
III lensl Ihe Ileroe~ have cSl:apt.:(,[ with lheir live~ ... 
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High Elves is the second volume 
in the new series of Warhammer 
Armies supplements. This fully 
illustrated book details the 
history and culture of the High 
Elves and provides a full army 
list and special rules for High Elf 
forces in Warhammer. 

WARHAMMER ARMIES 
HIGH ELVES 

This ind ispensable supple ment for the 
Warhammcr game of fantasy hattles describes the 
ancient land of Ulthuan and the armies of the 
High Elves in complete and extensive detail. 

Ulthuan is the ancient island realm of the High 
Elves and binhplace of true magic. An enchanted 
land inhabited by creatures who were already 
millennia old before the emergence of mankind. It 
is the g reatest sea-faring power in the 
Warhammer World. A great colossus standi ng 
astride the ocean, il dominates the now of trade 
from the Old World to the New and guards the 
desliny of the whole world. 

The book describes the great kingdoms of 
UUhuan including Timnnc. Ellyrion, Saphery, Caledor and Yvrcsse and inc ludes a comprehensive history of the Phoenix 
Kings of Ulthuan and the great sundering of the Dark Elves. 

High E lf Army List includes the Phoenix Guard. the Dragon PriocesofCaledor, the White Lions ofChrace and the Sword 
Masters of Hoeth. A full list is provided for including wiwrds and monsters in your anny. A separate section introduces 
some of the the great Elven heroes including Tynon, Champion of the Everqueen. and his twin brother Teciis, the greatest 
wiz.ard in the Old World and founder of the Imperial Colleges of Magic. Also, Eltharion the Grim, Warden of Tor Yvresse 
and his mighty griffon Stonnwing 

Spet:ial ru les cover the unique High Elf repealer bolt thrower and many new magic items ami spells such as the Moon Staff 
of LilC3Jh, the Hcart of Avelom and the grem runesword Sunfang. 

'Eavy Metal - colour pholographs of the High Elf army painted by the world 's finest 
minialure artists, plus a section on bow to paint the many High Elf models and Ihe stunning 
personalilies of Ulthuan. 

Tilt GIl""", Wor1<snap logo and Warhamrno, ... 'egiI!lfed lfademoorka ot Games Workshop Ud. 
Garnol WoritGhoIli8. trlI"-,,...,k 01 G8m85 WD<I<Voop Ltd. eGames Workshop Lid. 11103. AI righlB """'Nod. 



NOW OPEN! 
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GUILDFORD 
12, TUNSGATE, 
GUILDFORD 

NORMAL OPENING HOURS 
Monday - Friday lOam till6pm 
Saturdays 9.30am lill 5.30pm. 
Games nights every Thursday 

NOW OPEN! 
~~~:<f~® 
THURROCK LAKESIDE 
UNIT 415, LEVEL 3/FOOD 

COURT, THURROCK 
LAKESIDE SHOPPING 

CENTRE 
NORMAL OPENING HOURS 
Monday - Thursday l oam IUISpm 

Friday loam titl9pm 
Saturday loam till7.3Opm. 
Games night every night 



TIlE IlATILE OF IRON PEAK 

THE BATTLE OF IRON PEAK 
By Jervis Johnson and Bill King 

Wilh IIllumtit'r(ms cmsh lilt' SIIPpg/'l beOIllS colillpst'd. 1,ms f " Bon! Rou ! "giblH!red Sled:"I. (jorb/w,, '.f r hll'/ lm:kflY. 
v/ rod /"",hlt'll (/u,,"II ,qlf"(ls s(wlill~ lit .. t'lI/rllll(·" IV Ihe old '·Vi.f 15,, '1 gl)ld. 11·.f T{)("hf'" 
dWllrj mille a mlplaldy. From willli" callle fIJI' .fqll .. a/J 0/ 
/Iw Irapl,,'d gnbiHl My::.. Rf)'JlK $I/I"IIKllfd .. if '/'f I(/ds II"c,.e 
)/III,it! """uglt lu NV illlu" ~'lllIIly ",;,,1' (ltu/ ~/(Irt ("llOppinll 
11/ /l,e S"fllwrl.\· ,,·jll, Ilreir 1/Xt'S. Ihl'll Iht!)' Nol 11"/1111 IIrt'.I' 
deut"l·ed. " /elll), ilion wllere Ihey Clime f rom, nj/cr/f:d tI,e 
old ore .flmIlUIII. pOl/ilrg III<! Ileml "f ll/, "YI·.-r" mul/""IJ;'IK 
hilll So/Ill' 1I/0rt JfIIl/'J' fitIKtrs. 

" Ror~og, II/lIIt, GUa/ fiRh/.' Wt eerlolll/y ROI't Illou 
sllllliin U KCN<I Jui,, ' to. Me /ro//s wus Xrt'(I/ . .. lr? Sec tire 
I>"(l), Iht')" did "'Y briflioll' plall fillR . •. Gtlrbllllll clapped 
R(>r..(18 II/mily mt rlre .fllQlllder. Tire sl .alllm/ /Oll.~lrl dOl"t 

:;::.111t' "rs" I" l 'llffllu, U,'f'r /umiliclr 1i,,/f' /:o/lbu ruulld lire 'mr. 

Carh/wlI Irad beeowe .wer /l/or ... ,,}('/..y IIIld '1/1j-'~IJJ,jid"'lI 
si"ct' fjo lt.I.16/wd lelf/Ililll IIII! CnJltw II/Cummwld. HI' huti 
/lolle from C(llli/Ig lrimselfGorbllll l1 Yellm,'sll"eal!. 111 cullltlg 
Itill/Ielf Gorbllllll ti, .. MogllificclII. What rI,,'ek.! Hy Mark. 
ht WQIlId 'Iel'er e" e" 1r(JI'e h(ld Ihe IIl'n'(, /0 gI!l ... illri" .sO 

,~ fl'f'I oflhoJ'e lrolls ifil lI"anl'l/or IIII' cOl/fidrlle .. II ... CroWII 
"I /en! hllll . And Ilrr trolls wOl/ ld probably Iral'e corell 

Garllllllll and llis spitler ifir wa511 'r/o,.,I,t cro ... ,, ·s allm u/ 
1.:0>"",111111. Ik ~~,II(/. &r.JI}) Ioid Iri",srl[. H .. slill nl'tdl'd lire 
lillit crup /lIId Iris lro//S arId Iris gobbo.r and his llIIlUrles. 
nlt:y Irere a central pan a/ Iri.f 8rMlllltr.<le q,latt, lilt rore 
"fOIl/III wllit'i,I, .. 1I"0uld l/Ssl'lIIble llis Ilr",}. 

" YI:::" It 'I"II~ ( J HT~llIpla/l youllwughl /II', Go,.bllllll, " said 
H/lIT.ug. 11"'111)' diJ'''''gIlKi,,~ Gorbllllll'S /III"'. Thr SiralliCHl 
wlllliffl lu wi,. The ell/in plml Irall beeu Iris, gh-iltg eredir 
/(J '''e gllblill ... elll ("1I1II1,lelely (18"hl$lllrl' gmill. SIII/, Ihe 
rl/e("I' o/rl .. , t rill, 1/ lIIe<llll Ihul H(lrl.l'~ h/lll /(I/t'IIIIII.« 
1;11b1i1l Clrit'/lllill 's lIl'f'rH,,,,,"i"g f'gu. The ultl S"WIlC!II mOl'ed 
Ol·tf 10 lI,e edge oflhe cliff. Garb/11m 11,II(J1 ... ~d. 811f7.118 
/ ouglrl dn ll"lt III,. OI,,,",·I.ellll/llg 11'11" I() IIII!) I, IllI'rhidlllill 
O' 'er lilt tdgt . j llSI to Sl!e hilll / all, bm irlMt'ud I ... gfll'e his 
(ll/ellli(1l1 to IIU! pal/oromic lie",. 

fur ~/uWUllht/Wi ,,/I /, t IIWlllltflill, Iht' Il/llds o/II,( SOli/it 
t'Iw .. m £mpift' ... en spreflll mil/or 8or:;ag like a II/ffp. Ht.' 
clluld .ff!(' Ilrr Imlg sUrer Imil " '''tire Ih,. lillll' ril'ef j/owfd 
IlIIn II"'/rigger /fI1", rite aU" ti,e ('1I/"IIred SllIIl/if's UI""I)'1 
("(l1lll1llhl.' R .. ili.. H I! I.·Quld J'"" "If' lil'>' bu,ll)' 111m "flbbed OIl 
11r" ,,'(lia /ik~ lap. Ti,e l'illtlgr W(lX ,lteN' w.d liri.! III~'III' 
/II0rl'Slllil/;t.'.f 10 kill. Good. Hn'7JIg l,mefl .lll11u""", Ilml d(llle 

el'er silll"t Itl' ... as kllt'(' II/xII 10 U giam Sflidf'r. 

~ It. 

'1 h .. g"hho II"·,,,,· II ,wd tI",,",, i" /rOIlI v/ v,'r/r/r/lll. Tllf' 
lillIe ('hie/will flnlnldf'd 10 l"wd)' il illlf'IIIly. lIS if (I Imlg 
Iwrd SIIII"<' would IrallSlIIlI/C lire gN'.\' SlIIfflO gaM (llld prel/)' 
,rillk .. ,!. 

··Naf. oin ', gold," Gorb/tml soid e"(,lImol/.'". ~UI'/r..U It ·s 
dfl/ / ,mny gft)' gold. /)OSt Sflml)' gilz hilsjooll'd IIi ... 

RO'Jl8 willetd. Gofb/,fII' lI"as (IS Siltpid OJ ht ,,·us '"IIill. ~I 
fink r .fU " 'hlll t/u & $S mf'IIlU •.. It .. said. 

" YUII "o r l"t.l it/ Gurb/ .. m. IIlfifie lmlC/~l'li. 

.. Yef . f)OJf' IIUllIif'$ ("(m/{/,, 'I /OQ/ .'"I'f . Youse SUII rixhl 
11"''''Sh '~III. " 

"1 '(I\'e? III/lfllll i '11\'''' '' 

"Ytr dl/l, IW$ 'iddt ll il. Dull'" del"(!. III dlll 111111111111'11. YOII 
Stili' il riglrr tlway. Nfl w()lIder de.~ calls )"1m Gorhbllli IIll ... ~ 
/.fogllljictlll. M f ~ 
' ·Yere. DO/ ', riglrl. lVat 11"0: Illy brillialll pltlll agalll l"' ~ 

~ lVell, w,. shollid go dlm'lI dert: amJ gl,·t: do SllIll/lts tI /a liI' 

o/hoolhnwf . &11 1I"t" lIfind da ';ddt'" gvid. .. . ~ 

" Mork '.1 lee! I f(I/II"f "I' ... /" .IcJ",e ,-,fillI'IIU's, dUII', I 
1I/(Ilt' " 

"Yer . .. mll/lue,llJor:J11< bel,,'''''" griITed 1f'f'lh. ··IL:go." " 

AI Cnlhl", .. '., 1"",'/~d ~·""""<I"d. Ihf' urcs lIIlIl I<vblitl J' 
jllrllllf{/ IIfl j" J·IIII"f'ul) · r""b. SI~l.'kic/"J· ho)";:. bf'gcllt II/ J'pil 
IIIII/mllke /nce.f III lI'a -Kllrfll/l 's h,dl . lVi,M" 1II11II"'U1.~ rr 
grem SCTal' Irad Irral!.t:/1 nlll. (;,)(b/"III st,wd IIrm",'{ //lId 
w(lfclretl. WIIIISt'lf by lilt I;T .. III flick. 80 • ..ug begllll 1/1 gt'l U 
sorl' Iread. (llld Iris e)"t.f brgatl It! glo,," as lire), olll"lI)".< Illd 
II"h,.1I ,IJt: lad~ gOI/mo a bil o/I"io/""r .,. N()II' WIU 11m 11,,. 
filll"firougir. 

" Da, ', ertnl/8h! " I,,. b<'lIOl",.d. Wrrrlillg illlt, II.e ",et Ir~ 
picked lip Sll't~/d amllVl/·K .. "ulI by Ih ... <", .. illll Ihf'ir 
rll'cb (11111 IOISt'd 1" .. 111 1//11 o/Ilre me/ee_ Tire two riml goblxl 
lefldf'rsl(llldtd III from 0/ iJor:;ag 'J 1\)1'enJ. II Iri~Jt'd l'mel 
tirey/eli qll/f"l.llt'lr/fied wilii/taf. Slowly III .. m"lu obolt d. 

"Sa\"e II /erdt1 .lIIlIIfie.f . .. . ~ltolll.:d H"'·~'lg. " Nn ... , If': cor 
C/latUblg WId gibberillg. 1111< greel/skirr (Inll." marchl',l 11mI'll 

Iflwafd.t III .. ml.llu(lt'l'lillg l·iI/"g'" 



On the day after Ceheimni~nachl 2510 il \\'35 business aii 
usual in the sleepy liule Yillage of Eisenhof. The mi.;ced 
population of Dwarfs ami Mcn iO;lIkd bIIlJ:cs with iron (Ire 
de~tined for the gn:m cannon lI'orb at Nul". From Ihe docks 
Ihe heavily laden ernft pushed (luI onlO the Veiss. a minor 
tribuwy of the mighty Rcik. lind mH(k Ihdr 1I'lIy down river 
IOward.~ lhe distant city . A CM'..tvan of ore hiltl jU)t anived and 
the $to("ky IJwlIl'f IIUllcrs hesi"ed the bellvy uch of raw melal 
from the b:,cks oflht: ir pad; nmles and stacked them ncatly on 
Ihe wMrves. 

In the marht square trade rs haggled uver the price of a 
hundrcdv,'cighl of rock. The village drunk lurched from the 
laWl'1l and Iwdly sang lin Old s~d song. For the folk of Iron 
Moonmin it was a Iypical iliIy. in a typical momh. in D typical 
yellr. lillie did Ihey know Ihat a lerriblc doom was fasl 
H~hillg Ihe lillie: hnllliet. 

From the bleak. desolate mOUnUl1llS 10 lhe east. D. Jmrde of 
Goblin~ had marched relentlessly down tbe \\ im.b\\"cpt ... alleys 
to arrive at the outski rt s of the vil lage. To the fore was 
Gorblum the Mag nificent , mounted on his great s pider. 
Behind him mardled his rq;imcntS of red-eyed Night (iOOliM 
and tu the rcar of the column, sweJ tiug gollbos tu£ted a huge 
rock lobber. Sl~nding tall Jmidst the green mass. three giant 
ri,<ct trolls grumbled and YJlwned, reve~lIng endless rows of 
s~IT~ lcd teelh in Iheir huge gaping m~ws. Overhelld. moumcd 
OIl his mighty W)'vem. the dreaded Orc shaman Bvrlag soared 
on the wind . .scanning rhe hQri7.0n wi th his male,uknl keen­
eyed gale. 

TH E BAlTLE OF IRON PEAK 

Thq Irad alrcady de~1rOred twO of the isol~ted Dwarf mine.~. 
lind daughtered dozens of Dwarf miner~ . Now Ihey were 
dm"'n by Ihe chimne), fires of Ihe 10\\'n of Eisenlrof alld tbe 
prospect of considcnoble loor. 

A single pedlar making hi~ way up 10 lhe milles spoiled their 
approadr and fled back down the slopes 10 give wllrning. 
Hllslily Ihe innkeeper and the merchant) padu:d lheir families 
il1lo thei r cans lind l1ed. The dock laboure rs took 10 the barges 
and headed duwn river tak.iug alllhal Ihey c(\u ld cany. 

When the Goblin horde arrived Ihey were enruged by the 
UbSenl1: or plunder. Cursing wi th frnstl1ll ion. they swiftly PU I 
m~nhof 10 the lorch. Drunk on the IH)t rour ale. Ihey rirMcd 
Ihrough the $Ireers. looling the burning buildings and 
sca,<cnsing scraps and debris from the dunghea~. 

Meanwhi le. Olher eyes had spOiled Ihe bl:aze. T horgrim 
Greybeard. clan IUrd o r III(. Dwarfs or Iron Mounlain had 
received word uf lhe Goblin mar.rll(krs and hastily summoned 
his wlIITion: 10 bailIe. Thorgrim had sworn an oath to awugc 
bis fallen kindrcd ond e,·cry Dwarf wi th him had pledged 10 
aid hin, in this task . GroJillir TIlOI"balson and his band ofTml1 
Siayer~. who ' d heen feasting in Thorgrilll Hall. joined rhe 
band, for IlM7.ng .~eemcd n mighly foc to le~1 Iheir fates 
ut:aillsi. 

So il cam .. to be Ihp t lal~ in Ihe afternoon Ihe forcn of 
Thort:rim and Borut confronted each olher ou t5ide the 
huming remains of lhe \' ilIaj!e of Eiso:nho[ 

,,,,,, 



1'HE BATILE OF[RON PEAK 

CHOOSING THE ORC ARM" 
(Jervis Johmwn) 

Figliting I)wurfs I'.ith all Ort" and Goblin IIrmy i~ lIever easy. 
The Dwarfs have twO signifkaI1llMJI'wII~J(t:.'> U'1:r ~ "hkh 
you mu~t do yoor 1x>5t 10 nelitrali:IC if Y"u want III lial'c any 
cllance of wllllliog. Th", fir>t of these IIdI'anl~S('s i~ the quality 
ufthei r infantry, A t)pical 1)\\'IIrfwllrtWr hilS ~ higher " 'capon 
s ki!1th~n lUI On:, is jllSt as tou.::h. amJ elll ll~S Ollll s lIlaller base 
(2Omm as o pPQ\cd 1(15111111). Formed four ranks deep and 
whh a banlll'r, itl~ lI ex t 10 i!llJl(l~s ihl(' for Ore~ ( lei alolle 
Goblins!) to b~at a Dwarf infalil ry unil. This prob le m is 
compOlln{tcd hy Ihe Dwarf~' sccond ~dvantage. whkh is Ihat 
tllI:.y hCII .. Ores and Goblins. l'hi~ meaM Ihat even If you do by 
sorrn: mirJde win II rilUnd of combat it is vel)' unilkely th.1lthe 
Owarfs wi ll h~ak. 

My knowled!e of the fil!hting abil ity of Dwarf iM3ntry had 
been le~ml Ihmugh biner e~perience in tilt otiltr l!ames thaI 
I'tl pl~YL'(] ~g~inst Bill 's DWlIrf Offll,)' In Ihat game I fielded 3 
fairl y Iypical Ore and Goblin army alld Imd to l'Ounl tr Ihe 
1)\\'arf,' ~1I[lCrior ~k itlll'ith my larger num bers. It .simply did 
nOl work , The I)\\'M infunt ry $O:~ kcd lip nil Ihe enSllnllies my 
fQirly limiled seleclion of rallg~d w~apolis werc ~blc to inllkl . 
lenvill8 thel11 whh the: same mnk bonus as my big blocks of 
IroopS, My superior number> m&dc nO difference IInder ~uch 
drcumstOlm:es allll my army WHS $Wndly th .. ashed. 

Smarting from Illy de:f~al. I (\cleflnincd 10 come up with an 
IIrmy that could defeal the Dwvfs. In this 1 did hltl'c Olll: "cry 
~iAn lfiennt advantage over Bill. T knew Ihat in unler tu field a 
2,000 point arlll),. he would hovc 10 usc more or less CJCftCII~ 
the 5:une troops thaI he had in tltc prc" iou~ gaml', ~) t hC'~ 

wereju~ t ahtlut all of the models Ihllt were QVlli labk. The 
Stodio's Ore arlll),. oowcI-.:r. is coMidelllb ly 11Irger thlln '2.000 
points. lIQ I wou ld be able 10 tHilor it II.> st.itlll)' VhUl~, 

Alld whm wer .. my plans'/ Well . Ihey rt!ilcd on a two-pronged 
strato.:l;)'_ First of all I wallled 10 whittle dowl1 the size ofBilI' s 
large infantry blocks be/On! I had 10 lil;ht them, This wOli ld 
reduce their rank bonus considerably lind give my inf:llIlry u 
Deller c halice of winning. Becausc Dwnrfs arc IOII:;h and 
protected by l!oOO armU\lr. missile lire frUIII bows KIlO.! )hort 
bows i~ onlikel)' In dn tnc:m much damage. No. whal I n~cdcd 
10 cnsure maxilllilm da01llgc In Dwurf mfanlry w~s artillel)' 
and of ~'OUr!ie. Goblin fanatil'S . I took u lilloch or each as I 
could Illy my h ~ lId ~ 011: an Ore man mangler. IWII Go blin 
doom dll'err; lind .,i, Gohlin fanolic~. 

Now I tnrned my nllcnl ioo 10 lhoe more tndy pan of choosin~ 
Ill y ~ nlly . The second '"ron~' of my ~Irftlegy wa,' 10 pkk 
Illlhting units that CQu id bUllle hcad-tu-llend with Dwarf~, To 
ereill e s lic h IInilS would co~t me a 101 of points. but I was 
dc termlned 10 GO for qunlity mlher Ihon quanli t)'. How~\'e r, 
beflln: I could pick my elile uni ts, I needed IWO rec uncnts of 
Nisht Gobl i ll~ Ml thot I could field the six Goblin ranatie~ (yoo 
tnuy 1101 lake fnna!k.~ OIllheiroll'n. hoi )'00 can add up to thn:e 
10 each regiment of Nighl Goblins), I deCided 10 take twO 
rC'gimellts o f 20 Night Goblin arehl'n . ThC$C h:wllhc uual 
advantages ofheing ch!:ap US points including <.:hampioo ami 
stAndard!}, whIle bein:; lllrgc enOlllh tl) SOllk up a few 
<':a!.u ahk~. In addition, as Nil;ht Gobllll) hlllf' DWMb I could 
usc thcm to tie up ~ Dwarf unit in huntl-tu-hnnd eOlllb~1 i f 
lI eee~snr)' - tht Gohli ns wouldn ' l win. hUlthey prohobly 
.... oul<Ju·1 run away Clther~ 

I could now eOllCClllmtC on buying my eli te troops. Firsl or nil 
I ~e lcctc<J lilY majur ehar:tetc rs. I Ilou loJ like 10 haye haoJ all 
Orc gcnerul and SlaOO:mlIx>~rer. bUI unfunlln;H~ ly the models 
aren't rend)' ),el , liO I hllti to muke 1111 with my Gohli ll general 
' GvrbhlOl the M~gn.iflc:ell1· III OtlillCd on hi ~ Gigamic ~picter 

."" 

and my IruslY Gohlin uandard bearer 'Mikira ' . 19a\'e 
Goo1Ihm\ the e,.., .. '" "/ Cn",,,,,,,ui magic Item card In order 10 
illcn::tSl' his Itllllo!rship eharaclerlstic to le o. and resolved 10 
!;up roth these char.lClen out of the front line. to ~n~l.In: lhey 
OOlh ~urYh'ed Ihe hnllle, You need the gener:lr ~ leltdership 
bonus and the army standard's dice rc-roll when yoo field 11 11 

On: ~mJ Goblin anny. believll lIIe! 

The fa~tt h;lt GlJfb lulII and Mi!;irJ were so dleojl allov.'ed me 
10 spend 542 poio l ~ 011 B OI'l'Jlg . un Ore Shaman Lord riding a 
" 'lIr " 'p'em and III'med with n HII1t1~ ()f f)urling $/"111 - nn eli te 
fi.::hting unil if el'er there was one, and obviousl)' the power 
behind Gorhlum' s throne:. Hopefully BOr7.ag·s spells would 
hc:lp to I'.'hinle down the I)wort~ , while his power in haOO·IO­
hand cOIllOOI woold certainly hrlp to tiui sh them off! 

Bu.-tag ~vu ld not !kal witlt the; Dwarf~ 011 his own howe\'cr. 
and I was tktennim:d 10 indudc one n:ally lOUi;h lIuil of On: 
Boyl 10 Ilike (ML the Dwarf~ and ~how lhem whal fill'. 1 pic!;ed 
a unit o£10 On: Wan lOt'S, II.\(! slrenglhened it eon~iden'lhly h)' 
addiog II lIIagil:al BUill .. BWIIle:r, 3 linit chumpioll and an OtC 
Big Bou armed with a Shri"king Blndi'. The Bmllf.' Stl1lnc:r 
w()tJld add 11)610 the number of wOllnds I scored in eombm, 
thuJ greatl y inen:~sing my chance of winlliug ~ IIlet'::e, The 
S"ri~kill.! Rll1rl~ cn u ~e.~ fear. which means thai if I win u round 
o f c lose combat agaInst Q Ullit of the DWllrfs th"1 were 
ou tnumbered b)' my Buyz. the DWllrf~ woul<J f"'/(IUlI/liml/), 

rou\. lkcuose Dwurrs Iiall! Orcs and Goblins, they toke a 
bt'CII!; lesl un 8n unmorhlled roll of 10 jf Ihey 1M( It round of 
<.:<)IlIbIIl. Withoollhe Shril'l:i"lI Rlmk. I would hllve nelIIIO no 
l'hancc ur ruol;ng them evell with II", Balllt' B/lntl"'_ 

I was now left with just over200 point~ to 51"-'00. Now IU me. 
an On:: olld Gohlin army jU.~1 doesn ' l seem righ t unlcs5 il 
includes a few 1I0lls, so I look as lIIany as I could Ilfford wnh 
the poi nts I hlld lefl ( Ihree, to be prl'd~c) . Trolb (mil be 
eXlreme ly effective in c1nse combal a~ lung 115 the)' don't gil 
's lupid ' on yO Il , Howe~er, by usi ng Gorblnm wil h h i~ 
ICIld<:r~hip uf 10 10 di~<.:t the IInit. I WIIS fairly cenoin I h~tlh;s 
,,"ould,, ' 1 be ~ problem. 

I no\\' had a few poln ls lefl O\'er. which I used 10 boy H POliOlI 

0/ Slreng/h for SkafJ3sh (the On: Big Boss with the S/tritkj"R 
lJ!od .. ). An ulrn +3 to your strength can be very useful. ~\'t n 
if il is only for ooc round. 

Alllhat 1101'.' remlljned was 10 choose the $peU ClI rd~ fnr 
Borz"$, As a ShllJllall Lord. Bonag 1'.'lU' entitled 10 foor elU'lb 
selecled from Ihe Wooagh! <Jed: of spell ehruS, When yull 
choose magic, lhe abilily 10 <J iscamllny oflhe ~11 cards yOIl 
arc Oat ,jcllil fur f\:l' lactlllCnl cards ls v il~lIy impOfIDnt. Thi~ 
alluw~}'1Iu 10 Iry to llIukesun:. lhat yuu gel lite spo:lIS thaI you 
feel jln: mOSt illlponnnt. The {>Illy cDnl thaI I really wanted to 
ge l WHS //""'/ o/Gurk and 1 wOlild have heen Will ing 10 
di sc:ur(f all l'our coroJs I wa~ first (f~aJt to try and gel It. As [t 
turned out. I wa~ deal tllalltil.f GI1'* 1l101l!! with Du Krllllch. 
Gml! "I M"rl: lIlld Wanllgh!. ~nd MI was quile happ)' with Ihe 
lirst foUl cards I rece ived . Wilh Ihe sc lectioll o f 80rzllg ' s 
~It~. my arm)' W;L5 complete. 

TilE ORC IlATILEPLAN 
Although my o\ernll stf1!llegy Willi already dccKlcd - pmllld lhe 
Dwarfs with artillery. spell s and fanati~. lOCo linhh tocm off 
wilh the Orc~. Irolls und Bonag - there " 'ert II. number o f 
import ant decisions 10 be ma(fe before I could put il into 
~rrel't. TIle firlil of Ihese IIHS wh\:re I WIIS goinG 10 sct lip. In 
Ihe end I dccidctltll ~I up on the ri.::hl lIon<J side of the table 
for Ih~ simple rellsonlhnl it ullow('(1 me 10 ~I IIpll rm:ag under 
~'(oYcrl Tile way wc play. ilyint IIll i!s mliSl SIll up (lnlhe tllllle, 
sO you C~II't ~gin the gam ... with them ll yhlG high ab()\'e lhe 
balliefie!d where Ihey will be safe from allac k. If I placed 



THE SI\1TLE OF IRON PEAK 

GORBLUM'S ORC AND GOBLIN HORDE 

HOI'UII: Ore: Shaman Lord ridilll: a War 
Wy~ anned will. I IJ/tIM njl){lninlf 

'u' Il 
Sl~kid 'i S.W~ _20 1'01,",,1 

• Gobli ns: anned .. nth J.hon 
bo"s pllii J GObl in 
f;m3lK:$. ~ 

OI'l' R~n'f"I :J9Or..-&Yt 
armtd "illl swords, Iltlll arm.our 
.nIl ,1\ic:1d, and carT) i"l1 • &1/11, 
&,,~,. Sl.:ar;ash: Di, Boss OK 
- hc,,·y~. PMi"" nf Gorbhulllh, Mallntn~nl : Gc:bIm 

(ieJlefllI rldl",_ (jl,anlic Spidct 
,"carinI: the CIV\O'I of CfWllt\MJ. 
Mlkllll: Arm)' Slandard Hcar.,,- Il 

Wa K\lrnn's80)'%-
• 20 Night Goblins: Armed 

wilh $hot! oo..-~ plv. J 
Goblin I·an:»k"s. 

51""l:liI •• oJ SJ,rirJ.:inl: BItuJ<. 

t-b n "'bn~ta-: On: ' 1<"", 
LIIro>o~r "';,11 Jerew;armed "1111 
hand ,,·upon •. 

J Rh 'f T Trol1!l .. 1 Goblin Doom Dh r", 
T"llIl l'olnl~ 20113 

HO!';!1I1: where Bill oould sec him and the Dwarfs ~ot Ihe first 
turn. I could illrno'll!u3f'~nlCc lhal p Dwarf cannon ball would 
be whi1.Zin8 Inward~ my ~hnnlnn befnre I hnd the chance 10 gel 
him airborne. With just II linle bit of luck Bill could wipe out 
oyer 1I11uartcr of the puints in my army on the fir,;t turn and 
that I could live without! r-ofl unmely, there wa.~ a large hOIL~ 
behind which I could fllnl'C 80T7'1I& where the DWArfS couldn't 
see him, He C<luld rem~in hcn' umii my first tum, whcn he 
would be able to lIy up to safcty. Ou\:\: airborne. he l'uuld 
hover above the b:lIllefield until I Willi ready fur him to dive 
back oown to de~1 with nill 's cannon! 

The reS! of my IIrmy ~t up 00 nnd AI'(HlO(ltlle large. hill c lO$C 
to BOI'7.ag 's lair. My aniller)' was positioned ol1thc hill ilsel r. 
from where it would have a commandinj! vkw of the 
battlefield. When it wa~ .~1 nUL, my hanleline cnMiSled of IIIe 

lrolls JlI1d GorbJum on Ihe righi , lhen 1\ regiment o f Nigh ' 
Goblin IIrcbcrs, Next to them \\.;:rc the Orcs. and finally the 
~ud fl:gilllCnt lIf Night Gublin~ on the left. The trolls ... ·cre 
on the tight of the line so that lhey could work round lhe 
Dwarfs' 1I1mk if they goItbc chalICe. Trolls are almost as fast 
AS cavalry, Alld l'llll be uiit'd to lhn:atcn an oppunent's flank in 
much the ~~mc way as mounted troops, The Night Goblin 
archeTs were SCI up e\'enly along thc' l inc to make 5UfC thati 

would be able 10 launch some Goblin fanatics at the Dwarfs 
wherever they might SCt II fl. In addi tion, AS lhey were subject 
101",,,,,,/ of DWllrfs, the NiCht Goblins on Ihe len Uauk shuuld 
hold out aJ;aiust any ~u~l1t i",s thaI might allack Ih",m as they 
hopefully wouldn ' t breuk e\'en iflhc:y were benlen in hand.IO­
h~nd comha[, The Orc ~ si l1lfll y fined into [ile Sill) left hetween 
the Night Goblins. 'nlc tinal model I SCI up was 'Mikira' - my 
army standard bearer. who I carefully pno;itioned [0 be within 
12" tlf all uf my troops (wilh the exception of Bon.ag, who 
was quile capable of loo~ing IIfler himself) , 

When I ~aw Rill' ~ SCI ur I wa~ more than ple:lsed DS il fined in 
perfectly with nty plans. Hopefully I would be able to ignore 
tit", Troll SlayeD. Cros~buws lind Thunderers off 10 my Idl. 
and concentnllc :Ill of my anentioo on Ihe thr'Cf! re!liment~ of 
Dwarf Clansmen 10 my front. The only cxcefltion to this 
lI'ould be Horzag's qu iek night to the Dwarfs ' rear to deal 
with their single cannon, after which he would be ab le 10 

n:turn to the main I IL3ck, The bolt thro .... er didn ' t bother me 
vcry milch, as il WIIS not quUt po .... crfol enou&h to do mucll 
tUmlagC tu But-l~ and IIh liurd muunl. Huwever, 3.li Wlyonc 
.... illtell),oo. Ihen:' s m big difference be ..... een having B plan 
MOO pUlling it into action, especially ",nh an Ort IlIId Goblin 
anuy .. , 

w," 



TIlE BAlTLE OF IRON P":J\K 

CHOOSING THE DWARF FURCE 
(Bill King) 

My choice of unil~ WllS pn:Uy much d,cuued hy lhe fon:e§ we 
have Dvailable in .he. SnKlio, NUl thai I' m complain ing, I have 
1000g admIred Wayne E.ngland'~ Dw;u; ann)' and ,,';u thrilkd 
at the ehanl'e uf using it OO.he field of Wnrhnmrncr Bank. 

FOf m)' ronfrolu~non with JervIS I chou to build my force 
around three lar~e uni,) of ,nfantry, I "'Ollld have liked units 
of Velernn~ 0( ctlU\smen <lfO\('U with S~3rs, but wc jus. did 
not have Ihc plumed model~, I wasn' t 100 .... orried thou.)I;h, 
even the: 1111»1 b;,~il' D"'1U 1 Infantl)' are a match fO/' the best 
combat units ufnwst ut~r IInnie~. To improvc tbcm ful1hcr, I 
upgmdcd each unil SO thaI it wa5 tquipped with heavy arlllour 
a~ well as ;. ) hicld. I thtn Qrgani<ed my IroopS inlo hlock!; of 
twe nty mooe\$, including Standards and ehampiol'lS, 10 enable 
Ihem 10 get the mallimum )X)ssible rank. OOIlUS, I "'liS prcH y 
evtllidcnl Ihat my ~lalwDIl warrion would bI:: able 10 look after 
t1lemsdves. after aillhey lIad good nrmour. n weapon ~kill of 
4 and a toughness u f 4. Willi 11I ~ addilion of a fcw gOQd 
magical iLCIM I wn) sure Ihey could do Ihe business. 

M y lI eX I chOice WIU a unit of 10 Trull Slayers. They are 
amung Ihe nl OSt co lourfu l aud Chlll11cterrul of J)WDrf troops 
and I like Ihe 1001.: uf th,'m 1)11 Ihe IllbiclOP, I al so fancied thaI 
Iheir complelc immunilY IU :.III11)sl e" cry rorll1 of psychology 
would COllIe i n hndy when fllced wi th ~ny fcar-causing 
mOl1slcr~ ~udl liS M wy\'ern or lron~. 

Given a choice. I wou ld have token more Ihan 10 each o f 
Cmssbowmen :uKlllumdc!Cn; btl! 1le~ agai n I was; limited by 
lhe paimed mooels ayai lable. Missile-ffluippcd Dwarf uoops 
often come as a nasty surprise 10 lheir foe!;.. Typically they an: 

-

equipped wi lh wealXln~ thaI C:&Jl nut lIIove and fire but since 
Dwarr$ lend to fiS ht in a ~ Iolid fa shion. Ihh i~ Ics, ur II 
d iSlldv~nlagc Ihan for Otilet' ntCt$. The fact Ih~t both Ihe luns 
nnd erossbml') hit with a streuj;th of 4 and hllve nasI)' SlIving 
Ihrow modifiers elln make tlw:m dudly whell used CII-nla)S4" 
Tntgically I jllSt did 1101 hllvMufftcient mini~lUres: avai labk tu 
demonslr.lh: this rltCi , 

Lastly I lool:. the eallllon Illd lhe h(]ltlllrower. These were 
chosen on 11K: l!rounds Iha, they "'ere the only al1i11cry pieces 
available. My own pufcrencc would have bern fur It IUltSlI.'tl 
ballery of eanllons \0 pound Ihe o ncoming foe and a bolt 
lhro"'cr to snipe Oil large enemy lInits Of models. One.: Qgain. 
alas .1 lI'a~ nne \0 he. Slill, U hali been puinleu uut bdorc. real 
gcocr/lls rarely lIave the cholee of wllat forces tu mkc al!ain:.l 
an enemy. I was just going 10 1131'C '0 mnkc do. It also has 10 
be s.:Iid that I'd foughtlel"l'i~'5 On: anu Gublin hOrde once 
before using ,hi~ ~nme nrmy and gh'cn them a l!uod OOUlld 
Ihrashing. 

As we acc curre l1lly in tile proccss of rel' i ~i nl! Dwarf Rune 
Ma~ic for Ihe Dwarf HrlllY book. we decided nOI 10 U!;C it. 
Magic sy$\cms afC nutorious ly prone tu being unbalanced 
during the Icsling s l8ge and we w~nlec1 n fuir ~nd even bailie . 
Wc thcrefore al! reed tu usc Ihe Iricd 8nd Icslcd syMcm from 
Warllammcr M~gic for Ihis cunniet. No doubt OSIUIC rcoders 
will haye noticed .hal Ihcl'l! ;~ no Dwarf magic in Ihe Bailie 
Magic bu", Cuuld ;1 be Ih91 thad llcen ~ubtly tricl.:ed by my 
deviuus upponent? Actually 110. Due 10 lheir In n~l e resi$tnnee 
10 magical energie ~. DII'uf$ an: abk 10 u~ lUlY dispel enrds 
Ih..y pick up 011 a die roll of 4 ;'. 1m mailer whm the mag ic level 
of the opposing wizard . Wllile I couldn ' l ho ve any 
spcIlC:L~lel'!\. I 1Vll.~ allowed 10 ehOO5C ally II ll1lical ilems from 
Ihe Bau le Magic Stl. And In t\\cory, I am lIS capi.bk ofpicl:.ill~ 
decem mag ic items as Jervis so although I lI'osn' t 100 Ihri lled 
by the prospect ofhalin,g no uff"n>;ve 5pClkaslers 011 my ~;de. 
I consoled my~If wilh ,he thought lhallhe points I saved by 
ha"ing no m~glcian could be lI'ell spenl elsewhere. 

Since I d idn', ha ve cllough mi~silr Iroops 10 b<:gin a long 
r.ul£e exchange whh the grecnskmncd scum. I reckooed Ihal 
my doughty longbl::ards should IIllvauo.:c UpOll the On: Ime_~ ll'l 

fa.~1 as their ~Iumpy legs cuulll c~rry Ihern. Thdr objecl ive 
"ould be 10 carry Ihc lI'ar strnighlto Ihe cnemy. I therefore 
picked my magic items :l.ccurdingly . My genel1lt Thorgrim 
Greybeard WD~ given ,l mu>tl,,,jProlt!(I;0I1. ~nll:t Gill'" HllUle 
111;s magic wta t)Oll gavc him n ~ t ren8lh o f 7, which wuuld 
rna!)le lIi ll110 damageevcn the largest of monSlers. The m~gic 
armnur. which allowed him lu re -tvll HUY fKilcd soving Ihrnws 
whh a 4 or be\(~r chance of ~ucccss , wuuld ~IS<) help 10 keep 
him nlive. 

The arm ), StnndMd hCMer WQ~ giye n 3 nmmer of ArcCUl t' 
Prolt'C:lioll. Siuce I lacked a magic user uno l:Ullsccluenll)' lIny 
dispel scrolls. I was a Iiltle parHnoid abuul Illagical atlacks 
I'rom a llY Ore or Goblin Shamun, 1 inlendeu to keep thi§ 
standard wilh Thorgrim fIlld his GUHnts I{) cn~nre Ih~t I would 
have at least one unit with ~ ~uud cIlH r1ce of ~urvil'lng ony 
devaslaling magic. II IOlrr turned uut thaI Ihis was a wise 
decision. The s llmdnrd bearer 1I '1l~ al~o given a Hydro Blade 
which n1Canllhat nny S\lece~~f\ll hil hecame D6 hits. Gh'en a 
warrior with '2 allacb. ~ weapun skill of j and a strength of " . 
this ~mcd like a good beL. For the: more statistirally min&.'tl 
amonJ: yut! il lI'ould USUAlly m~naBe around 4 sirength 4 hiLS 
per round of close l'Olll bal. This should pul j)IIid 10 Il1(Kt roes. 

I decidl'd un a IVllr Bmwtr for Hom's Imn Helms. to gh'c 
thc:m that ~Iight edge in oollie and a Nt'lIdi,,~ Hlade fur 80rri 
himself. This doubles any damDge inflicted and wuuld give 
himlhat cw a hi t of killing power. 



TH ~ 8ATI'LEOF IRON PEAK 

THORGRIM'S DWARF COMMAND 

ThO!'Jrim'. Guard: 20 [h.'lIIf 
CtaMmen - heavy annotII'. shields 
and 1I:lOO ,,~apons. indudi,-. a 
chlonl', .. ,,1IIId ... ~ndanl ~an:r. 
ThOlllrhn _ P .... ; .. f ~nmLI. Gia'" 
Bloor. It""",,, ,,/ P"";r/HHO. ,\ r m}' 
SI,,,,d,,nI 8u rn - llydro 8loot. 
Ghart!! ', OakshlddJi: :?O o ... · ... r 
OM"'mc:n - heal'), 1""""1', shields 
;lII(I h;1nd Wt3pOM, inellldonJl a 
thampion and ... ~ndArd ""arer, 

U..-a rf KIIII Th ro .. ·u : lcn:w IIIllltd w,lh 
I .... kl \lea""".; .nd li~hL wmo ..... 

T rol l SilIo)'tH: LO o..vfs 
.rmed ..-ilh Iuond ""C.1I"""~. 

TOIILl I'oln15 2000 

TITE DWARF PLAN 

The pl~1\ ",a.~ rcason~h!y snnighlforwnrd . The hill on my tllb le 
edge wou ld provide a 501llH1 firins p<)~ilion for my missile 
troops nnd enable them \O!i(:C and hit anything adl'ullcing 
across Ihl: uJX>o groulld tQw.uds my army. More 10 the polm, il 
would enable me \0 bring lhe maximum number of mi~sire 
troops \0 bear with Ihe Crossbows firing ovcr the heads of [he 
Thuudcn:1'l plll\.'Cd Kltho.: fvot of tlu.- hilL The Thunderers wen: 
the most advanced because thcy have the shonest mnge. The 
canoon and the bolt thrower "'ere also positioned on the hili In 

nn elevated position, 

I placed the Troll Siaycrs in fronl of thc hill 10 block any 
enemy that migltt advlInce on my vulncr.tble missile troops. 
These fe;uosome WllmOrs eould be expected to tic up almosl 
any foe for It fllir omount of time, 

Thc n:m~ining bulk of my infantry onlt$ were positioned 10 

the left of the hill, tn Ihe: centre of Illy table edge:. 1bcy fonned 
1\ compact tna~~ tltat would enable tlte:m to swivcllUld rOltt lIlI)' 
threat, My gc:ncr,ll unlltbc: army standard beaJ"l!r we re: also 
posi tioned centl1llly whc:rc: their innucllCe ""QUld be fell by my 
entire ~nny, 

As mcmioned above, Illy plan was quite-simple. I didn't hal1: 
enough lroops 10 light ... mis$ile duel with Jen'is so J planned 
on Hllvnne:ing my in funtry into baule as fast ftS I cou ld, 
GhHrth'~ OakshiehJs, (he ccnlrul uni t of Ihc Illrec inf~nlry 
rcgim~n l~, Wi-Co a$sign~d Ihc um:nl'iuble task of drawing OU I 
3ny f3natic$, II wa.~ to be 1Il0verl ~Iighlly in OOI'J nce of the rest 
of my army In order 10 dt't Ihl~. I (l id nOI !ln\'e any cheap troop~ 
available 10 lure ou! Iho~ dcmcllled sobba fiends, so sadly it 
fell to Ihese: doughty warriors. They lived only to d ie in 
dro\'es. This \I'M why I did nOI gi\'e rhem any ma,gic i tem~. 

I felt IItat if I could :lCtua,lIy gel 1010 hallie with Jervis withoul 
taking 100 IMn)' casualties, then my 5tOUt Owarf soldic-rs \O<cre 
mure thllll capabk of on'TI:ominil his force in II. str.l.ight fight. 
Wllmor for walTior we were more Ihall a match for Ih051' 
greenskinnoo scum, That WHS it then. Given II e:hoice il " 'as 
not I)V: fom: or Ihe plan I .... QUld ha\'e ehosen bul. .. 

.," 
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DEPLOYMENT MAP 

Thorgrim's Dwarf Command 



OIlCTUIIN I. 

ORC hND GOULIN TURN ONE 
The Orc and Cohlil1 3rmy begal1 its !luad with unnerving 
calm and efficiency, untrouhled hy the 3nimM;ty thai ~ often 
disrupts an Ore gencral's plans before they ha\'e e\'1'1l begun. 
Th~ On.~. trolls and both regiments of Night Goblins maJ'l:ht:d 
forwanl and formed 1\ solid baltlcline in fronl of the large hill. 
sctcCl1ing tile nnuy's valuable anmer)', With ~ triumphant yeU 
and tlx: sl:tp uf It:atbcry wings, Borzag took 10 the air on his 
w;ar wy\"em, climbing high above the oon\C:ficld and circling 
round hislldvancing forces. 

Meanwhile. the crew of the Ore~' man mangler had been 
earcfull)' estimating the I'lInge 10 Chal1h's Oakshiclds, and 
¥lcefully releued the fi rst of their rain of rOl.'k5 onto the 
Dwarfs' he~d~ . Unronunately. 
their runge e..timation proved to 
be some\\'hat OUt and the rock 
landed a good dOlen yards ~hon 
of the IIlrget. Then wilh n mighty 
' (waoaaangl', the lirli! two 
Goblin doom dive~ hunled hi~h 
into the sky. The tiny shrieking 
fijlure spira lled through the air 
befure pluJUlncting bad: ttl th~ 
ground in u terrifying di~c . 

Steering themsclves as they fdl. 
the doom dIvers proved far more 
accurate than the Or~'s' SlOne 
thrower. Thorgim'5 GUllrd lind 
!lord's Irotl Jie lms werc both 
strul,k and kl'eral Dwarfs \\ere 
killed CltJlrighr. A mighty 
Wannsh l eehned 3Cro(( the 
battlefield. Firs t blood to Ihe 
Orcs! 

from hi~ position high alxwe tire 
batt lefield. Bonag could just 
hear the di~tanl eries, anti ~mllcc1 
Srimly. Although he was tOO far 
away 10 draw on the W"-"-3gh! DIVANF TURN I. 

THE BAlTLE OF IRON PEAK 

clltrgy of tile BOYl, they scclTK'd 
to be doing well eJ\()\lgh withom 
him, In Jny I:Jse they would 
have to do without his mllgie 
until he had de~troyed the only 
thing in the Dwarf army he 
feared the Dwarfs' aocicm but 
extremely deadly canflOll" 

DWhRFTURN I 
Wilh 11 metallic e1auer of 
wargear, the Dwarf arm)' 
!ldv.nl·ed, Ihe bold O.hhields 
forming Ihc ce ntre poinl of II 
powerful wedge, A~ Ihey 
man'hed forward Iho,;ir b~nucrs 
flultcred proudly in the brceze 
but their grim c~Jlrcs s ions told 
(If the ~t l'\lgi: lt to eO"lI:. 

Thorgrim's hcnrt ~wcl1ed a~ he 
surveyed his troops ranged OUt 
on dthcr side. His h'cn eyes 
.~eonned the sky watching the 
circling wyvCrtl , He knew that 
given a I: hancc he would deal 

death to the great lizlltd and its sorcerous rider, At the end of 
Ihe line, with mueh jeering pnd 5 h~lking of fi sts, the Troll 
Slaycrs bc~an thdr Ion); trQ! tow.rlls tbe disthllt foe, 

From the hilltop tile eMnnon bekhed fonh ~ cloud of smnke 
and Ilame, scndill!; a I:;allt gmllite ball balme;,tg through thoe 
Ore rt'gi~nt's Iiiit's, llte shrich of dying Un:s filled the air. 
The surviving Orcs ducked 11( a 1'1011 from the hnlt thrower 
slashed through the air . OO\e their heads, Coughing and 
spluuering. their e)'c$ watering from lhe c:llmoll's sout or 
powdersmo\.;c. the Dwarf crosshowmen aod Thunderers 
opeoed fire and hit not a ~ingle th ing. The Nighl Gohlln~ 
IIil1ehcd and gibbered 3t the sound of musket fire but their 
leadc~ drove them forwanl. 



THE BATTLE OF IRON PI!,\K 

ORCTVRN1. 

ORe AND GOBLIN TURN TWO 

The Ore advance. which lI~d becn working pc:rr~clly so far. 
suddenly ground to a h~lt. An nlmighty ruck broke out 
among~t tb~' Or1:~. brin~il1~ the regiment to a Sland.~till ul\li l 
Skargash bashed a fcw heads together and restored order. 
Unfortunately tbe wild c ries emanating from the Orcs 
confused tho.; trulls. whu stoppctltheir march TO scratch their 
heads and "'atch tM Orcs fight amongSlthemselyes, l11e two 
rcgimcms of Nigh! ('JOhlills, dC1ptl'lue to illflicl some harm on 
their hated CIlCIlIY, carried 011 wilh tile OO\'lllCe. As Slcckid'$ 
Buyl. dtMd wilh the Owarfs. three crazed figures broke from 
the ir I1l11ks. dragging heavy ball alld chains behind them. 
Slowly at tiD-t, and IIIen wilh el'er increasilll speed. they spun 
the balls round lheir heads MOO lauflChed themselyes allhe 
Dwarfs. Two of the Goblin fanatics SIIIIIStll;d into the 
Oakshlelds. Iturling broken and 
bloodied Dwarf bodies in the air 
and dc~troyiog thc cntire. frunt 
11111 !.: lit n ~ t ro!.:e. The third 
fanatic Ilended I(')Wllrd.~ Thnrgim 
at th", h"ad of his Guards. 

Wa·Kurran ' ~ 8 0y1. a lso 
COlltinued their advanee, firing 
at the irun Ile ims as Iholy 
marched. Hnwevn . the puny 
urOW$ of the Goblin~ ' short 
bows ptOl'ed no match for the 
stout D"'arfs and their thick OWAIlf'TUKN2. 

armour. amJ nut !I sin);1c Dwarf 
warrior fell to the hail of Goblin 
urows thRl rained 1101"0 uron 
\tu:m. nt~ O,,:s' artillery pro~cd 
equally as indfectil'c. the stone 
Ihrower and one doom diver 
being wildly off.target. while tile 
bccond tloom di\'er ~uffered a 
enla51rophic acddelll at take·off 
which destroyed the doom dil'er 
eat3l'uit . 

ThclI.lile II tltuntlCrrol1 froolllhe 
blue. Bonag plurnlll~led do"'" 
from the sky onto Ihe Dwarf 
eaUIIOI1. The c~w tried 10defeoo 
thdr beloved {;UII, but t"·o "ere 
ripped apan by the wyvem and 
the Third hacked down by 
Bonag. Whb n horriblc squawk 
of triumph the wYI'cm grJbbctl 
Ihe ancienl cannon and 
dforllc~sly nipped it over. 
crushing the OOt.lies urlhe Dwarf 
crew untlcr Ihe wenpon Ihey hnd 
tric~ IU pruleet. Bortal: chuckted 

:IS he glanccd over hi~ shuulder back IUwards the Ore army's 
bHllleline. He WAS ~lil1 too far nway to U~ Ihe power of the 
WMaghl jusl yel, bul with the DlVnrf':~ ' Cllnnon destroyed he 
cuu ld he could safely rejoin Ihe Boyz. How the dcspill{:d 
Owarfs lVould suffer when they fell the power of his mighty 
Ore mllgic! 

DWARF TURN 2 

Gasping anti panting th", T roll Slayers eontirHlcd to trol 
forward. more detennined than ever to get 10 grips with the 
haled enemy. Seeing the wy\'eTn wreaking weh hal'OC on the 
carmon CI't\W the Thunderers lumed about. hoping for II cicar 
shol al the rampaging bea~l. Menaced by the uncoming 
fll!lDlic5 tile I)warfs Ileld fD~t. ~Iiowin! smlwart bral'ery in the 



face of weh a deadly Ihrt!lli. KllolI'illg Illal tile £aze of Illcir 
general tested upon lhem. 1101 a I.)warf sllowcd Iny sign of 
uliSludillC'ss. 

Tltcir ~alw3rt bra~ery Stwcl.: fear into the Goblins' hearts. The 
grtens~ills ~new thai hert! was an cnemy" Ito ... ooo finn in Ihe 
face of ncar ccAll in dealh. 

Hasl ily Ihe bolt Ih rower commander bellowed his fri-\ nl ic 
unJen urnl lhe crew swiyelled Iheir wearon 10 f nee tile 
wy~em. Th~ mu~ly 1<:athery ~I~nd r of Ihe great beast fil led his 
nostrils, lhe baleful howls of the: poweT-dnrnl.: shaman assailed 
lIis elll'$. bu t ca lmly he lOok aim. T he miEhty boll h issed 
Ihl\lv~h Ihc .i r Md for II moment rhe IN'nrf~' hf,nn.~ leapl as 
Ihc boll new ~traight and troe. Slrong enough to tear through 
mas~ ranb. lhe mighty mini le gl:mced off the beast's iron­
tougll hide as 8~~~ nf dismay rn.~ped from me Dwarf lines. 

Oespire lhe $Qunrl5 of hanle coming from behind Ihem. the 
crossbo"'''Jen held fO\I . Ign<Wing Ihf, SCfe~m~ of lhe dying and 
Ihe :tl'.ful inhuman din of rending metal. they took careful aim 
allhe fanatic wh irHng tow:mls !heir le3dt:r ThOlgrirn. On their 
sergeant's bellowed commanrlthey let lIy lnei r mis.silC$. The 
fanatic fell. pin-coshloocd by black fcatbcrcd bolts. A ragged 
cheer weill up from !he Dwarfs. 

TH~ I:lATn,EOF'IRON PEAK 
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DEADl.YCOHUN FANATICS HURTt.F. TOWARDS THE U",ARf'AHMY, 

ORe AND GOBLIN TURN THREE 

Ha Ying restored nrder amon& hh command. Skar&ash 
marched his Ores forward 10 join lhe rest of tnc banlcline, To 
their riEh!. Ihe trolls moved up to ad,'anl't: alongside the Wa­
Kurran's Night Goblin archers and on lhe lefl flank, Sleekid 

ami his Goblius stood linn, anehoring the Goblin line, As Wa­
Kurran' s Night Goblins closed in on lhe Dwrufs, three more 
Goblin fanatics burst from their ranks:md hunled towards tht:: 
Dwarf lines. No less than li ve Goblin fanatics were now 
whirling around and amongst!he embanled Dwarfs. 

The first of them sma$hed into 
8 0rri"5 Iron Helms, crashing 
through Ihei r ranks and killing 
six Ownrf warriors, To their 
rieht, a second (:rl7cd Goblin 
lure Ihrough both the Oakshields 
~nd Thorgrim '~ Guard, bUI wilh 
Imn di~ipllne, Ihe SIOUI warriors 
opened ranks to create II palh for 
Ihe delirious Goblin and only 
one wnrrior fell 10 his death­
dealing ball and chain, Two 
olher fanalic~ failed to rCHch 
Iheir targets and the la>'1 one span 
off back townrds Ihe Goblin lines 
in <lclllcnt~'d ~'()j]l'usion . 

Meanwhile. up on the hill 10 Ihe 
rear of thc Orc lines, sign~ of 
disiplinc were sadly lacking 
amonlSI the crcw of the Orc 
Slone thro .... er. It all Slarted when 
Grolsnak (in Chal'l!c of lht: rocks) 
nllempled to lell Korglum (in 
charge orlhe firing Ie,"er) how 10 
do his job, Before Korglum or 
the WUPOn'$ Big 8055 could 



SlOp him, Grotsnllk: l'Iad IIrabbed hold of the SlOne thrower's 
liring kvcr, ··No. nu, nu!" SlIid Grulsnak. "You OO,\'t ""am 10 
do it like '"at. you want to do il like this ... Oooops~ Look 
ooyz ... the lidn& lever 'S come off in ~ hand. Ur ... Oms. 
whal an: you doilll: with thaI elell\e(! Boss .. . il was only a 
jok.. .hwi~h-chop-TIlUNK)." And wilh that poor old 
Gl'I'lUnal:'s head bounced off 10 join the pile of rocks he had. 
until recently. been in charge of. Complelely dislIllCIed by the 
ml\yl .... tu arollnd the stone thrower. the doom diver launched 
from the single remaining calapult but despitc 11. fraotic 
napping of his wings, he (ell way off IMge'J. 

On the:: opposl1e side of the bal11efleld Bnrzaf look off from 
Ihe hill and i""oopcd back O\'ef lhe Dwarf lines 10 rejoin !he 
lhe R"st of the anny. Almo;;t immediately he began 10 feel the 
Waaagh! enefFY course through his body. He h~dn't ell<.>llgh 
power 10 CUI any ~pells )·el. hut 
soon be would have. and then he 
knew the pitiful DWlUfs wuuld 
be doomed! 

DWARF TURN 3 

As more ~nd more r~natics 
Slre3med ronlt fmlll Ihe Nighl 
Gnhlin unil~. Ihe Uwnrfs 
rcsolulely he ld finn. dClcnnincd 
\0 givc no inch of ground. With 
grim faces. Ihe DWllrf~ paid no 
hecd 10 Ihe app.1l1ing casualtics 
inflicted by thl' gibbe-ring. ball­
wielding maniacs. Though 
6"" elll beaded many p proud 
Dwarf bruw, nut II ""lIl r;l)( 
flinchcd as hellvy melul death 
~",'ept by. mere ;nches ow~y. 
Dishonour was more terrible 
than death fur Ih~se dought), 
fighters and ~(l they anchored 
them~l\'es to the spnt , praying 
ror a chalice to gCt 10 grillS with 
their jeering foes. dctcnnined to 
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wrl'ak revenge wilh axe aod 
hammer and blade. 

Scein~ th~ wY\'crll alighl ill 
front of them, Ihe Troll Slayer,; 
let out a g!"tlll cry and redouhled 
thdr I'rrO(IS to close Ihe gap 
with the foe. On the s houled 
command, the Thunderers 
turned $lIIarlly on the spot 10 
brinF their weapons to bcar 
once more on the Nighl Goblios 
and Borzag. Soon their guns 
wuuld spit dellth III the Goblins! 

Del<'rminl'd to avenge the ir 
fallen kin~men. Ihe Crossbows 
and 0011 thrower crew opened 
lire on the wy"er". A hail of 
holts hUlled through the air 
Hound the shampn, hOI some 
evil god prolecled him and 1101 a 
$ingle minile founll th", m~rk . 
Prnpelled frulll the war 
mAcllinc, n grent holl huried 
il~elr deep inlO Ihe hide of the 
""yvern hUI failed 10 bring the 

beast down. S",lIowing wilh pain tllld anger. Ihe terrihle 
mon$ter plucked the shuft frum its scaly hide and easl il 
cOl1lemplUoJlsly upon the ground. 

For Ihe first lime Thotl!rim felt the grip of fear. With 
whi~percd words. hc prnyed 10 ShaJya for deliverance litis 
!lilY, 

ORC AND GOBLIN TURN FOUR 
nlC Goblin fanatics that 5till besieged the Dwarf bau lelinc 
made it impossible fOl" lite other Ore and Goblin reJ:.lmtnts 10 
do an),thing other than nand and walch. This they dill happily, 
cheering on lhe fanatics and be-llowinllioud "yaaargh!" and 
"blceecagh" as the dcnmgcd gobbos 5mllshed inlo!he packed 

• 
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8fTTER HAND,TO·HAND FIGHTING F.Rt}PTS RF.TWEF.NTHF. nm ARMIES. 

Dwarf rank~ . Now complelely OU I of eOll1fol, tWO of Ihe 
fanatics crashed into each 0I1ler. wntpping the balls and ehains 
aruund their Iwislcu and broke n limbs - much tv the 
amusement uf the rest of the BO)"l. Another one can:cn:d inlo 
[he Iron Helms. killins IInOlher three Dwaris lind the rourth 
~ rnll).hed in10 ~1I11' Guard from behind, killill& four SlOUI 

warriors. The Nighl Goblins Ddded 10 1M mayhem by 6ring at 
lhe DW9riS whh their short bows. and w(:re re" 'arOed for lhe ir 
1X'nistlluce n oue of Ihe Bvrri's Iron Hdms fe ll to the ir 
anuws. Evtn tht Goblin !.loom dil'(r was vn IDrg<:t. smashing 
inlo Ihe DwarfTmll SI~yeN; ~Ild killing IWO of them. 

Bonug. de termined IV gath ~ r 
~uffident WII~a,h ! eoergy from 
Ihe IlrIUY. had moved to the 
centre of Ihc Orc balll~ liD ~. 
Surrounded on III ~Ide~ by 
c heerinG Or(: alld Goblin 
warr io rs his body beg an tv 
erne Ide whh barely eont!lin~d 
power, 

Calling on Ihe mighlY Ore war 
gods Mork pnd Gork. he 
unl~a shcd Ihe pent up fUfl·C. 

ere~ling D gigantic glowing 
VOftCli of ellCrgy in lhe sh~pe of 
a ~ianl fU!.Il. ready tv slvmp 
Ouwn and CT\Jsh his f~s, BUI his 
cry oflriumph quickl y turned 10 
one of despfti r Milt a ngui~h . a~ 

Ihe spell was dissipated by lhe 
magical ~~i~lanee of !he Dwarf 
warrion. The Orc .~ haman 

cursed and sp it. but he knew 
their ruistanet couldn' t uvc 
them fo~\'Cr. MoO: would smile 
and he would dc5lroy the m all 
with hi s lle.llI )PC11! 



DWARF TURN 4 

I leans pounding and breath l'XOlUing ill heavy ga~ps, The Troll 
S i ayer~ conTinued to jog IOwurds thei r opponentS, They 
gnashed their tcelh, shook their fi~t~ and jured at the wy~cm 
as it ned tu it~ perch nmid the ClOblln horde but were unable 10 
dose: the: distance. As they moved forward. Grolln;r. their 
Jeader. spat a gre:u moist gobbet of salj"a in the direction of 
the Qwroaching Night Conhlin fanatic and grippro his axe. On 
Thorgrim' s command the rest of the now depleTed Dwarf 
army readied ilSelf 10 receive the: charl!c of the howling 
):.I"CI.:1I$i;jns and their .\hambHng trolilockeys. 

For the lillit time in the: bailie the Thunderc:rs disc:hargcd their 
wcapon). A hMil of iron cut dl'lwll the fanatic who was now 
mcnacins the Troll Slayers. With II desolate screDlll. the dy ing 
Goblin felltl'l the ground. A$ he re leased his vip 011 the great 
m(llal ball . i1 arched Towards the Troll Sla)efS. thudding into 
the ground near Grunnlr's feet , 

B~ck un thl; hi ll , the Crouhow~ a n empTed 10 cover their 
emballlcd bt"l:tht"l:n. Some of them killed the fanatic whiz<cing 
~bo\lt in the open gmund between the IWO armies. whil~ a 
"olley from the remainder only managed 10 cut dnwn a 
solitary NigJu Goblin archcr. Behind thcm. The commander of 
the bolt thrower touk ~'ardul aim us he l ined up his war 
machine on the Orc shaman. Qu ick ly he performed thc 
complex ~'akul~tiotls of rouge on hI s Rngen; and the n let fly. 
As the deadly missHo:. l1~w slraight and true , the triumphant 
Uwarfpnnchcd his fisl into the air, nnly \0 have his hopes 
dashed to despair whe" the hoI! gtanced off the sham:m's 
annour. Long and loud were tile curses that scorched the air 
round tile Dwarf wllr engine. 

As if in nnJwer to this d~ call the Shar11lUl raised his anru; 
and howled an invocDtion to Cork and Mark. His eyes glowed 
grecn. ~ nimbus orlighl pta)'ed f'l')llOO lIi~ body and his gutluml 
words reverbent~d like thunder ovcr the bal1lc:field. An 
en011T1OUS $Caly foot took shape onr Thorgrim's unit ntl!! then 
bo.:glll it$ inexonble descenT, The runes on Ihe Dwurf army 
standan.! glo ..... w bright as the nightman: magic came down. 
For a momem Ihe foot hovered then:. likc a mUlti-ton weight 
suspct\de(l from a crane. then il vanished in a disintegntting 
cloud of jad~ sparks. 

nil! BA TII.E OF IRON PEAK 

ORe AND GOBLIN 
TURNS 

As if re/lli sing tllat his job was 
now o .. ~r. the Imn Goblin fanlllj.e 
collllpsed, lI is ball and chain 
wrapped finnly rOllnd his neck, 
I~a vi n& the path e len r for The 
Orcs \0 alllKk. From high abo\'c 
the hau tefield II doom diver 
made his 5crCaln")g descent. 
cra~hinl! imo the Troll Slayers 
Dnd killing on~ of tho:. doughty 
..... aniors. 

Then, with a hugc cry of 
"Wnllaaaaaaaarghl" Skargnsh 
and his 11 0y~. and Ihe now 
furion.~ Bor7.llg on his w)'vern. 
Chafj;cd at the Oakshie lds. To 
Iheir right. the tfolls , urGco (In 

by GorbJum. also dashed 
fo rward ill10 the ~1I~lIered 

~mllali l S of the ouce prOI)(1 Iron 
lIelm~ . The Night Gublin~ on 
each ftnuk" held their po~itions 10 

prOlect the lI ank~ of the 01"l:~ ~nd trolls. 

The trolls were tile Il r$t to reach the Dwarfs. their long leg~ 
earryiuJ: them improbahly quick ly for suc ll larg~ monSters. 
T1tc:y ~T:ls lwd into the Iron Helms, killing lwo of the remaining 
Dwarf warriors with their puwcrful lists and CIUM. 

The: Dwarfs who remaincd fou ght b~ek rerodou~ly - Troll 
Slayer 1l100d must ha\'e run in their "cini -/I,KI. ahhough oooe 
of [Ile trolls relilo tile Dwarfs' 5won.l~ and h'::I111l1l1:o; , they did 
Slop the charge in ;1$ tracks. For the merest mOlnent the trolls 
hesitated and il seemed th~t the)" nU!i:hl brenk and run , hili tile 
presence of ('onrblum and the soothing ~rr~els of his Crown of 
Command WOII the day. and the trolls returned to the fray . 

1111: On:s' charge Wali devastating. As lIis regiment Chafj;cd 
the Dwarf~. Skargash swiUed bIIck h i~ POIioli of Slr/mgll! 
and with one mighty blow ~Icw GhR.th One-Eye. cleavingllim 
from llead to J!fOin. DlJI""ug \"~nte<l his fNstfnlioll at the failure 
of hi s spells by smiting lert and right with his B/adt! ofDtm;/lK 
Slut while his wy\"em ture Dw~rfs apAn IImh fmm limb. 

The Dwurh tried 10 hold the charge. but Ihey didn ' t really 
sUlild D chance. Thcir (onn,Hion shattered uuder the ferocity of 
tho:. Ores' aUllCk and they were forced hack. Faced by thc twin 

1"111:: lVlVF.RN DESrRO),S THF. OAKSHIf:I.m. 
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hnrro r~ of the war wyvern and the Skftrgllsh's Sltrid ;"c 
HInde. they hrolce ~nd ran. Tlle speed of the Dwlll'f collapse: 
surprised even Shrgash and hiS Boyz and they stumbled 
furward only it short distance in pursui t of Ihei r heaten 
enemies. But Bonag. wild with r.l.ge and gOllding his wy\'cm 
10 a peak of ocstilll fury . lore into the neei ng Dwarfs ano 
hadocd thcm OOwn 10 II man. The lastlhing on the shaman's 
mind ,,'as casting spells. e\'en though his bndy was charged to 

o\'erHo"' ing with Waaagh ! 
energy. His failure to use hi ~ 
magical abilities \'c ry nearly 
cost Ihe On:s and Gohlins Ihe 
bailIe ... 

DWARF TURN 5 
Cro~sbow bo lt~ hi s~ed through 
lhe air lind sc"crnl ofthc hooded 
archers feU shrickinl! to their 
d~alhs . In the lalhering 
darkness the Troll S layers 
rea lise;J th/lt they wuuld won 
get to grips " 'ilh an c1lCmy and 
lei oot a great howl of joy. 

Ignoring lhe Reeing remnantS of 
thf Ootshie!ds. Thorgrim ~no 
his Guards s iezed their 
opportunity and charged in tn 
the flnnk of Ihe Orcs. 
Thorgrinl '~ mighty b.tmnu:r 
crunchcd into the g reeMkins 
Bone5 splinlered and s kull ~ 
wen: turned 10 jelly by thc 

impact. rour howling Orcs died under its might. a5 lhe Dwruf 
gcncr.ll single-handed!y tried tn avenge his fn11en kinsmen. 
Bc:side him hi~ personal ~Iandard hearer hewed inlO lhe foc, 
pmteo::ling his leader's bact and CUlling down \"'0 nlOre OrcS. 
In )pitc of their leader's br.l.\'e e"ample and the haired they felt 
for their cnemies. Ihe resl of the Dwarfs failed 10 inflict I 
single clISuahy despite being locked in a bloody struggle 10 the 
death with the On.'l. 



Utltkr the lrllpacl of the Dwarf charge the Orcs reeled bacl.: ,n 
C()f1ru.~ion. Thei r mafic weapons had aVllikd them rlOl. 1beu 
foes "ere terrihle and Iheir onslaught seemed im:sistib1c. Fur 
1\ mun""", the Orcs wavered and. ignoring GorblL1m'S shou[ed 
commands. a few lurned tu Hel'. Fur ~n installt the scales of 
Imule seemed ahom 10 tip in fpvour uf the Dwarfs, T1rei r stoic 
~ndLlra llce was about [0 be rew8ltJed , Then Ihe Orcs caughl 
sight nf their amI)' ~tamJanI and their rev..:reuce for its emd", 
~)'mho l reslor",d Ih",i r fll ith . The), woo!!J not 1c;lve II 011 Ihe 
field 10 be captured by their foe~. With rtne"'ed delennination 
Ihe.y thrcw themse]ves bacl.: illro rhe 'rBY. 1'he momenl of 
ind<:ci~iun bad passed. 

On Ibe Dwarfs· le fl Baul.:. the pili fi ul remUIIlI$ of Ihe Iron 
Helm~ faced tiM" shambling trolls. The few tl'mainin~ D"arfs 
"etl' no match (Of the great missbllpcn IIlOflqer.o which had 
ripIXd their com.r.1dc:s asundcr. Wlltehin.t; tl"':I r cO"lrade~ fall 
10 Itle Imlls' ilTC.'listible advance. tbe IlIst thl"C'C' l rou Helms' 
nerve Hnal ly broke arKIlhey wmed m\[1 ned. onl)' to he pulled 
down by thcluping lUUlISlrl»iti~. 

Darkn<:ss had all no" fallen now.l:Iy the flickering light oflhe 
Sti ll -hurning vi llage. Ibe Dwarfs saw a I:rcal scaly h~nd 
descend a nd caST !he wyvern and s hama n inlu the balt ic 
aglli nst TI!orgr iru's Guard , SenSin& the bail ie was lOST 
Thorgrim and his kinsmen do.ed fllnk$ lind made ready for ~ 
despcmle Ipsl stand. Perhaps under cover of the darknl·s!> II 
IlIC.5)l.:l1l:l.:r mighl wio free Mid bring word of Ib is terrible 
defeat to liM"ir d an. Sint: illg thei r deathsongs thc.J)y,.a.rf~ made 
ready to sell thei r lives deMly. 

' ERE WE GO ,'ERE WEGO, ' ERE WE GO! 
(Jervis .Johnson) 

For once rhinas went aimosl 
like docLworl.:, ~"d I mU~1 oUy 
t h ~1 I was ext re rr le ly happy 
\Y ll h rhe way thinss wo rked 
Oll t ill the en(l. In flil l"~ fal"our 
it has IU he pointcd ou! Ihlll I 
wa.~ I'er), lucky with my dice 
roiling fnr the Goblin fanalics. 
I never rolled Icss Ihan ~ven 
on two di~'e. IlruJ IUY Itvclllte 
roll WI.' nine! With such dk't.' 
ro lls the fpnalics d id 
wonderfu lly Wl.:]], kill inG 
nineteen Dwarfs Itnd bringing 

1li11 '$ anaek to II eomplc tl.: stllndstill. None ttle Ie.~ I did learn 
B number nf va luablc lessons which will c~rtailily prove uscful 
lhe neM time I piny with on Ore and Gohlin :um)'. 

On the ""hole Ihe troop,; [ ~Ieclcd pcrformt!d well lind there 
isn' t I·~ I)' much Ihal I would chungI':, Huwel·er. the fott that 
BOT7.a g needed !O be wilhin 12" of lin Or<: Of Goblin un it to 
dmw poII"ereards meant thaI hccouldn't casl s~ll s in four 001 
uf the len magic phases in the gnme. I rherefore wasn·t ab le 
u~ him :a.~ effectively II~ I would hiI~e liktd. In future I ma~' 

lake an On:: general or Big BU)Cs un the war wyveOi who can 
OOIICC!lUlIlC OIl causing mayhem in hand· to· hand comba.l. and 
allow Burtlll! to figh l Qf1 fOOl so rhat he can Slay wilh the 
Bo)'z. All m)' other charaeteTi I,erfornred magni lieenlly, 
especia lly Gorblum ... ·ho kept [he Imll~ well under contro]. aOO 
""hu~ p~IK.'t.' Ilcl"orby (along wi th Ihe arm)' slD ndanl bearer) 
SIOPlX"d my ~s frorll routl llg on the last lum of th" au nle! 

r ,·e al ready memiun~d how well the fa nAtics dId, hili [his 
need~ tn be mcasured agains t Ihe lack ur success of my 
anillery. which eos r nlmo~t 300 p(linl ~ and lU;anagcd to kill 
onl)' livc DW1lTr~. This was par t ially down to my range 
e.~llmat ion (which i ~ usu;al1y quite good) consiSlenlly beln!! 
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about an illCh short, E'·C"II lakin!! this inlo 11(:(:(ItHII, my anlllel"}' 
did ,·ery hlldly con.siderinl!' the invilinll IIIHJ~~d largelS Ihat 
the), "el"e presented wi lh. As 11 "as. in Ihi~ game it didn't 
matter too mUI:h, beI.'au~ tho.: fanAt iCS "lade up for h. and that 
WIl$ a vel)' valuable lesson for me. In pre, ious gamcs I have 
sometimes UsctllllOl of f~T\.IIIJcs (Jr a lot of arti llel)'. but I have 
nc~er used a 101 vf r",mtie>- flttll a 101 of ani ltcI)'. Both rroops 
t)'pes hal'e the potcnl ia l lu win the b.1l1le for )'0\1, bin Iheir 
effec t CUll be ;1 bi t random. l!oweI'CT, by in~· r ca~ing Ihe 
numbels of Ihese 1}'tleS of rn)O~ you can cI'en OU t Ihe odds. 
inere asinll tho:. ch ~lIc", that olle or morc o f Ihem Wil l do 
!;()mething deci~i\"e. ]n this game lhe f:tI1KliCli did weU, in rile 
I]{lXt gO!lIe it rna)' he tiM" artillery that will tIo w.d l, amll can·t 
wail fnr Ihe gal1le where they bolh du "ell. .. 

M)' ·clite· regimcnt of Orcs performed btuer Ihan I could 
have hoped. However. if lhe- unit had taken ju~t a re'" more 
casualties Cllrlier in the game . it's Ie~~ certain that they would 
hll\"e managed 10 break the OtlkSh;cld~. I\.~ II result, in future 
games. 1 will I.Idin ildy ;,,~a."""lhc number of models rn this 
I"C'gim~m. 111m 31~ very lempled to gel a uoil uf B I~cL Orc~ ro 
perform ill Ihe ro le nf ~hod troops. inste:!d uf urdi ua ry Or\' 
I' arri urs. Not onl)l do Hlaek Orcs have ~ higher weapon ~ki ll 
and ~Ircnglh than urdinary lJoyl, buithey a lso don·1 suffer 
from nnilllosity, which meallS Tha t ynu call be sure thllt thcy 
will du wb~t you wanl. when yOIl ",~m_ 

Tumin!; Illy allemioo to the QoIher $i« of lhe luhlc. there is nOl 
mueh I can f~uh with Bill's t:aclin - hc dill the besl he oooid 
under I'cty d ifficu lt ci rcumstances. I thi"k his only real 
mi~take WIIS concenlrating his missilc fire on Bon.:!g. whu be: 
had I'Cry lillie ehaoct of wound inG, lei Il lone killing. If my 
Otc~ had onl)· lake a few mort casualtic. then the)' would nOI 
have Buiollllricall )' mured the Oakshiclds. and the gamc 11111)1 

have turn<:d vul ralher d,ffcrl:II!!Y. In any C3:IC. the nC!!1 time: I 
facc Bill 's army ] am sun: Ihat it will hal·e becn strengthened 
by more mt iliery nnd ems.~how.~. wbich wi ll makl.: it a much 
tuullhcr lI ulto l·mck. 

TIIORGRlM'S LAMENT 
(Bill K;ng) 

Curse those Gohl1n fanlilics 
Ilml the gro:.ellskins that 
spawned [hem ! Ma)' carriun 
birds fcasl on Iheirenl11li l~ and 
rna)' th~ir spl r ils wander 
endles~ l y through Ihe ,uld 
dart void until the end uf rime. 
TodllY thcy cus t ihe. lJ"'nrf 
rell lm ~ deor . A mu nu lllclita l 
de fent m1J~1 he rtenrded in the 
Buok ur G!"udGe~ . 

AI firsl I thoughl Ihb b~llle ~ 
diSinter $0 hUlllillating that I 

wu guinJ{ tu have 10 shav¢ my hud and beeume a Trull 
Sll1)'er. Bul, aflcr 10111; hours of futile brood;n!! ~nd rnullering. 
] have rome 10 the conclw:ion that il Wlili nut nty IHull. II WIIS 
those Il"CufSC\1 f$nalics that did for my prood warriors. Less 
:I~lutt;l l"C'adeTli mighl havc come 10 lhe conclu~lon Ihat I w;as 
comprehtn~ivcly thrashed b)' a !>upcriur geneml , hilt lei me 
asSure thaI Itri~ WIIS 1K)[ so. 

At first gillllee you mlahl Ihilllk Ih3t Jervi~'5 plall uf LlSini hll1:C 
fcar-inspiriui: forces like thm hnnd of Orcs WIIS U bri 1li ~ lI t 

mastcrSlrok ~. I ad ulit Ihal i l has a ce rt ai ll low c unning but 
)'011 ' 11 nOlice thOI II actually re lics on his unit!> uulnulnbtring 
my Lllliu . Given the relative sizes of uur fur~·e~ Ihis \\ as 
uCluully flUI al1lhat 11 k" I), . . My infantry blQCk ~ e~ch had 20 
warriors. After t~kiog casualties frum III) cannor, his Orcs 
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only h3d 2 1, If I had killed a few moll'· Orcs then his entin.' 
Sir-negy would have b(en neutr.iliscd, Cenainly wilhoot lhe 
ca.~ualtie.~ inflicted b)' the fQn~tics. the lrolls would never ha~e 
autommiea lly broken lhe Iron Helms. It wss lhe fllCl thaI his 
fanatie~ whi1llcd my unit~ down 10 ~i!c that c nabled him t .... 
break tile: 111.'0 units lie: did, 

' \ 5 il w:l.~, the ran:ll ic5 inHicttd most of the c3Su;alties I louk 
dun ng the cour.;e oflhe b.:mle . Tbcy weakened m)' force to IIIe: 
POInt where it could be o'·crcomc HI melee;:, I reckon thiS ",'as 

j ust about lhe. onl )' wlly ~ ~Ill'aky ~ l'OOld O'·CI1. ..... III<:: 
m )' Irue ,lIeaned Dwarf wamon;. 

Tht! \\''Y\·cm W3.'i a threal that I couldn ' t l1:all)' do much about 
once il lind ealen m )' cannon crew, Because of !he bea.lt'$ high 
lough,~s. Ihe cannon ..... a5 lhe onl )' weapon lhat could have 
harmed it with any cenainty, De~truying the clinnon was 
anolher ty[liea ll)' underhanded Ore Irick. Jen·is [licked on the 
one thing on Iheoolllefield aside ftom m)' generallhal had lillY 
rca! chane\.' o f hurt ing hi. pet, WhLTI:'~ Ihe honour in lhM1. I 
ask you? Afterwards . you ' ll nut ice . thc slimy uverj:'rowu 
)i1nrd kept well away (mm Thorgrim. "nd j u ~1 M we ll for II, I 
might add. 

I !fIu)l ~d\llit I WMS N bil ~urvrhcd by lb,· ",ay Jervis SCI ~'P his 
troops, The bulk of hi s force rileed the Idt flank of my anny. 
This ilillstmtcS ouc of the major wen~ne~<;es of a Owarf anny 
- il) cvnrpkte IlICk ofspce(\. Si,lCIl Ihe Troll Sinyers CQI ,ld nO! 
really rcdeplo)' fast ~nough tu meellite Orc.~' ad \'au<.:e, lhey 
effe<:lively did nOlhing for lhe whole gamc. They spent most 
of Ihc halilc jogging towards the foc and never reall), gOl 10 

take pan in the fi ght. 

I was a lso I~ lhan pleased wi th In )' rrti~si le It'OOll$, t>erhaps ir 
lhey h;KI spenl k~s lin .... shooting irM!ITcclUally al lhe wy\'em 
and rnon: time shoolio& al tilt; Orcs tllen lhe diSDslcrthm befell 

'? Tfrt JiIUI/ rlllg"'g ",IIQ#" · "fMft'l ' III ""p/Iondj aded. lVillr" 
I'rmh, lIu! I(HI 1,/I'·'l i"ff bui/,filll; f ell I() Ihe gm",," i" " 
shfJ"·" "I smolet //m} sparh, E;u llioof " '//.1 lIull' a 
smo"ldu;IIg nil". Oll/y tmbcrs Illld aslt (('//Illllled 10 J/It/", 
I/rn,,, 10"'" lu'" Ollef. siond Oil 11ti •• • <IIf:. 1"I'f lo.u dll'llrf.r I",d 
fal/ell . Tllt;r tnwi!lIItd (vfl/srs Illy in Sfem "till'S upiln Iltt 
gmm.tJ, Per/wl,.r /I fe" , Irad fltd ;ntn Il,t darbltss ar Imd 
bet " 10S/ b"'ltath lite Jli/td /lodltJ. Ho ro:.ag ralstd "is 
dowrd hOlld IlIId fitfillllrrt!11 lillhl ilI11l11illult(/ Illr s('rnr. 
IIr bared iris IIIsts;n a satisfied sllarl. lit! WIIS ,,·ell plea.!ed 

M will, Il,e tllI), '.ffightillff. lie lit/II c/llj"'eil IIIlIf" SIlO"')' he<rrds 
I· I" I,,, ,,·m·tll illto f,i.1 doak. '1"/01)"11";'" '.t '''''''.1' /u"II""", 

lII'l'rcmlle, 

Gurh/II'" .flllu" (WI/! ,,! OUI! "i IIII' ('UfPH' mmmd$ lIlI(l 

fmlled m hisjol/(Jn'cr.t. A blo()d-spa/ure" blu/! cloak 
ripfH!dfmm riJt! .I/UlIIlrlllf.f III 11M tJ/l/Jr dh'arf (opl(1I .. ,. "'<1.t 

drofJ(.,<1 fUU",) iii.! 3'lwu/dul. His '-uin' 'rI'Jjilkd II-ill, m/lll 
.• dj-cmifidl!llCi' as/ie (Uj/lill(d IJis sci/em/! for mnrclliug (1/1 

the Oakshle lds might have been a,'oided . On lhe OIlier hftnd I 
elln uno.lcntand why lhey d id ii , The wy~crn w~ s large lind 
threatening ~nd seemt:d ptrfee lly capabl~ of nmpagin~ 
an),,,"hcre on tile bIInlefi eld . Also there ",as tile linle matter of 
a ,·t,t~i l1J; lhe lU'>~ uf the <.:allllun, 

There ",·ere somc th ings 10 , h 'e praise 10 Grungni for, 'Ilte 
stalw:m Dwarf inranlry man~d to wak up what would havc 
~n cata.~lmphic ea~ lIa lt ie.\ for a lmo~1 an)' Olhe r anny and 
51i1l bang in the re for II fina l melee lhey co uld hS"e won. 
Thwyim's Gulllll ~'WW ellSil), h~\'e bwk<.:n the On: infantry 
in thall35t melee. Indeed the Orcs had,o make II breal: test of 
5 o~ less nnd the), only weeceded bec. lI$e of Ihei r ~ rmy 
suutdard allowin); lhe m a re·roll. If the Qn..'S had ncd il ",·ould 
ha" e bee n more ur less down 10 Ihe troll s and the wY"em 
\'CTSUS Thorgn f1l '~ GUlIn!, h 's possible Ihllt bn:a~ i n" IM: O m; 

could h~ v.: <.:au!Ol-d the Goohn~ 10 Ike ill panic ~s well . "ti~ 
wuuld h;n'c l'''·en me some much needed " ietory poin ts. Wcll 
- we might hn ,'c won. 

In conclusion. thi s was rnther u fru strating baule for me. 
Bas ic ally. m)' Mmy nbsorbed , nc redlble 1\mOU1\t5 of 
purri s l"I1~"1 ro r r(lur turns and therr wcnl do wn /0 gl ori ou ~ 
defeat on the fifth. r.:ly mi~~ile tmnps were mainly ineffe<:ti\'c 
mos,'Y due 10 lhe fact IhM I conccltlmted lheir li re irlOf(linmely 
on thc w)'\"cm and ils rider. I mi~ht Il:Ive bo:cn b(lIer advised 
to shoot u[llhe Orc<. Convcrsely. ever),th ing w~m right for 
J ervi ~. ~Ii s fanOli cs pe rformed nWe.'iorncly well nod the 5 or 
lts~ lead~r~hip test thot hi s Ore unit nra~ ill lhe linal melee 
robbed Thorgrim or hi s one great moment o f glory. SlilL 
lessons werc learned. Nntlime I will be prepared. 

So. D tragic defeat is recorded in the great ll oo~ of Grudgc!;. 
T horg r illl and h i~ hrn vc wlI,.rio r~ hnv/! sone to join Ihe 
311C'CS10r5. 11 rt1allC~ tlO/ - ill lhe el)(! "eng~3 1 ICe will be rnin~, 

--::;P"If: 11,.,," ... ho ,.." .. 1111111 .. 1' PtI.Hf'.<.fi::: of a CflP/II,t:(iltalll 
elm"'" II "'11.< Ih~ II·a),. Til II" {1''Ot'g " .. III lIlt """ I,/,mder. 
nit wt ok $1"I/fIllriIlS. 

rmm Iwhilld lJor..ug ClIm~ a hid .. llus glllli /Iit'g of/utI/ amI 
s/abbering us Ihe II,\·,.tm jea.flcd 011 rite IIW IIf lire troll 
I/(Jyer rtlfpU.f. T{)I,ight il ... m.ld .I/"I':P w,./I. II.' /u>/I)' fil/ttl 
... ill, 'tl/ tI'l'Ilrf met/I, 1iJ/ligitt HI/n ilS >l'mlld " rll'e 1/1 11I~ 

particlliarly cII'~fr'/lJj e'lemlr.s lI'i,I,I" Iris 011'11 ormy 's 
r/l/lt-s, Wi/I, /I't! ",:!"',m III Ii/gur/" II lorJlQr, III' 11'011111 htll'(' J. 

/Jlle ItSJ prul" ... ,;"" {lgu"'I~IIIl"~"Hin/lliUlI. • 

H,)rtIlg i,ad 'II IId""t I/,m IIr., $I",,,i.'.< /,ad f)lIg/II well. He 
~1'O,,1tI mil ,,,1"(' ('.r/l .. <:I .. d t"~m Ir' IlUlfl VIII SU '''''g. H .. 
,Iol/bud l/ra/ el'CIl black orcs ",(mid "(11'1' $1<1) '1"(1 amwlJ 
afler /alrlllg tl,e ro.lllalllc.f Ihm Ilrf !m'a/ft.f /rad 1,if//tted. 
lJ/Jro..t11! /Illd bC;lI1'cl .. 1i tit., j .. llitd ' .. fIIllir,s ,,"VI,e d ... trrfll'M 
Irad bl.'en /,il ... iflr II Sll.'eilxtl/. Tltl.' reJllllillg lIamage "0.1 
'~I!II quite a"·I!.mmf • 

r/,I' laudt O/lIIfll mId ortf/llmw;,,! their (;flu. Olll)' ' /'<1 lVa-Kurrmr emerged frolll ,ht 8100m. " lJid ),ou jind Mm ? 
Irolb /islt ll t d. h>puQlIstd by Ille c ron /I '~ ~Ii"er. n,t'ir Old you fill" rhe slrm~' oou?" Mor.flg askl'd, 'I11t! gobUII 
I!)'ts, 8~1U tlllply pits ill ... hicllliuy pupils MII"t ,"', Wt'ft S'IQ()~ I,is heut!. BUfutS XU"f' him II flU/t! vi buu/. Sf} 

.. \ filmed 011 him wilhfitl!lf idiot /II/en/ioo. Thurgrim Imd escll~d. IVtll, il did (II)/ mllll!!r . 8/Jr..ng U'IIS 

l~ All Urolll'" dnmkt ll lift'S IIml /tub/ills Slnlllt'd uml IlrtllK?d. .mrt! Illeir palli.! ... ould ( TII.!S agaili. lit couM til/tli" .<lUIII), 
M(III.~ rlilir iled jads /If (tit! mldfou/ {)rc. bfl'w in llieir JiSIS. chief "',m/I(r .Illy. f ·or 110"'/'" wm· /,It!lIstd. IVVrt! uflM. 

,·jctury ,,",mid Iprt/ld thro ugh lilt wuods /1m! m·u Iht 
Sltlftitiloml" 1,IIIIltlf''''! 'IU~'ly I,e/m <n II.'/.:f'" Ufl(l" I~i.f mOUIIUlIIU In ... Ioertl.t!' ote.! (lItd ,MIIII.f galhtred. Soml 
ht!"d. H tfr r lurd lloerr goM"'$ fOllghl made lillt!/.. "'JlII Ihf)' ... ",tltlflnrt III Gnrlllu", ' f bfllmpr, amll/IPII H{)rtJJg 
ct~III"'t!/lltmll//ler.~. lWrJl, d,u 1/", u(J<~b/ bj' lilt! II//It Iltt would Io""t! /11/ ,lnlll' Ihal <'Vllid m.llllplt! Ihr ~ill 'durns "f 
",glll'I"C,~{"'Cr . .)(p"f"/I.,/.. ,..,,,,IdI!ftb.,,,,gfm.glrlf {)rrl!Jl/. d ifd ~ .. I d g 
Trmpus ",ollldflmy (//111 ""OfTl " ·II/tld bf- w id. lJorJ1J; h"d men (l'1 (I ""<l'J I 111/0 I Ie IISI. 

~srcniloll~jOre.,..T ... o t)rcS II.rtSllrd;~"Uld' l(]dMill~" His do), lI"asco",illlt. Ht kl,rw it. t\.~--f\ 
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GRAND OPENING 
SATURDAY 6th MARCH 

BUV ANY TWO REO DOT ITEMS AND GET 
ONE YELLOW DOT ITEM FREEl 

Eg., Buy Talisman lind Dungeonqutsl 
and get Talisman City FREEl 

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

(3.99 BUSTER PACK FREEl 

OIle •• OjXIn all da.,,(whlle .tock. 1111). 

2 SHORT WYRE ST, COLCHESTER 

Tel : 0206 767279 

DOORS OPEN 9am! 

NORMAL 
OPENING HOURS 

Monday to Friday 
10am·6pm 

Saturday 9.30am • 5.30pm 
Games nights 

Thursdays 1111 8pm 

PI..EAAIi~ l'our .... /il'OTUll[ TUI! VOUCIIt:R5 WIlliA.W Uf I HIi~I!OVltOFFn~ 
011,", M80","'ES' IIOOQUEST.SI'M'6Cf1US,,()I;OII Q"ms ........ nu$. 
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ORDER'7r 0773-7 13213 MAIL ORDER 'tr 0773-7 132 1 

~ ~i~:§m®J'® 
UK NIAlL ORDER 

OUR TELEPHONE HOTLINES ARE OPEN 
9.00am - 5.30pm Monday to Friday 
and 9.00am - 1.00pm on Saturdays 

TYRANID ATTACK 
THE STRUGGLE AGAINST ALIEN INVADERS IN THE 41st MILLENNIUM 

From the darkness of intergalactic space come the 
Tyranlds, nightmare monsters bent on total 

annihilation . The last last line of defence against 
these merciless invaders are humanity 's ultimate 

warriors - the Space Marines. Their minds and 
bodies genetical ly enhanced, equipped with the most 
advanced weapons and armour, their task is to halt 
the relentless advance of the Tyranlds. The Space 

Marines must board the allen vessels and scour their 
foul corridors and chambers of the deadly Tyranids 

and their vicious slaves the Genestealers. 

TYrl'lnld A"&ek conttlJns 31 CII,del Miniatures, 61nlerloc:klng colour 
board seellons, Cllrds, ob~cllve templllles lind loclllion Iiles. 
counlers, dlCii ilnd an lIIulllr1Iled rules and background book. 

~I~ UK MAIL ORDER ~11!Zoi ~ 
1I!i;ii~ 1I!i;ii"~ 

USA MAIL ORDER ~ 

Our UK MaH Order i'IoII'"," arll open sI~ da)llla week, For US telephOrle 0Idtf1I1ViM and Meeler card~) 
arw:l you can PIIyby Vip or A<;ces.s 

(410) 644 5699, Monday through Friday 
(on3) 713213, M o nday to Friday between 9 .00am and 5.00pm EST. 

between 9 .0Dllm and 5.30pm 
Or you elm posl OIcIe~ 10: 

Saturdays g.ODam to 1.DOpm 

II you'''' poSung ~our ordtir, send ~ 1<1: 
GAMES WORKSHOP MAIL ORDeR seRVice, 

3431 C BENSON AVENUE, 
GAMES WORKSHOP MAIL OROER SERVICE, eALTlMORE, 

CHI!.WTON STREET. HILLTOP, MARYLANO 21227-1072 
EASTWOOD, NOTTINGHAM NGI1I3HY. PieQ$(l add 5-4.00 postage and handing. 

a. you cant •• 1M ordef Ihrough Or'! 107731 530155. SalH IU: MarylAnd ,HIc!et1181idd ~%; VI,g;flI. ,et,O,'Ualldd 4~'lIo: 
C"Morna reMjomlS tIdd a.25% and PennsylVllnia residomlS add a% ..... CANADIAN MAIL ORDER ..... except residents of PhIadeIpI'IIe. who s/'oouId ;)(1(1 7".4 • 

Seod a sl<lrl¥!Cd seW ~sscd envetope lor iIo~ "led COltalOgol.le kI. 

For caMdlil~ telephone CftIdII card ordefs (VIH only). Sorry Cash, COO aMI Cilnad11~ Poslal Monay Ofdat •• fa nol 

(416) 5951159, Monday to Saturday 
1ICCaJ'Iid. MinIITIum 0Idef III S20 00 1.oc:MIiflg poeIaoe IIOd WI 

between 10.00am and 7.00pm EST. 
0n:IenI <MI< $l~OO.re post 11M 

Wa also acoIjlI ordoIInbyj:mlllsing ~ n-voro....CI< v .... You can al30 I"" alldn card Ofder$ dilecl 10 1/1 on (4101242·1839. 
Plea ... rem«nb<i. 10 Includ<i 111<1 elIld numlHt, and e_pity dAla, lhe 

FCI< postageanll !IatldIIng pluM add 15. or jIhOne Log:arIIor ""Ids 01 CII"""*lIII'1 name and sigNl"'" and \"OUI own name and addross. 
ou,alljlf1lAi<II'IIce. 

ORDER '7r 0773-713213 MAIL ORDER '7r 0773-7 1321 



L ORDER 'lr 0773-7 13213 MAIL ORDER 'lr 0773-713 

I-
® MAIL ORDER FORM 

DESCRIPTION/CODE 

u.. .. tormlO __ ~~~,ca-I_t.\at __ _ 

"-"OI..,. __ ",_~.",_"c...IoI_~_ 

,.,.. __ .. ,....._ • .-._~...,... .. ..,.. ... _ ...... poo:IOfIoclw<)e 

METHODS OF PAYMENT 
You _ ~ lit' <NqI.- 0< poIIOI_ ..............,. woo .... AI:ooK. v .... ~ 
_\in"'UIQ_''''''_''peJ..,.~conI.l*uo.in''''-_,," 
htorm_ .you_._u<o.you_~"''''''''''_..,.pII<:Qng'''' MMOOW __ .... "" ....... ,.,.._,.....c:an:I ..... __ ,.,..phono 

DESPATCH & DElIVERV 
w .... ,....,. .,deopWJI,....._on ... ~oI~an6)'OU_ uwaly9fll_ 
_' __ '0""",DoAIOII\II • • Ir'_"'_"ou:III~",,' •• may 
1I""._IOngerMINS_oI~' W& _IMt)'OU_ .... oI)rlOo'CIIMImu. 
pIN .. phono IDI' ...... "'_ 

PRICE CTV 

SUBTOTAL 

POSTAGE & PACKING 

TOTAL 
PRICE 

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

POSTAGE 80 PACKING j 
UK • 8FPO: A4d £2.50 
o..r-tMltlrloludlng E,"): _.fOlIO 01 __ • 

H.,.,...I'OV 1)y"",,,,~r(I. pap "' fleeM'lI'I'! ., ..... _ ..... !!\aII ...... 

NAME . .............................. ......... ..... ADDRESS .............................. . 

COUNTRY . . .. .......... .................. PostcodelZlp Code ......................... Tel : . 

Method of Payment: Cheque 0 Postal Order O AccessiMaslercard 0 Visa 0 Switch 0 
Cord No: [ I [ I 0 ] Issue No: LJ(SWilCh only) 

Cerd expiry date: 

Cardholder 
Signature: 

.................. Cardholder Name: .... 



WARHAMMER FANTASY SAmE £29.99 

WAFlHAMMER SAmE MAGIC £17.99 

WAAHAMMER ARMIES - THE EMPIRE £9.99 

WARHAMMEIl AIlMIEs, __ :""'aeN, Ee'"' "ES'-____ O"O.,,"-_ -j 

WARHAMMER BOXED SETS 

NEWI FANTASY FIGHTERS BOXEO SET 

NEWI HIGH ELF WAR GRIFFON 
(ElTHAflpN RIDING STORMWING) 

£11.99 

[14.99 

NEWI HIGH ELF,C"""""""OeT'---_______ ""~.,"'___-l. 

THE EMPIRE 

NEWI IMPERIAL HERO RIDING PEGASUS Phone to. pri<:e 

REGIMENT OF -'l TDORF BOXEO SET £14.9B 

HEROES OF THE EMPIRE BOXEO SET " ... 
ORCS 

HEW! ORC CHIEFTAIN "'''''' "" 
~COMMANOGROVP £1.1OeacI'1 

NEW! ORC eovz '"'''' 
I HfW! SIG'UNS £1 .35 oach 

~ WYVERN & RICER ElSl.99 

NIGHT GOBLINS 

1 NIGHT GOOLIN NmEIlS £1 ""d'I 

NIGHT GOOLIN CLUBOERS £1 .&ch 

CAVE saUIGS £:1 e"ch 

SQUIG HUNTER TEAM £2 each 

, 
j NIGHT GOBLIN FANATICS £\ each 

OTHER MINIATURES 

lMPERIALOWAAFS £1 each 

I RIVER TROllS EI'U19oaGh 

GOBLIN OOOM OlVER CATAPULT £2.99c:ornp1Qlo 

G08LINS '"'''' 
TYRANID ATIACK 

NEWI TYRANIO ATT ACt( ------=====":;':.,,:;:;:;::J 

• • • • ••••• 
WARHAMMER 40.000 £14..99 

WARHM4MER 40.000 VEHICL£ MANUAL CI2 .i9 

WARHAMMER40.oooI!ATTlE~AL £ 11..99 

WARHAMMER 4(1,000 COMPlLATlOH 1lI.99 

WARHAMMER 40.000 COtU'ENOIUM £11 .99 

NEWI IRON PAlEST 

HEWI SERVITORS 

SPACE WOLVES 

"" 
WOlF GUARD TERMINATORS' £2.99 eadl 

. PIIIm .. ~ ...tIk:h ccwnti'>IIion 01 ~liImIS you wouIiS like. 

WOlF LORD RAGNAR BLACKMANE 07000811 O,~.O,,:-_j ' 
WOlf PAlEST ULRI)( THE SlAYER 01001111 [4.99 

RUNEPAIEST 
flLJAL STORMCAllER 01002311 £4.119 

SPACE WOlF BACt< BANNER £1 ACh 

LONGFAN~a,s:_----------:'c'·$=·~·, .. O-__j 

BLOOD CLAWS~---------~'c'.""-'.=""O-__j 
HEAVY WEAPONS £1.25 each 

SPACE WOl.F GREY HUNTERS £1 .35 oach 

NEW ClOSE COMBAcT =w,'-""'=o'c"'=RU=''--___ c'c'~.OO'_____1 

I SCOUTS 

'-'so"""e'c"""""='N,'cSCOOT""""s'---______ --"'£I.:J5MCh 
ELDAR SCOVTS £ 1.110 each 

WARHAMMER 40,000 BOXED SETS 

NEW! BlOOOANGELSTACTlCAlSOUAO [12.99 
Thill baud .. I 00Il1Uw al8dk:ellqued 01 Blood AngooI MiItIncs. 
CQfI!Iis1Ing 0I_ ...... n, _ Mf9"8III, _ ....... w.1II rnu/li. 
me!ta, one MaMe wtlh heavy boller, andtlx ~wiIh __ 

SPACE WOLVES LONQ FANGS 1lI_1l9 

SPACE WOlVES BlOOOClAWS 

II SPACE WOLVES GREY HUNTERS 

SPACE MARINE TERMINATOIlS - WOlF QUARD 

SPACE MARINE 
SPACE MARINE 

ARMIES OF THE IMPERIUM 
4 (Spao;o Marine3 8nd Ihe Impo'181 Guard) 

RENEGADES (en- and EkIat armies) 

OR)( & SQUAT WARlOfIDS 

£12.99 

£12.99 

£12.99 

£24.99 

£12.99 

C12.99 

£12.99 

DAEMON ENGINES OF TZEENTCH 

NEWI FIRE LORO 076$31 £3.99 

NEW! Sl.VERTQWEROFTZEOOCH 016S32 £2.00 

NEW! DOOM WING £1 .35 

Prien ""'l11l;I &l1ima 01 going 10 preU. 

Gamas Worbhop ..-l11li rlghllO IIIIer prien wIIIKM jII\of -. .. 
ORDER '"lr 0773-713213 MAIL ORDER "Zr 0773-7132 1 



L ORDER "lr 0773-713213 MAIL ORDER "lr 0773-713 

THE BATTLE 
OFmONPEAK 
SPECIAL WAR HAMMER 

ARMY DEAL 

GORBLUM'S ORe & GOBLIN HORDE 
ORC SHAMAN LORO 
RIDING WAR WVVEAN 

G06UN GENERAL 

20 NIGHt GOBLINS ARMEO WITH SI-iORT BOWS 
& 3 NIGHT GOBLIN FANATICS 

2 GOBLIN DOOM OlVEAS 

1 g ORC BOVZ ARMED WITH SWORDS 
" 1 ORC CHAMPION 

1 ROCK L08SER A ORe CREW 

[19.\19 

'" "." 
[\4.99 

THE COMPLETE ORC & GOaUN HORDE 

TOTAL VALUE [132.92 

SPECIAL OfFER PRICEtllS 

'fHORGRIM'S DWARF COMMAND 
THORGRIM'S GUARO (20 OWARFS, INCLUDING 
1 CHAMPION AND 1 STO BEARER) t20 

GHARTH'S OAKSHIELO$ (20 DWARFS, INClUDING 
1 CHAMPION AND 1 sro BEARER) £2{1 

IRON HElMS (20 OWARFS, INCLUDING 
1 CHAMPION AND 1 STD BEARER) £20 

1 DWARF CANNON' CREW £MO 

, OWAAF BOL TTHAOWER , CREW cr.OO 

10 DWARFS ARMED WITH ARQUEBUS [10 

10 OWARF CROSS8OWMEN £10 

10 OWARF TROLL SlAYERS [10 

THE COMPLETE DWARF fORCE 

TOTAL VALUE £:102.50 

SPECIAL OFFER PRICE £90 

PHONE IN YOUR OROER AND 
ASK ABOUT OUR SPECIAL MAIL 

ORDER DEAL OF THE WEEKI 
For the faslest and most efficienl 

service, tna baSI way to place your 
ordet Ie 10 phoole 001 meij order 
department on On3 713213. 

Ask 10 &peak 10 AtwJy or 
Dava, and they'_ be able 10 
leli you about all the latest 
'elee.sn. Every week we 
run a special 'Deal of lhe 
WIKlk', so phonG now 10 
lind 001 whal ltlls week'a 

special offers aIel 

WHITE DWARF SUBSCRIPTIONS 

UK, EUROPE, " THE REST OF THE WORLD 
[J .. .. R n>O'm~Iot .... '· ... (12r._1 tll~OP':: U'­
RF.'IT or l 'Ht 1'"0101,11 ( .. <10111l1li l OS ...., C-.i, f.4~ Iot __ 
PIt_ ...... ,..,._.,r_w .... w.,~loIIo....o-. ... St. llil1oop,~...." 
"'0TT1S('.1tA~~ r«:; 16.)1IV .. n,.,-• ......., _Io..,....t< --. _ .... 
....... ,.,._ ... r_ w""",.., I..111 
If "", ... ". VIu. _ ... ' 1MWf<ooI "'" 1M) ..... ,- ........,... II>' ~ 
_ MallfloIot.--- .. 1I77111)11) 

U$A f, CANADA 
l's". , 'J)","_~"!'-»I""liItl1""'>(:O -'~ (..,.,-...... """"..",..-...... ..,.~ 
C~ ..... l> .. ,SO)""'_,....,5Jl b ! ,....... 
~_"...,.-.U$-,_._ .. , ..... c....po>OoI.-y ....... ~---.-.-y-1'I).- .. ~ ... 0IW00p. 
Por-Oi _,.". "'00 .. "' .... 1),0'," 5,,,,,,,,,._ );Ill ,.11< .... "'-'_. 
~_. M..,- 11:.11·1071 . .... VISA _»1_ -... pltu<lde,.. __ Urd<r __ {~ 10I ... _ • .-.,. .. 1'doIo;r._·_1'.S1" 
~- .. --,...-.-~ ..... -
CORRESPONDENCE 
.. , .. __ ._ .. ' .... U· ..... . ~ ... M. .... _._C..-I _ ... Ir<o<nU«l" ___ ....... Urd<r ____ "" 11o< 

EoI_. ""'" ,.,.·ott. u ..... " ·",b h ... _ .... H ...... 16 c ... ,. ~ .. I<.''''' 
"'-"'-NUl In .. 
tl<wt' __ ,_ ... <Iop< .. IdI .... _oI .... _~ ... -.. .... _ ,f)'OU 
._. "1'1~) ... _ ........ . KIf·-.uod ........... ,-.!opt, ............ .. ><Im 
_""_lkCJ~ W ... m .... __ ol .... , ... ·.oIo .. "'...".I< ...... 
IM;,...,._ . , .. I<_"" .... ...,.,. .. _ ... ~N~I 
COPYRIGHTS AND TRADEMARKS 
"p w,;...~"""", " Wlli .. nw.,(,,(lCop)riIh1~ Won.tIIOpl.loll9')1. 

~~'"!!.'i:::!.::"::.t:" .. ~~-:.!:'J:~::::...":~"'.: 
~.7':':-:;~~ ot;'C:t..'I; ;''';.:~~~t,f('" .. - W ... l ...... J~ oO c...,.,.ritl<' c .. """ 

RegJt te,ed T,edema,k, 
'11K Ion...,.,. on 011 nri.lCmi ..w._ olGMlCo Woro""" l..1li. 
_ ........... ~n. .... , .... C'\ooItI_~"". _. __ ... _ 
.. - .... ,-.. (---~ .. ---... ~.-,--r_ ..... _ 
T,,,dem.o,ka 
"Ilo< ",",,",",._oIl_.olOooot< \II"""''''''~ 
_ ... _ ... , ..... lkIN...,... __ ~_.-_"". 

::o"'...;-..:~:.._x::;o.~...;!:..""::.."= ,":.:.::n...-= ...... ~ __ ............ _o- ~ ___ .'-_..---............ ,_._"""' ... _---_ ... ............. -..........- ....... __ .. _--­____ .Soo«~ ..... __ .. ,_ ...... . __ 

, __ ,_. __ . _l_~_'...._,..'"""" .... 
.............. -
mo .......... _olfl .... _. I.III.U ..... ...-....... 
~ .. . _oln.._~I.1 ......... __ 
_ JJ-.' b'_of> __ ~I.''''''''''''_ 
~_s,w.c_ .. __ ..-_-,.~,'>«I~ ... -_ ...... U"~ ...... /'IO:!o11_ 



GOBLINS 
GOBLIN DOOM DIVERS 

OODUNWlfH 

0"'" 07~" 

OOBUNWllH 
O~. 

075003213 

TtfE COMI'l£TE OOIILIN DOOM OlVER 
eoHSIIIlI Of; 

1 • GOBlIN DOOM DIVER 
1 • 000101 DIVER CATAPULT 

• x OOOM OIVEACAlAPUlT CAIllE 

OOBUN WlTti 
~. 

~.~ 

GOI .. J N'MTH 
~. 

07~1~ 

lHESt MINIATURES AR£ atlPPUEO wm4 me APPROPAIATS PLUT1C II":I.OS 

Designed by Kev Adams 

I 
• 





NIGHT GOBLII\lS 
NET TEAMS 

NlOIIT OOIIUN 
CW88tR 1 

0150157/$ 

CAVE SQUIGS 

. , &
-< ., 

eAVE sou.,., CAVE SOUIG ! 
07s..1'1.'4 01~'" 

NIGHTOOBUN 
9All.o.HD CII"'N 

FANAnc. 
076<l2W. 

HIGHT OOIIUK 
!lAU AHD CHAIN 

FAN"ncr 
,~ 

NlGHTOO8UN 
H£1alUKKA , 

015015?i1 

NIGHT GOBliN 
BAUAND CH'-'lN 

FANAnC . 

.~-

NIGHTQ09UI'I 
" AU AHI) CHAJ,.. 

F.I,NATlCt 
.~ 

1 

II 
CIT.r.UJ["L L. ____________________________________________________________ , ________________ JN"~nna3 

Designed by Kev Adams 
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RIVER TROLLS 

RIVER moU.800V 1 
,~ 

TROLLS 

RIVER TROllIlODV, 
01§3SS11 

Al'lEIiTAOllHEAOI 
~, 

RlVt:ATAOI.l .... 03 
,~ 

Ev.MPl£S OF eoMI'l£T£D AlYEA l1IOU..II 

RIVER mou BODY 3 
1)1538513 

THE CO,.'L£Tf RI\VIlROU. 
COHSIITI OF, 

, • III\I£R lAOU BOOY 
I • RIVER TROll M£.lO 

crr~LL ______________________________________________________________________ ~ 
,WI'ItA"nlJrot 

Designed by Michael Perry 



DWARF 



IMPERIAL DWARF 

CITAVF.1. 
,\VNljI"noo':5 L"',-.-:-.,-, .. ,..,..,,-.... ::-,-""',-.,....,:c. ,-M-;,::_----------:".::,,="ooru=:c.:;:,,;-;"""""'==~=,;::,".~= ... "'~=""'=~:: .. =M""::'~=-=', 



SPACE WOLVES 
IRON PRIEST 

1AON~8T 
IACkPA(;k 
.~ 

TNE OOMI'LETE IAOH PAlEST 
CQNSISTSOF: 

1 X IRON PRIEST 
, )( ~ PIIIEST BACl(pAQ( ~ OF <X1W'lETf[) IRON _IT 

Designed by Jes Goodwin 

r-~~~~~~~" =----~ 
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EPIC TZEEN1·CH 
TZEENTCH FIRE LOAD 

THfCOlliPlErE T2fENTCH ARe LOfIO 
COH9I8T80F: 

III mEHTCHflRIE lORD BODY 
, l( TlEooCH RRE \.ORO v.1NGS 

1 l( Pl..ASTIC fl'tlNG IIA!IE 

SILVER TOWERS OF TZEENTCH 

DOOM WING 

-­,~ 

'floE COMPlETE Sll Y£R TOWEll 
OF TUalTCH OONSISTS OF: 

I XSILVEATOWEA OF mOOCH TOWER 
I.SII.III:A~IlOf'TZEENTCHBo\SE 

1 )( PlASTIC ft YIHG BASE 

'OlE OOMPI.£Tf tlOOM ~ 
CONSISTS Of: 

1 X 000loI WING 
1 X PI.ASlJC fl YINO BASE 

1&11."," TOWEll 
OFTlUNTCH .U. 
,~ 

CITADEL 
~n~L-________________________________________________ . ______________ --" 

Designed bV Dave Andrews 



ORCS 
ORC COMMAND GROUP GORFANG ROTGUT 

< - • 
I 
i • • t 
• ~ • 
~ 
~ • 1 
li -, ,. 

ORC BIG'UNS • i 

;\ Ii · , 
I. \ / 

H 
i i 

- j f • 
~ e • • •• • ifl 
! 0 , i 
~ < , -~ 

-~ 
... ~ BIC'UN • 

WIlN . PliAAI WlTM8P£.tJU ......... , ! = .. - m_ 
~ 
j , , 

~~ i • • • , 
~ 
• i , 

~.~ BIO'UN 8 1O'UN ~.~ ki 
WIlH SWORD2 ~'" '" Wlni M.ltf .... ~w .. - .. - ,~ ,~ 

crrAIJH 
~M'" 

Designed by Kev Adams 



ORCS 
ORC BOVZ 

• • • !. 

~ 
~ 
~ 
~ • 
I ~wrr' ~, 

~ AND DAGGER 1 v.tTH SWORD 1 
~, ,,= 

~ 
I • i • • n u _ 

1i • 
d~ 
• • I . 

• ii 

11- "'" "'" "'" """~ , WIllI SI'IKY CUI8 1 WlIlISW0A02 .- .~ """" • • • • 
• ! ij i 
J. 
e 
~. 
g 
~ 
~ '" '" wml8WOR03 WlIlI8WOfU)' .; ,,- .~ , 
Z • ; ,-_.' 
j 
• i 
j 

! • , 

~! 
"'" "'" "'" WITH SWOJIO' 'NmISWORIH WlTM8WOROT ".".. ~ 

,,_. 
cmwn' ............ 

Designed by Kev Adams 



n. OOUPUTf .. PfRl..",ltEfIIO ON" ""GASUl 
CONII81'l1 OF: 

I X lMPfRW. HERO !IODY 
1 XIMP£FIII.lHlEFIOLEGS .. """'" I XBACKREST 
I X PEGASUS LEFT WINO 
I X P£GASUS L.(FT SIDE 

1 XPEGASUSRlGHTWINO 
I )( PEG~ RIGHT SlOE 



ELDAA SCOUTS 

v,sOUN 5 
01lt,W12 

SPACE MARINE SCOUTS 

SCOUTS 

2 LAS PlSTOU 
01,_, 5 




